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PREFACE 


I N view of the rapidly increasing amount of printed material on both 
the theoretical and practical aspects of play and recreation, any new 
book on the subject must present an original approach. This need has 
been uppermost in the minds of the authors in the preparation of this 
volume. Realizing the fact that the play leader of today is faced with 
new and urgent problems, they have planned to acquaint the reader 
with practically all play activities of an active nature so that a selection 
can be made to fit almost any occasion that might arise. The completeness 
and comprehensiveness of the book, presenting as it does under one cover 
the entire scope of active play, is, it is hoped, one of its contributions. In 
accomplishing this end, the traditional and well-known forms of play 
are presented together with newer, original, and unique approaches. The 
book is planned to be of interest to play leaders of all types—physical edu¬ 
cators, playground leaders, cqpnp leaders, social workers, and club leaders 
in boys’ and girls’ work, and ^o forth. 

The book also presents an original classification of games and contests. 
This systematic presentation will aid in its use as a text. 

The reader should bear in mind that Active Games and Contests is a 
companion volume to The Theory of Play and supplements Social Games 
for Recreation. It presents only the more active types of play, but used in 
conjunction with Social Games for Recreation, the games and contests for 
all types of play occasions will be available. 

The one phase of the physical type of activity that has not been covered 
in this new book is the field of rhythmic activities. This is precisely the 
field where books abound. Here no duplication would be justified. Fur¬ 
thermore, to do justice to this field would necessitate a series of books in 
themselves. For similar reasons the field of gymnastic exercises has not 
been treated. 

Throughout history, games have grown up rather informally as a tradi¬ 
tion and have had no particular inventor. Recently, however, the un¬ 
precedented growth of physical education, camping, club, and leisure-time 
programs, together with the appearance of professional workers and special¬ 
ists in these fields, has resulted in the deliberate invention of a host of new 
games and variations. This book, therefore, has been able to utilize a large 
amount of newly conceived material. 

Although play activities of a related nature have been grouped together, 
the idea of progression has been preserved. This is particularly true in the 
case of the highly specialized team games where minor games of a less 
complicated nature provide the lead-up opportunities for acquainting the 
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player with the game in its highest form of development. The emphasis 
in the case of the highly organized sports like football, basketball, tennis, 
hockey, and so forth, has not been upon the technical aspects of individual 
skill or team play, but rather upon presenting an understanding of the 
object of the game and of its rules. 

The games and contests have been classified for age use in a general 
rather than a specific manner. Inasmuch as age likings for play activities 
shade off rather gradually from one year to the next instead of showing a 
sharp demarcation and dropping of interest, activities cannot be classified 
as desirable for one particular grade in school or year of the individual’s life. 
For this reason a general age period has been suggested during which each 
activity may be used. If a game has outstanding carry-over interest, sev¬ 
eral age periods have been listed, i.e., junior high school, senior high school, 
maturity. Furthermore, it is difficult to draw any clear demarcation be¬ 
tween activities suitable for boys and girls. As a rule, however, the leader 
of groups of either sex will have no difficulty in determining whether 
any particular activity described will be suitable for the groups in question. 

Wherever possible credit has been given, but this on the whole has been 
difficult. The older games have grown up by custom and no one indi¬ 
vidual can be connected with their origin. Frequently, the authors have 
accredited a game to some source only to find later upon studying older 
books, the same activity already described. Wherever similar games have 
been encountered, the ones found most frequently in the state manuals, show¬ 
ing universal use, have been included. 

As always in the authors’ experience, the National Recreation Associa¬ 
tion has been most helpful in suggestions and also in the generous way 
in which they have permitted the use of play material from their collec¬ 
tions. A number of individuals have assisted by suggestions for original 
games and by comments on the chapters as they were prepared. The 
members of the Intramural Staff at the University of Michigan have been 
very generous in making these recommendations and their assistance is 
fully appreciated. Professor J. H. McCulloch of the Michigan State Nor¬ 
mal College read the entire manuscript with painstaking care, and made 
invaluable suggestions and recommendations. The authors are indebted 
to Mr. George F. Martin of Cincinnati for his careful and skillful preparation 
of the diagrams which accompany the text. 


September i, *935 


Bernard S. Mason 
Elmer D, Mitchell 
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PART I 

CONTESTS BETWEEN INDIVIDUALS 




CHAPTER I 


CONTESTS OF THE RUNNING TYPE 

C ONTESTS arc simple comparisons of ability along special lines. Any 
trial of ability may be called a test but to have a contest there must 
be opponents. In a test one simply determines his ability for his own 
satisfaction. The object in the various systems of tests is to present stand¬ 
ards whereby one may determine his ability, and then attempt to improve 
his ability and defeat his own previous record . In contests he attempts to 
defeat opponents. Any of the events described in the following pages on 
contests may be used either as tests or contests. 

Contests differ from games in three significant ways: First , in a contest 
there is no interference Wjfth the contestant on the part of his opponents, 
whereas in a game there is constant and deliberate interference with his 
plans and plays. Second , strategy and deception have no place in a contest, 
while games are full of unexpected situations, strategy, and deception— 
it is part of a game to outwit one’s opponents and confuse them as to what 
one intends to do. Third t a contest presents few if any situations where 
the player must exercise choice as to his moves, whereas games are filled 
with opportunities and emergencies calling for choice. 

Contests may be held in any of the fundamental physical movements. 
These involve contests in locomotion such as running, jumping, and climb¬ 
ing, and contests in handling objects such as throwing, catching, striking, 
kicking, pushing, pulling, and butting. There are also contests in locomo¬ 
tion in which the contestant rides a vehicle of some sort. Furthermore, 
there are contests in handling objects of a mechanical nature. 

Certain of the contests in the fundamental movements have through 
years of use become very highly standardized. These are spoken of as 
the track and field events. 

There are innumerable minor contests not so well standardized, but 
which carry a greater appeal for ordinary gymnasium, playground, and 
club-meeting use. Consequently much more space is devoted to these than 
to the standard events. Many of these are connected with the skills used 
in the major games and serve admirably as lead-up activities developing 
the skills in the fundamental movements. 

Contests may be held between groups as well as individuals. The relay 
race is perhaps the best-known form of group contest. In addition, there 
are two other methods of group competition in contests; (i) mass comped-' 
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tion in which all players compete at once, and (2) group competition in 
which the individuals compete separately and score points for the team. 

Games can be classified in many ways. When classified from the stand¬ 
point of the objectives and movements of the players, we find that they 
fall under the following heads: (1) goal games, (2) tag games, (3) games 
of personal combat, (4) team games of the baseball type, (5) of the tennis 
type, (6) of the soccer football type, (7) of the rugby football type, (8) 
of the hockey type, (9) of the basketball type. 

In the chapters which follow, contests' and games are described, under 
the headings of the classification indicated above. There is a type of group 
play which cannot be classified either as contests or games in that there 
is no competition. This is imitative play such as we see in story plays, 
rhythmic plays, and children’s plays of simple imitation. The word “plays” 
is applied to such activities. These activities do not fall within the scope 
of this book. 

A word of explanation is necessary regarding the treatment of water 
activities, winter activities, and horseback-riding activities. These activities 
include both contests and games and might be scattered throughout the 
chapters of the book. However, for the convenience of the practical play 
leader who may use the book, they have been grouped in chapters by them¬ 
selves and appear near the end of the book under the titles of “Water 
Activities,” “Winter Activities,” and “Horseback-Riding Activities.” 

In this chapter the individual contests of the running type are described. 
The other types of contests are presented in the following chapters of 
Part I and Part II. 


TRACK EVENTS 


Track Events 


Sprints 

Hurdles 

Middle distance runs 
Long distance runs 


f 100-yard dash 
[220-yard dash 

120-yard high hurdle 
220-yard low hurdle 

f440-yard run 
[half mile 

lone mile 
[two miles 


The Sprints 

Playground, Gymnasium Late Elementary School to Adults 

There are two of these in standard interscholastic and intercollegiate 
competition: the 100-yard and the 220-yard runs. In the Olympic games the 
runs are from 100 meters up. The 100-yard run is too long for the standard 
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distance for elementary-school pupils and consequently the following dis¬ 
tances are suggested: 


Girls Boys 

Fourth Grade. 40 yards 50 yards 

Fifth Grade . 50 yards 60 yards 

Sixth Grade . 60 yards 75 yards 

Seventh Grade . 75 yards 75 yards 

Eighth Grade . 75 yards 100 yards 


To avoid interference between competitors, all sprint events should be 
run in lanes at least three feet in width and clearly marked with lime. 
Lane positions are determined by lot. 

Present-day sprinters invariably use the crouch start and are favoring 
more and more the use of starting blocks which not only save time but 
afford firmer and more exact foot placement. If starting blocks are not 
available, a small hole is dug for the toe of each foot. No exact measure¬ 
ments for the placing of blocks or holes can be given as they vary with 
coaches and individuals. However, approximate standard form puts the 
front foot about eight inches behind the starting line while the knee of the 
back leg rests on the ground beside the instep of the front foot. The first 
finger and thumb of each hand are placed on the starting line with elbows 
locked. 

When the starter calls “Get on your marks,” the runners take positions 
similar to that described above. He then calls “Get set,” at which each man 
moves slightly forward and upward. When all are ready and motionless 
and at least two seconds after the command “Get set,” the starter discharges 
the pistol as the signal to go. If any part of a runner’s body is in motion 
before the shot, it is a false start. The offender is warned and if he 
breaks again is disqualified. 

The Hurdle Races 

Playground, Gymnasium Senior High School to Adults 

There are two of these: one of 120 yards, with ten hurdles three-and- 
one-half feet high; and one of 220 yards, with ten hurdles two-and-one-half 
feet high. The ten hurdles divide the course into eleven parts: in the 
120-yard race the two end sections are fifteen yards each and the hurdles 
ten yards apart; in the 220-yard race the course has eleven equal portions, 
each twenty yards. The start is made as in a sprint race. All hurdles must 
be attempted. Stepping out of one’s lane does not disqualify but in no 
way may one interfere with the running of one’s opponents. Two hurdles 
may be knocked over without forfeiting the race, but a record cannot be 
made unless all the hurdles are left standing. 

On indoor tracks shorter hurdle races are used, sometimes forty yards 
with three hurdles. Hurdle races as long as 440 yards are sometimes run, 
using ten hurdles three feet high, spaced thirty-five yards apart. 
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The Distance Runs 

Running Trac\ Senior High School to Adults 

The distance runs are commonly divided into two groups: The middle 
distances which include the quarter- and half-mile runs; and the true dis¬ 
tance runs, comprising the mile and two-mile. Many authors include the 
quarter with the sprints because the method of starting and the average 
speed made in running approaches very near to that of the sprints. 

In running longer distances, no lanes, are used, except occasionally in 
the quarter-mile, but no runner may cross in front of another until he is 
at least two full strides in advance. 

Cross-Country Race 

Open Country Senior High School to Adults 

The cross-country runs take place on courses from a mile and a half to 
seven miles in length. Extreme care should be exercised not to overtax 
high-school competitors and the course for such athletes should not be over 
two-and-one-half miles long. The course is marked by flags as follows: 

Red flag: indicates turn to the left 

White flag: indicates turn to the right 

Blue flag: indicates that the course is straight ahead 

These flags are one foot square and are on poles extending not more 
than four nor less than two feet from the ground. 

The team scoring the lowest number of points is the winner. First 
place counts one point, second place two points, and so on. The number 
of runners on each team to score is usually five, but may be any number 
agreed on by the committee. The number must be at least one less than 
the number allowed to enter. If less than five (or the number determined 
by the committee) finish, the places of all members of that team arc dis¬ 
regarded. 

Marathon 

Open Country . AdulU 

The marathon race is a run of approximately twenty-five miles. It is 
too severe for all except mature men with unusual physique, and even 
then must be preceded by intense training. 

Walking Race 

Playground, Gymnasium Junior High School to Adults 

Walking races were standard events at one time, but owing to the 
difficulty experienced by judges in determining whether a contestant is 
walking or running, this event is exceedingly difficult to supervise satisfae* 
torily and declined in popularity. It is still used frequently at plenlet and 
carnivals. 
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The event is conducted as in the runs except that the contestant walks. 
In a walk the heel of the advancing foot must be on the ground before the 
toe of the back foot leaves the ground. The distances used vary from 
220 yards to a mile. 


MINOR CONTESTS OF THE RUNNING TYPE 


Novelty Races 

Playground, Gymnasium, Club, Picnic Elementary School to Adults 

The novelty races are enjoyed by the average person much more than 
the standard races. A great many excellent novelties are described as relays 
in Chapter XIII, “Relays Based Primarily on Locomotion.” Since the 
method of running or locomotion is the same in the individual race as in 
the relay, there is no need in repeating them here. 

These races are listed below, in approximately the same order in which 
they appear in Chapter XIII under the relays of similar name. The reader 
will have no trouble in determining how to conduct the event as an indi¬ 
vidual race after reading^he description of the relay. 


Sore-Toe Race (page 167) 
Hopping Race (page 167) 
One-Leg Race (page 167) 
Skipping Race (page 167) 
Crawling Race (page 167) 
Foot-to-Foot Race (page 167) 
Eskimo Race (page 167) 

Heel Race (page 167) 

Stiff-Knee Race (page 168) 
Toe-Hold Race (page 168) 
Crisscross Toe-Hold Race (page 
168) 

Heel-Hold Race (page 168) 
All-Fours Race (page 168) 
Rolling Race (page 168) 
Backward All-Fours Race (page 
168) 

Kangaroo-Jumping Race (page 
168) 

Gallop Race (page 168) 

Crab Race (page 168) 
Reverse-Crab Race (page 168) 
Elephant Race (page 169) 

Bear-Walk Race (page 169) 


Frog-Jumping Race (page 169) 
Lame-Dog Race (page 169) 
Snake-Walk Race (page 169) 
Seal Race (page 169) 

Dizzy-Izzy Race (page 170) 
Match-Box Race (page 171) 
Jump-Ditch Race (page 171) 
Obstacle Race (page 173) 
Barrel-Obstacle Race (page 173) 
Head-Balancing Race (page 174) 
William Tell Race (page 175) 
Barrel-Rolling Race (page 176) 
Trundle-Wheel Race (page 176) 
Tire-Rolling Race (page 177) 
Hoop-Rolling Race (page 177) 
Hoop-and-Stick Race (page 177) 
Rope-Skipping Race (page 178) 
Somersault Race (page 180) 
Paper-Walking Race (page 181) 
Fan-Walking Race (page 181) 
Brick-Walking Race (page 181) 
Pail-Running Race (page 182) 
Tin-Can Stilt Race (page 183) 
Plank Race (page 183) 
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Summer Snowshoe Race (page Human Wheelbarrow Race 
183) (page 187) 

Barrel-Stave Ski Race (page 184) Human-Hurdle Race (page 193) 
Circus-Sandal Race (page 184) Tandem Hopping Race, Num- 
Hoop-Hobble Race (page 184) ber 1. (page 188) 
Hoop-Running Race (page 184) Tandem Hopping Race, Num- 
Sit-in-Hoop Race (page 185) ber 2. (page 188) 

Plank-Sled Race (page 187) Tandem Hopping Race, Num- 

Plank-Sled Race — Variation ber 3. (page 188) 

(page 188) Arm-Carry Race (page 189) 

Back-to-Back Race (page 186) Dead-Man’s Carry Race (page 
Siamese-Twins Race (page 186) 189) 

Broom-Riding Race (page 186) Fireman’s-Lift Race (page 189) 
Bicycle-Tire Race (page 186) Waist-Carry Race (page 190) 
Wheelbarrow Race (page 187) Chair-Carry Race (page 190) 

Meet at the Switch 

Schoolroom Early Elementary School 

The teacher stands in front of the room, a bean bag in each hand. Two 
players stand ready and at a signal each takes one of the bags from the 
teacher’s hands and they run around the room in opposite directions, pass¬ 
ing at the rear of the room like cars on the switch, each passing to the 
right. The one returning the bag to the teacher first wins. 

This can be made a group contest by having two teams, counting one 
point for each winner; the team with the highest score wins. 

Crossing the Brook 

Playground, Gymnasium Early Elementary School 

Draw two lines on the floor for the banks of the brook, wider in some 
spots than in others. The players form in line and take a running jump 
across the brook. Those who step in the brook must drop out of line 
to dry their feet. Those who are successful in the jump continue around 
a course and jump again. Have them jump each time at a wider place 
than on their previous jump. When all the wide spots have been jumped, 
have the players jump the narrow sections with a standing broad jump. 

Three-Legged Race 

Gymnasium, Playground, Picnic Late Elementary School to Adult 

The contestants race in pairs. The players of each pair stand side by 
side facing in the same directions. Their inner legs are strapped or tied 
together at the ankles and above the knees, and they 'place their inner 
arms around each other. Thus fastened together, they race to the finish 
line. The race is handled as in the ordinary runs. Distances of from 30 
to 100 yards may be used. 
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Sack Race 

PlaygroundPicnic . Late Elementary School to Adult 

The contestants stand in burlap sacks which are long enough to reach 
to the hips. Holding the sacks hip high, they jump or run to the finish 
line. If they fall down, they are permitted to regain their feet and con¬ 
tinue. A distance of twenty-five yards is far enough. 

Donkey-and-Rider Race 

Gymnasium, Picnic, Club Late Elementary School to Adult 

The players compete in pairs. One drops to all fours and the other 
sits on his back. They thus race to the turning line, where they reverse 
positions and race back to the starting line. 

This is an excellent father-and-son contest, with the father acting as 
donkey the entire distance. It should not be used, however, unless the 
players have their legs covered. 

P Wand Race 

u 

Gymnasium Late Elementary School and Junior High School 

Draw a starting line and finishing line at opposite sides of the playing 
space. The players stand at the starting line each with a wand or stick bal¬ 
anced on his right forefinger. The stick may be held in balance by 
the other hand until the starting signal is given, but thereafter may not 
be touched with the free hand unless it falls. At the signal the players 
advance balancing the stick. If the wand drops off it must be replaced 
at the point where it fell before advancing farther. The one wins who 
reaches the finishing line first. 

Variation. —The players line up, each balancing a wand as described 
above. At the signal they run forward, and the player wins who goes 
the farthest before his wand falls and hits the floor. 

Shoe Scramble 

Playground, Gymnasium, Club Late Elementary and Junior High Schools 
The players remove their shoes and place them in a pile about fifty 
feet from the starting line. The players should mark their shoes in some 
way so as to recognize them. The shoes must not be tied together. The 
players line up behind the starting line and the leader mixes up the 
shoes. At the signal they dash for the shoes, each player selecting his 
own. He puts them on, laces them up, and returns to the starting line. 
The player returning first with shoes completely laced wins. 

The players are permitted to throw unwanted shoes as far as they can 
so that the others cannot find them. 
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Dressing Race 

1 (Equipment Race) 

Playground, Picnic, Club Late Elementary to Senior High School 

Between the starting line and the turning line mark four lines at regular 
intervals. At the signal, each player runs to the first line and takes off 
his shoes, to the second and takes off his stockings, to the third and takes 
off his belt, to the fourth and takes off his shirt. Each article is left on 
the line where it was removed. Having crossed the turning line, the 
runner returns and puts on each article as he reaches it. All buttons must 
be buttoned and shoe strings tied. The player finishing first wins. 

One Out 

Playground, Gymnasium, Club Late Elementary and Junior High Schools 
Establish a starting line behind which the players stand. About twenty 
feet distant establish a parallel line, and place stones or sticks on it, num¬ 
bering one less than the number of players. The objects should not be 
bunched as is frequently the custom, but spread along the line to avoid 
collisions and equalize the running distance. 

At the signal the players dash for the objects. The player failing to 
secure one falls out. One object is then discarded and the remainder 
placed on the line again, and the contest repeated. Continue until only 
one player remains. This player is the winner. 

Circle Race 

Playground, Gymnasium Late Elementary to Senior High School 

Arrange the players in a circle standing about arms’ length apart. Have 
them face to the right so that they are in single file around the circle. At 
the signal they all start to run around the circle, each trying to pass the 
runner in front of him. All passing must be done on the outside. When 
players are passed they fall into the center of the circle and are out of 
the race. The last player remaining in the contest wins. 

Occasionally the leader may give a signal causing the runners to turn 
and run in the opposite direction; this reverses the relative positions of the 
runners. 

Champ-Nit Circle Race. —This is similar to the Circle Race but 
instead of deciding the fastest player it determines the slowest. Arrange 
the players in a circle and have them start running around the circle as 
in the Circle Race. Whenever a player touches the back of the runner 
in front of him, the one doing the touching drops out. Thus the slower 
runners remain in and the faster ones are eliminated. Continue until only 
one remains in the circle. 
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Base-Running Contest 

Baseball Diamond Late Elementary to College 

A regular baseball diamond is needed. The contestant takes the crouch¬ 
ing position with one foot against home base. At the signal he runs the 
circuit of the bases, touching first, second, third, and home base in order. 
A stop-watch is used and the time recorded. The contestant with the best 
time wins. 

Run to First Base 

(Bat and Run) 

Baseball Diamond Junior High School to College 

A pitcher and catcher take their usual positions and the contestant takes 
his position and bat. The contestant bats the pitched ball and runs to first. 
The stop-watch is started at thef crack of the bat and is stopped when the 
runner touches first. The contestant with the best time wins. 

Human Top Race 

Gymnasium, Club Late Elementary to Senior High School 

Give each contestant a parrel hoop. Each lies on his back on the floor, 
raises both arms and both legs vertically, and thrusts hands and feet through 
the hoop. At the signal they move to the finish line by rocking, spinning 
on the back, or any way they can get there except by use of the hands 
or feet. The hoop must remain on the arms and legs throughout. The 
one finishing first wins. 

Barrel Rolling 

Playground, Gymnasium Junior and Senior High Schools 

The players take turns in standing on the side of a barrel and attempting 
to roll it. The winner may be determined in two ways: (i) the person 
that rolls it the farthest before falling off; (2) the one who stays on the 
longest from the time he starts to roll the barrel. 

Potato Race, Number 1 

Playground, Gymnasium Late Elementary School to College 
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Establish a starting line and draw a one-foot circle on it for each con¬ 
testant. The circles should be six feet apart. Starting from the center 
of each circle and on a line at right angles to the starting line, establish 
eight spots two yards apart. Draw a finish line parallel to the starting 
line, running through the eighth row of spots. Place a potato, stone, or 
block of wood on each spot. 

The contestants stand behind the circles on the starting line. At the 
signal, each contestant runs forward, picks up one potato, runs back and 
puts it in the circle. He then runs forward and picks up another potato, 
and so on until all the potatoes are in the circle. The potatoes may be 
picked up in any order but once a potato is picked up it must be put in 
the circle before another potato is handled. Having put all potatoes in 
the circle the contestant runs to the finish line. 

The number of potatoes used depends upon the needs of the players. 
The following schedule is suggested: 

Fourth grade—four potatoes 
Fifth to sixth grades—five potatoes 
Seventh to ninth grades—six potatoes 
Tenth grade and over—eight potatoes. 

Indian-Club Race.—In the gymnasium, the Indian-Club Race usu¬ 
ally takes the place of the Potato Race. The event is conducted in the 
same way, except that Indian clubs are used. 

Potato Race, Number 2.—The potato race required by the athletic 
badge tests for girls of the National Recreation Association is as follows: 

Secure two wooden cubes measuring two and one-half inches. (Potatoes 
of uniform size or beanbags may be used.) Mark upon the floor or ground 
five yards in front of the starting line a square measuring twelve inches 
in outside dimensions. Five yards farther on mark a circle six inches in 
diameter, and five yards beyond this a second six-inch circle. Distances 
should be measured to center of square and circles. Place a block in each 
of the six-inch circles. 

At the signal the contestant runs from the starting line, picks up the 
nearer block and places it in the square, runs and secures the farther block, 
touches square with it and replaces it in farther circle, then goes back, 
picks up the other block, places it in the nearer circle and returns to the 
starting line. The total distance is seventy yards. Blocks may not be 
dropped or thrown but must be placed in every case. One try only is 
allowed, but the event must be run over if , either of the blocks is placed 
outside of the circle or the square. It is permissible to liave the block on 
the line if it is more in than out 
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All-Up Indian-Club Race 1 

Playground, Gymnasium hate Elementary to Senior High School 

Draw two tangent circles, each three feet in diameter. In one of the 
circles place three Indian clubs. At a point thirty feet distant from a line 
passed through the centers of the circles and parallel to it, draw a line to 
be used as a starting line. 

On the signal the contestant runs from the starting line, transfers the 
three clubs, one after the other, to the vacant circle so that they remain 
standing, and runs back to the starting line. The girl makes three such 
trips, finishing at the starting line. Only one hand may be used in trans¬ 
ferring the clubs. The surface within the circles should be smooth and 
level. A wide board may be used when the test is made out of doors* 
Total distance is sixty yards. 

STILT CONTESTS 

While any type of stilts may be used in these events it is recommended 
that they be six feet long, and that the footrests be placed twelve inches 
from the bottom and ne^pr more than eighteen inches. Unless the con¬ 
testants are expert on stilts it is recommended that the foot straps be not 
used in racing since it is difficult to remove the foot in case of a fall. 

Straight Stilt Race 

Playground, Council Ring, Yard Late Elementary and Junior High Schools 

The contestants stand behind the starting line and at the signal mount 
the stilts and race to the finish line. The rules of the ordinary runs apply. 
Distances of fifteen to fifty yards may be used. 

Backward Stilt Race. —The distance is from thirty to fifty yards. 
The contestants line up with their backs to the starting line and race back¬ 
ward to the finish line. 

Obstacle Stilt Race. —Establish a starting line, and fifty yards dis¬ 
tant a turning line. Every ten yards down the course stretch a light rope 
tightly across the course one foot from the ground—there is thus a rope 
on the ten-, twenty-, thirty-, and forty-yard lines. 

The contestants line up at the starting line and at the signal race to 
the first rope and step over it, to the second rope and jump over it, to 
the third rope and step over it, to the fourth rope and jump over it. They 
then go to the turning line, and return following the same routine. The 
player finishing first wins. 

1 From Athletic Badge Tests for Boys and Girls, p. n. Physical Education 
Series No. 2, 1923. By permission of the United States Bureau of Education, 
Department of Interior. 
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Zigzag Stilt Race. —The course is fifty feet long. Every five feet in 
each lane place an Indian club or stick of wood of similar size and shape. 
The contestant zigzags down the course, going to the right of the first 

TURNING LTNC t0 t ^ ie ^ seconc ^> an ^ on * When he 

| 5 * ^ reaches the last club he circles it to zigzag back to the 

~p starting line. The player finishing first wins, 

u 

J_ Stilt Events in the Circular Court 

Playground, Yard ■ 

Late Elementary to Senior High School 
Draw an eighteen-inch circle on the ground for 
each contestant. Each contestant holds his stilts in 
his hands with the stirrup ends resting in the circle. 
At the signal he mounts and performs the following 
series of events in order. When he falls or leaves 
the circle he is credited with one miss and the con¬ 
test is to see which contestant can complete the series 
in the order named with the fewest misses. 

The events are as follows: 

1. Turn completely around to the right. 

2. Turn completely around to the left. 

3. Jump up ten times. 

4. Raise left stilt and stand on right for five seconds. 

5. Raise right stilt and stand on left for five seconds. 

6. Walk around the edge of the circle, stepping on the 
line each step. 

Stilt Events in the Rectangular Court 

Playground, Yard 

Late Elementary to Senior High School 

^ Lay out a court, with lines of lime as illustrated 

* n ^£ urc lm ^e court * s s * x k ct w ^ e anc * twenty 
i^uti 1. feet divided lengthwise by a center line, and 
crosswise by lines dividing it into two-foot blocks. 

The contestants compete one at a time. The first contestant starts with 
the first event and if successful continues with the others in order until 
he fails. The others then compete in turn. When the first player’s turn 
comes again he begins with the event in which he failed previously. The 
player wins who completes the events in the fewest number of turns. 

1. Walk on the stilts through the court without touching the lines. At die 
turning line dismount and return in the same way. 

a. Walk through the court and back straddling the center line. 


hH 
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3. Walk through the court stepping in every block. 

4. Walk stepping in the odd-numbered blocks only. 

In each event the player dismounts on crossing the turning line, re¬ 
mounts, and returns. The following fouls constitute a miss or failure in 
the event: (1) touching a line; (2) going outside of the court; (3) dis¬ 
mounting any place between the starting and turning line. 

Trick Stilting 

Playground Late Elementary to Senior High School 

This contest is designed to pick the best stunt or trick performers on 
stilts. Prepare and announce beforehand a list of tricks on the order of the 
ones given below. Each contestant is expected to perform these tricks and 
having completed them, to perform any other tricks he may desire. 

The judges pick as the winner the contestant who performs the greatest 
number of tricks, taking into consideration also the skill and grace with 
which he performs them. 

The following list may Jpe used. 

1. Hopping or jumping dh two stilts. 

2. Balancing on one stilt. 

3. Hopping on one stilt. 

4. Kick for height. 

5. High jump. 

6. Dancing. 

7. Hand-stand on stirrups of standing stilts. 

ICE-SKATE, SKI, AND SNOWSHOE CONTESTS 

See Chapter XXVII, “Winter Activities.” 


RUNNING CONTESTS IN SOCIAL GAMES FOR RECREATION 


Cigar Race. 

Pipe Lighting Race. 
Rubber Band Contest. 
Feather Blowing Race. 
Balloon Blowing Race. 
Balloon Sweeping Race. 
Balloon Jumping Contest. 
Lip Card Contest. 


Fluffy Race. 

Easter Egg Contest. 

Pueblo Water-Maiden Contest. 
Peanut Race. 

Clothespin Race. 

Prisoner’s Race. 

Husband and Wife Race. 

Blind Horse and Jockey Race. 



CHAPTER II 


RIDING CONTESTS 
ROLLER SKATING 

O NLY standard four-wheel steel roller skates may be used in these 
events. Rubber, wooden, or composition wheels are prohibited. 

Roller-Skating Straight-Away Race 
Pavement Elementary to Senior High School 

This event calls for a smooth straight-away and consequently paved 
streets offer about the only possibility. Distances of 50 to 440 yards may be 
used depending on the age and capacity of the players. The event is 
handled as in ordinary runs. 

Backward Roller-Skating Race. —The contestants stand behind the 
starting line with their backs toward it. They skate backward to the finish. 
For straight-away races, distances of 100 to 220 yards may be used. 

Roller-Skate Coast for Distance 

Pavement Elementary to Senior High School 

Establish a starting line and fifty feet beyond it a coasting line. The 
contestants line up on the starting line, skate to the coasting line, and from 
there on coast. On crossing the coasting line the feet must be together and 
both on the ground; no motion of the arms, legs, or body is permitted. 
The player coasting the farthest wins. 

Single-Skate Coast for Distance. —Each contestant wears one skate 
only. The conditions are as in the Roller-Skate Coast for Distance. The 
players run fifty feet, and then coast on the one skate. If any contestant 
touches his foot to the ground after crossing the coasting line, he is credited 
with the distance where he touched the ground. The player coasting the 
farthest wins. 

Single Roller-Skate Race 

Pavement Elementary to Senior High School 

Distances of 50 to 100 yards may be used, depending on the age of the 
players. Each player wears one skate only, which may he worn on either 
foot. Motion is applied by pushing with the free foot. Running is not 
permitted, and the skate must be kept on the ground as much as possible. 
The player finishing first wins. 

16 
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Zigzag Roller-Skating Race 

Pavement, Seating Rin\ Elementary to Senior High School 

The distance is one-hundred yards. Every ten yards in each player’s 
lane place an Indian club or block of wood of similar dimensions. The 
skaters zigzag through the Indian clubs, to the right of one, to the left of 
the next, and so on. On reaching the hundred-yard line, they circle the 
clubs, and zigzag back to finish at the starting line. The player finishing 
first wins. 

Three-Legged Roller-Skate Race 

Pavement, Seating Rin\ Elementary to Senior High School 

The players compete in pairs, each pair having their inside legs tied 
together at the ankle and above the knee. Skates are worn on the outside 
legs only. They move by pushing with the inside feet. The distance is 
one-hundred yards and the pair finishing first wins. 

Travelers’ Race 

Pavement, Skating Rin\ p Elementary to Senior High School 

Each contestant holds a Suitcase in one hand and an open umbrella in 
the other, and skates to the finish line. The player finishing first wins. 
The distance is one-hundred yards. 

Roller-Skating Obstacle Race 

Pavement Elementary to Senior High School 

The distance is 125 yards. Four obstacles are placed every twenty-five 
yards as follows: 

1. Tennis net under which the contestants must crawl. 

2. Row of tables over which they must climb. 

3. A hurdle not higher than six inches which must be jumped. 

4. A row of barrels with top and bottom removed; each contestant must crawl 
through a barrel. 

The player finishing first wins. 

Paper-Throwing Contest on Roller Skates 

Pavement Elementary to Senior High School 

Draw a line down the center of the pavement, and twenty-five feet to 
one side of it place five barrels with the open end facing the line. The 
barrels should be at least twenty-five feet apart. The contestants take turns 
in competing. Each is given ten rolled newspapers which he may carry 
in a bag if he desires. Each skates on the far side of the line (away from 
the barrels) and attempts to throw a newspaper in each barrel. He throws 
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first to the left, and after passing the last barrel turns and skates back, 
throwing to the right He must be in motion at the time each paper is 
thrown. Orq point is scored for each paper thrown in a barrel. 

Tandem Roller-Skating Race 

Pavement, Seating Rink Elementary to Senior High School 

The contestants race in pairs. They stand side by side grasping right 
hands together and left hands together. In this position they race. Dis¬ 
tances of from ioo to 220 yards may be used. Any pair letting go of each 
other’s hands is eliminated. 

Variation. —The two players stand one behind the other, the back 
player placing his hands on the front player’s waist. 

Roller-Skate Potato Race 

Pavement, Skating Rink Elementary to Senior High School 

In this event the players wear roller skates but otherwise the rules of the 
regular Potato Races apply (see page 11). Four or five potatoes are usually 
sufficient. 

Roller-Skate Tug-of-War 

Pavement Elementary to Senior High .School 

Five or more contestants comprise each team, each player wearing one 
skate only. The event is conducted as in the regular Tug-of-War events 
(see page 145). 

Roller-Skating Lap Race 

Large Gymnasium, Skating Rink Elementary to Senior High School 
This is an event for a skating rink or a large gymnasium. Establish 
a corner marker at each corner out from the side wall one-third of the 
width of the floor and an equal distance from the end wall. The difficulty 
in turning on roller skates makes it impractical to require sharp turns. 
The corner markers are made by inserting a small flag in a small block 
of wood. Establish a starting line in the middle of one of the long sides. 

The contestants line up behind the starting line and race the required 
number of laps, finishing at the starting line. On the average skating rink, 
distances of from one to eight laps may be used depending on the age and 
skill of the contestants. 

Roller-Skating Carnival 

A block of a downtown street may be roped off for a city-wide roller¬ 
skating carnival with representatives of all playgrounds competing. Care 
should be taken to allow space enough beyond the finish lines for the 
skaters to come to a stop. 
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The following program is suggested. 


Under Twelve Years of Age 

Boys Girls 

50-yard Dash 35-yard Dash 

50-yard Single-Skate Race 35-yard Single-Skate Race 

Coast for Distance Coast for Distance 


Under Fifteen Years of Age 


Boys 

75-yard Dash 
75-yard Single-Skate Race 
Coast for Distance 
Paper-Throwing Contest 
Three-legged Race 


Girls 

50-yard Dash 
50-yard Single-Skate Race 
Coast for Distance 
50-yard Tandem Race 


Over Fifteen Years of Age 


Boys 

100-yard Dash 
100-yard Single-Skate Ray 
Coasting for Distance * 
Paper-Throwing Contest 
Zigzag Race 
100-yard Tandem Race 
Obstacle Race 


Girls 

75-yard Dash 
75-yard Single Skate Race 
Coast for Distance 
75-yard Zigzag Race 
75-yard Tandem Race 
Partner (Boy and Girl) Race 


BICYCLE EVENTS 


Bicycle events usually take place on a pavement. Care should be taken 
to see that the road is closed to traffic and that all side roads crossing it are 
carefully blocked. 

Speed Races 

Street, Running Traci{ Junior High School to Adults 

Bicycle races for speed are popular among boys. The events most com- > 
monly used are the quarter, half, mile, two-mile, five-mile, and ten-mile. 
The quarter and half may be ridden on a quarter-mile running track, but 
the usual procedure is to close a w,ell-paved road to traffic. The events are 
conducted as in running races. Care should be exercised to see that young 
contestants do not race in events calling for too long a distance. 


Bicycle Slow Race 

Playground, Street Late Elementary School to Adults 

The course is fifty yards long and laid out in lanes two-and-one-half 
to three feet wide. The object is to ride as slowly as possible and be the 
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last to cross the finish line. A contestant is immediately eliminated if his 
bicycle leaves his lane, if he touches a foot to the ground or other object, 
or if he touches another contestant outside his lane. The player finishing 
last wins, or if no one finishes, the one wins who goes the farthest. 

Bicycle Plank Ride 

Playground, Street Late Elementary School to Adults 

Enough planks are needed so that when they are lined end to end 
they will extend 150 feet. The planks should be exactly five inches wide 
and one inch thick. The planks should be nailed together or staked to the 
ground with metal stakes. 

The contestants take turns in riding the plank. Each may start as far 
behind the plank as he chooses—a start of at least fifteen feet is advisable. 
Each attempts to keep his bicycle on the plank the entire distance. If 
the bicycle leaves the plank, the distance is marked. The one who rides 
the farthest wins. In case of a tie, the contestants involved ride again. 

This is a difficult feat, and those who finish the entire distance will be 
few indeed. 

Paper-Throwing Contest on Bicycles 

Playground, Street Late Elementary to Senior High School 

Place five barrels in a row not less than twenty-five feet apart. Draw 
a line twenty-five feet away from the barrel line, and parallel to it. Give 
each contestant ten rolled newspapers. Each rides his bicycle, staying on 
the far side of the line (away from the barrels), and attempts to throw a 
newspaper into each barrel as he passes it. He throws first to the right, 
and after he has passed the barrels, he turns and goes back, throwing to 
the left. The papers must be thrown while on the bicycle. 

One point is scored for each newspaper thrown in a barrel, and one 
point is deducted for each time a rider gets off his bicycle for any purpose. 
In case of a tie the player making the best time wins. 

The players may carry a bag to hold the newspapers. 

Hill-Climbing Contest 

Street Junior High School to Adults 

Hill climbing contests with bicycles are extremely strenuous events. 
When used as a novel event for average groups, a hill should be selected 
which has a rather steep incline but which is short. If a long steep hill 
is to be used, the contestants must be in condition, and a physical examina¬ 
tion before the race is imperative. 

Give the contestants a start of twenty-five feet on the level ground at 
the foot. The one wins who first reaches the finish line at the top. 
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Bicycle Potato-Race 

Playground, Street Late Elementary School to Adults 

Establish a starting line, which also serves as the finish line. Place a 
barrel hoop on this line for each player; the hoops should be eight feet 
apart. Ten yards from this line place another row of hoops, each with a 
potato in it. Similar rows of hoops are placed at twenty yards and thirty 
yards. There are thus three potatoes in a row for each player. 

Each player, on the signal, rides to the first potato, dismounts, picks 
up the potato, mounts, rides back and puts it in the hoop at the starting 
line. He then gets the other two potatoes, one at a time, and places them 
in the hoop. The player wins who has all three potatoes in his hoop on 
the starting line first. 

Variation. —Instead of using potatoes, use a six-inch block of wood 
with a two-foot broom handle stuck in it. These are set in the hoops, 
handle up, and the riders pick them up without dismounting. In doing 
so the rider must circle on the far side of the stick, away from the starting 
line. 

Variation.—In this event potatoes are used and each contestant is 
given a three-foot stick, pointed at one end. He rides to the first potato 
and without dismounting attempts to secure it by sticking it with the 
pointed end of his stick. He may ride past it and attempt to spear it as 
often as necessary, but is disqualified if he touches the ground with any 
part of his body. In other respects the event is like the above. 

Spearing the Ring 

Playground\ Street Late Elementary School to Adults 

Each rider is equipped with a ten-foot bamboo pole which he must 
hold within three feet of the end. The course is 250 feet long. Station 
ten officials along this course at intervals of twenty-five feet, each holding 
a curtain ring at arm’s length out in front, or erect uprights with crossbars 
from which the rings are suspended by twine. The players ride the course 
one at a time and attempt to spear the rings with the pole. The end 
of the pole must enter the ring and is then withdrawn as the player rides 
on, and the pole put in position to spear the next ring. Each is credited 
with one point for each ring he spears. To touch a foot to the ground in 
the course of the event disqualifies the player. 

Bicycle Candle Race 

Playground, Street Late Elementary School to Adults 

Each rider carries a lighted candle and rides as fast as possible without 
extinguishing the candle. The one wins who first finishes the one-hundred- 
yard course with the candle lighted. ^ 
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Bicycle Obstacle Race 

Playground, Street Late Elementary to Senior High School 

The course is 150 yards long. Twenty-five yards from the starting line 
lay a barrel on its side in the path of each contestant. The barrels must 
have both ends removed. At the signal, each rider rides to his barrel, dis¬ 
mounts. and dives through the barrel. Then each mounts and crosses the 
finish line. 

Trick Riding 

Playground, Street Senior High School to Adults 

Trick riding adds much color to a bicycle carnival. It is limited to those 
with experience in stunt riding. The competition is judged by a committee 
of judges. The following events may be used: 

1. Steering the bicycle with the feet. 

2. Pedaling first on one side, and then on the other. 

3. Riding under the crossbar. 

4. Standing on the crossbar with one foot and holding on to the handle bars 
with the hands. 

5. Riding on one wheel. 

6. Sitting on the handle bars and riding backwards. 


Bicycle Carnival 

A bicycle carnival featuring races and stunts by representatives from all 
playgrounds makes an excellent city-wide event for a city recreation depart¬ 
ment. A block of a downtown street may be roped off for the event. The 
Jacksonville, Florida, Playground and Recreation Department uses the fol¬ 
lowing program with prizes for each event donated by local merchants: 


Decorated Wheel Parade 
Tricycle Race 
Trick Riding 
Potato Race 
Slow Race 


Paper-Throwing Contest 
Spearing the Ring 
Scooter Race 
Plank Riding 
Candle Race 


In connection with the above 
held with the following program: 


bicycle races, racing championships are 


Junior Events 
(Riders under 16 years) 
One-half Mile 
One Mile 
Two Miles 
Five Miles 


Senior Events 
(Riders over 16 years) 
One-half Mile 
Ohe Mile 
Five Miles 
Ten Miles 
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SCOOTER AND COASTER-WAGON CONTESTS 

Scooter Races 

Street, Playground Elementary and Junior High Schools 

Scooters, commonly thought of as the playthings of small children, are 
excellent equipment for novelty races for all ages including adults. In 
playground meets children usually furnish their own scooters. 

Scooter races are commonly conducted by city recreation departments on 
a section of a city street roped off for the occasion. Care should be taken 
to see that sufficient space is provided beyond the finish lines for the vehicles 
to come to a stop. 

Standing Scooter-Race. —The contestants line up on the starting 
line, each with his scooter. They place one foot on the scooter, and at the 
signal propel themselves by pushing with the other foot. Straight-away 
distances of 50 to 220 yards may be used, depending on the age and 
capacity of the contestants. 

Kneeling Scooter-Race. —This race is performed as in Standing 
Scooter-Race except that th^contestant kneels with one knee on the scooter 
and pushes with the other foot. Distances of 50 to 220 yards may be used. 

Sitting Scooter-Race. —This race is performed as in the Standing 
Scooter-Race, except that the contestant sits on the scooter with one leg 
either side and propels the scooter by pushing with the feet on the ground. 
Distances of twenty-five to fifty yards may be used. 

Backward Scooter-Race. —This contest is performed as in the Stand¬ 
ing Scooter-Race, except that the contestant stands with his back to the 
starting line, places one knee on the scooter and propels it by pushing with 
the other foot. Distances of twenty-five to fifty yards may be used. 

Obstacle Scooter-Race. —Erect a tennis net across the street mid¬ 
way between the starting line and the turning line. The contestants race 
to the net, lift the scooters over, jump the net, and continue. They race 
to the turning line, return crossing the barrier again, and finish at the 
starting line. 

Pushing Scooter-Race. —The players compete in pairs. One sits 
on the scooter and the other pushes him to the turning line fifty yards 
distant. Here they change places and race back. 

Zigzag Scooter-Race. —A block of wood or a box is placed every 
ten yards for a distance of one-hundred yards in the lane of each contestant. 
The contestant zigzags down the course, to the right of one box, to the 
left of the next, and so on. On reaching the last box, he circles it and 
zigzags back to the starting line. 
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Skipmobile Races 

Street, Playground Elementary and Junior High Schools 

Skipmobiles are made by attaching the rollers from a roller skate to the 
ends of a board three feet by six inches by two inches; handle bars are 
attached by nailing a piece to the front, three feet long and two inches 
square, to the top of which a short cross piece is nailed. 

The following events may be used, each conducted as in the scooter 
race bearing the similar title: 

Standing Skipmobile-Race Obstacle Skipmobile-Race 

Backward Skipmobile-Race Zigzag Skipmobile-Race 

Coaster-Wagon Races 

Street, Playground Elementary School 

Coaster wagons are ordinary express wagons. The following events may 
be used. 

Straight Coaster-Wagon Race.— Each contestant kneels in his 
wagon with one knee, or sits sidewise in the wagon, and propels it with 
his foot. Distances of ioo to 220 yards may be used. 

Coaster-Wagon Slow Race. —The distance is fifty yards and the 
wagon wins that crosses the finish line last . Wagons coming to a complete 
stop are eliminated. 

Coaster-Wagon Obstacle Race. —Conducted like the Obstacle 

Scooter-Race. 

Coaster-Wagon Pushing Race.— Conducted like the Pushing 

Scooter-Race. 

Block-Wheel Wagon Races 

Street, Playground Elementary School 

Wagons of this type have wheels made of solid blocks of wood, six 
inches or less in diameter. The events are the same as those described for 
Coaster-Wagon Races. 

Chariot-Wagon Race 

Street, Playground Elementary and Junior High Schools 

Chariots have two wheels only. A soap box is attached to the axle and 
a tongue provided with which the chariot is drawn. Chariots made with 
bicycle wheels have a decided advantage over those made with other types 
of wheels and consequently the chariots should be divided into two classes, 
those with bicycle wheels and those without. 

Two contestants pull the chariot and one rides in it. Distances of 150 
to 300 yards may be used. 
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POGO-STICK CONTESTS 

A pogo stick consists of an upright pole with a spring on the bottom; 
foot rests are attached to each side at right angles to the pole and about 
a foot from the ground. The contestant holds the pole in his hands, mounts 
it with both feet, and leaps forward With it; the spring causes a rebound 
and makes long leaps possible. 

Pogo sticks were extremely popular at one time but are seldom used at 
the present moment and are difficult to obtain. They doubtless will return 
to popularity and will be available at sporting-goods stores. It is to be hoped 
that they will, for their use is unusually fascinating, and they are valuable 
tools for recreational leaders. 

Pogo-Stick Race 

Playground, Gymnasium, Yard Elementary and Junior High Schools 

The contestants stand behind the starting line, each holding his pogo 
stick. At the signal they mount the sticks and move to the finish line 
by a series of leaps. If the players fall from the sticks, no forward progress 
may be made until they remount. Distances of fifteen to fifty yards may 
be used. 

Backward Pogo-Stick Race. —This is conducted like the above ex¬ 
cept that the contestants race backwards. The distance should be short. 

Pogo-Stick Broad Jump 

Playground, Yard Late Elementary and Junior High Schools 

Establish a jumping line. The contestants jump up to the line on the 
pogo sticks and then jump forward. The one jumping the farthest wins. 
The event is conducted like the Running Broad Jump. 

Pogo-Stick Lane-Race 

Playground Late Elementary and Junior High Schools 

Mark a lane with a line on the ground. For a distance of ten feet, it is 
twelve inches wide; from ten to twenty feet it is eight inches wide; beyond 
twenty feet it gradually tapers down to a two-inch straight line. 

The contestants take turns in jumping down the lane on a pogo stick. 
The one who goes the farthest before leaving the lane wins. 

Pogo-Stick Events in the Rectangular Court 

Playground, Yard Late Elementary and Junior High Schools 

Lay out a court with lime exactly like that described in Stilt Events 
in the Rectangular Court (Figure 1, page 14). The contestants perform 
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the same series of stunts described for stilts and the event is conductec 
in th^ same way. 

ICE-SKATE, SKI, SNOWSHOE, AND SLED CONTESTS 
See Chapter XXVII, “Winter Activities.” 

HORSEBACK-RIDING CONTESTS 
See Chapter XXVIII, “Horseback-Riding Activities.” 



CHAPTER III 


JUMPING, VAULTING, AND CLIMBING 
CONTESTS 

JUMPING AND VAULTING CONTESTS 

Running High Jump 

Playground, Gymnasium Late Elementary School to Adults 

T HE usual dimensions of the high-jump pit are fourteen feet wide 
and ten feet in depth. The uprights are placed twelve feet apart. The 
crossbar may be square with beveled edges, one-and-one-eighth inches thick, 
or triangular, measuring one-and-three-sixteenth inches on each face. Al¬ 
though standards with pins not over three inches long are commonly used, 
official equipment is one whi^Ji permits the crossbar to rest upon a standard 
the top of which measures one-and-one-half inches wide and two-and-three- 
eighths inches deep. In informal meets such as on the playground and in 
camp, a light bamboo pole may be used for the crossbar, but regulation 
uprights are essential. 

Each contestant must clear the bar without displacing it from its sup¬ 
ports. The bar is first placed at a height that all can clear; each has three 
trials if necessary and then the bar is raised. Each contestant is credited 
with the highest distance at which he clears the bar. 

Standing High Jump 

Playground, Gymnasium Late Elementary School to Adults 

This event is conducted in the same way as the Running High Jump. 
The contestant may stand with his feet in any position but must leave the 
ground one foot at a time in jumping. If a foot is lifted from the ground 
twice, or two springs are made without an attempt to clear the bar, it counts 
as a trial. 

Standing Double High Jump. 1 — The contestant stands on both feet 
facing the bar and jumps with both feet simultaneously. His body must 
be kept square to the front throughout and he must land on both feet 
simultaneously with his back to the bar. Violation of these rules counts 
as a trial. The bar is raised as in the regular high jump. 

1 The idea for this event was taken from S. C. Staley, Individual and Mass 
Athletics, p. 39. Copyright, 1925. By permission of A. S. Barnes and Company, 
publishers. 

*7 
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Pole Vault 

Playground Senior High School to Adults 

The pole-vault pit is fourteen feet wide and twelve feet in length. The 
uprights are stationed twelve feet apart and the crossbar must not exceed 
one-half inch in thickness nor extend more than three inches beyond the 
uprights. 

The pole vault is conducted like the high jump. The contestants must 
not climb the pole; the upper hand may not be raised after the competitor 
leaves the ground nor may the lower hand be raised above the upper. 
The bar must be cleared without displacing it. Whenever the competitor 
leaves the ground in an attempt, or passes under the bar, he is charged 
with a trial. 

Running Broad Jump 

PlaygroundGymnasium hate Elementary School to Adults 

The scratch line for the running broad jump consists of a take-off board 
two inches thick, eight inches wide, and at least four feet long. It is set 
firmly in and on the same level as the ground. The ground in front of the 
scratch line must be flush with the scratch line. The jumping pit should 
be six feet wide, should begin about five feet in front of the take-off board 
and should extend twenty-five feet. It should be dug out to a depth of 
from twelve to eighteen inches and filled with loose sand to the level of the 
take-off board. 

The contestant may run as far as he pleases, but must jump from or 
behind the scratch line. In order to insure a perfect take-off, two marks 
are placed on the ground, at approximately sixty and eighty feet from the 
scratch line. The jumper starts running from the eighty-foot line, and with 
practice he knows that if he hits the second line exactly, he is practically 
certain of a good take-off. 

If one steps over the plank so as to break ground in front of it, the 
jump is not measured, but it counts as a trial. The jump is measured with 
a tape from the front of the plank to the nearest point at which the jumper 
breaks ground, whether with feet, hands, or body. Each contestant has 
four trials, and one more than there are places to be scored qualify for the 
finals. Those who qualify make four more jumps, and all qualifying jumps 
count in the final tabulation of places. 

Running Double Broad Jump 

Playground, Gymnasium Junior High School to College 

This event is like the Running Broad Jump except that the contestant 
must make the jump with both feet on the take-off board. He runs for¬ 
ward, jumps on the take-off board with both feet, and then jumps forward, 
landing on both feet. 



JUMPING, VAULTING , <AN D QLIMBING 29 


Standing Broad Jump 

Playground, Gymnasium Late Elementary School to Adults 

The event is conducted in the same manner as the Running Broad Jump. 
The contestant stands with both feet toeing the scratch line. He may 
sway back and forth at will but is not permitted to lift either foot before 
the jump. The jump is made from both feet and the jumper lands on 
both feet. 

Standing Backward Broad Jump. —This event is like the Standing 
Broad Jump except that the contestant jumps backward from the take-off. 
Measuring is done as in the Standing Broad Jump. 

Double Standing Broad Jump 

Playground, Gymnasium Junior High School to College 

The event is conducted best on level ground or floor without the use of 
a jumping pit. The contestant toes the scratch line with both feet and 
makes two successive jumps, the second jump being made immediately after 
and as a continuation of^the first. The distance is measured from the 
scratch line to the nearest point touched by the jumper on his second 
jump. 

Triple Standing Broad Jump.— Same as the above except that the 
contestant takes three jumps in succession. 

Seven Standing Broad Jump. —Same as the above except that the 
contestant takes seven jumps in succession. 

Standing Broad Hop 

Playground, Gymnasium Junior High School to College 

Conducted like the Standing Broad Jump, this event consists of hopping 
from the take-off board and landing on the same foot. The contestant 
must retain his balance after the jump and not touch the ground with his 
other foot or hands until the jump is completed. 

Double Standing Broad Hop. —The contestant stands on one foot, 
hops, lands on the same foot, and immediately hops in similar fashion again. 
He must keep his lifted foot off the ground until the second hop is com¬ 
pleted. The distance is measured from the take-off to the nearest point 
where the ground was broken on the second hop. 

Triple Standing Broad Hop. —Same as the above except that three 
hops are taken. 

Seven Standing Broad Hop.—Same as the above except that seven 
successive hops are taken. 
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Running Broad Hop 

Playground, Gymnasium Junior High School to College 

Conducted like the Running Broad Jump, in this event the contestant 
runs to the scratch line, hops with one foot, and lands on the same foot. 
He must retain his balance after the jump and not touch the ground with 
his other foot or hands until the jump is completed. 

Hopping Broad Hop.— This event is like the Running Broad Hop 
except that the contestant hops to the take-off board instead of running. 

Standing Hop, Step, and Jump 

Playground, Gymnasium Junior High School to College 

The contestant stands on one foot on the take-off board, hops forward 
and lands on the same foot, steps forward on the other foot, and jumps 
forward landing on both feet. No pauses are permitted in the process. 
Measuring is done as in the broad jumps. 

Running Hop, Step, and Jump. —This event is like the Standing 
Hop, Step, and Jump except that the contestant runs to the take-off board. 

Standing Leap and Jump. 2 —The contestant stands with both feet 
toeing the scratch line. He jumps, landing on one foot and immediately 
jumps again landing on both feet. The jump is taken without halt after 
the leap. 

Standing Hop, Skip, and Jump. —The event is conducted like the 
Standing Broad Jump. The contestant stands on one foot on the take-off 
board, hops and lands on the same foot, swings the other foot in back of 
the hopping foot landing on it, then jumps forward landing on both feet. 
No pauses are permitted between hops and jumps. 

Running Hop, Skip, and Jump.—Conducted as in the Standing 
Hop, Skip, and Jump except that the contestant runs to the take-off board. 

Standing Broad Step 

Playground, Gymnasium Junior High School to College 

The contestant stands on one foot on the take-off board, jumps, and 
lands on the other foot. Preliminary hops are not permitted. Measuring 
is done as in the Standing Broad Jump. 

Double Standing Broad Step.—Same as the above except that twc 
successive steps are taken. 

2 The idea for this contest was taken from S. p, Staley, Individual ini Mass 
Athletics , p. 35. Copyright, 1925. By permission of A. $. Barnes and Company, 
publishers. 
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Triple Standing Broad Step. —Same as the above except that three 
steps are taken. 

Seven Steps. —Same as the above except that seven steps are taken. 

Standing Whole Hammon 3 

Playground, Gymnasium Junior High School to College 

The contestant stands toeing the scratch line. In succession, he takes 
two hops, two steps, and two jumps. No hesitation between the movements 
is permitted. Each has three trials and is credited with his best distance. 

Pole Vault for Distance 

Playground High School and College 

Establish a take-off line. A pole-vaulting pole is used. The contestant 
runs to the take-off line, places his pole on the ground and vaults as far as 
possible. The measuring is done as in the Running Broad Jump. Each 
contestant is given three trials. 

Bat Vault for Distance. —Similar to the above, except that a baseball 
bat is used. Holding orf8 end of a baseball bat, the contestant toes the 
jumping line, places the other end of the bat as far ahead as he desires, 
and leaps forward as in the Pole Vault for Distance. The player jumping 
the farthest wins. 

Running Broad Jump on Stilts 

Playground Late Elementary and Junior High Schools 

Establish a jumping line. The contestants run on stilts to the line and 
jump. The event is conducted like the Running Broad Jump. 

Stilt Hop, Step, and Jump. —The contestants run on stilts to the 
jumping line, hop on one stilt, land on the same stilt, step, and jump. The 
event is conducted like the Hop, Step, and Jump. 

Rope Jumping and Skipping Methods 

There are several movements which may be used in jumping and skip¬ 
ping the rope: 

Shipping .—Stand on right foot, hop on right foot and pass the rope under it, 
step on left foot, hop on left foot and pass the rope under, repeat on right foot, 
and so forth. 

Running ,—The player runs in place with no hop between the steps. He steps 
over the rope each time a foot is raised, first with the left and then with t%e 
right. 

3 From N, P. Neilson and F. W, Cozens, Achievement Scales in Physical 
Education Activities , p. 37. Copyright, 1934. By permission at A* S. Barnes 
and Company, publishers. 
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Single Jump. —Both feet are together and the rope is jumped with no inter¬ 
vening hops. 

Double Jhmp. —Both feet are together and there is an intervening jump; that 
is, the rope is jumped on every other jump. 

Backward Shipping or Jumping .—The rope is held in front and swung back¬ 
ward under the feet. Any of the four skips described above may be used. 

Skipping on One Leg .—One leg is held off the floor and the contestant skips 
on the other leg. 

Stiff-Leg Kick Forward. —The player skips or jumps the rope (with or with¬ 
out an intervening hop), first with one foot and then the other, and throws the 
raised leg forward on each skip, keeping it stiff at the knee. 

Stiff-Leg Kick Backward. —Same as the above except that the leg is kicked 
backward. 

Spread Eagle. —Stand with the feet spread and jump the rope with or with¬ 
out an intervening hop. 

Crossed-Foot Jump. —The rope is jumped with the feet crossed, alternating the 
position of the feet on each jump. 

Buck and Wing. —Click the heels together between the jumps. 

Click Handles. —Click the handles of the jumping rope together each time the 
rope is jumped. 

Rope Skipping—Fifty Skips 

Playground, Gymnasium Elementary and Junior High Schools 

A rope from seven to nine feet long is used, depending on the size of 
the player. Three-eighths-inch cotton sash cord is ideal for jumping ropes. 
A stop-watch is used in timing the event. The jumper starts skipping or 
jumping with the signal and completes a specified number of jumps. For 
elementary school children fifty skips are sufficient, and for all above the 
sixth grade, one-hundred skips. The contestant completing the skips in 
the shortest time wins. On the start the rope is held behind and touching 
the legs. 

Any of the types of crossing the rope described above may be used. 

Rope Skipping — Thirty Seconds.— The player is given thirty sec¬ 
onds to skip or jump the rope and his skips or jumps are counted. The 
one completing the greatest number during this time wins. Any of the 
various skips described above may be specified. 

Rope Jumping with Long Rope 

Playground, Gymnasium, Home Elementary School 

In these events a long rope is used with two players (turners) swinging 
the rope while the others jump it. * 

Contests may be conducted using one of three plans: 

z. Select the event and have each child jhmp in turn until he or she 
misses. The one jumping the longest wins. 
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2. Select five events and have five ropes swinging. Each child goes 
from one rope to the next and attempts to perform the feat required 
in each rope. The contest is to see who can complete the series without 
a miss. 

3. Divide the players into teams and conduct as in Number 2. Count 
the players in each team who complete the series without a miss—this 
total is the team’s score. 

The following events are selected from those presented by the National 
Recreation Association in 88 Successful Play Activities, 4 

Keep the Kettle Boiling . —“Ropes are placed at suitable intervals around the 
playground or radiating from the center. The players form in twos, threes, or 
fours, and at a signal all run round the course, jumping each rope in turn. The 
object of the game is to keep the jumping continuous; the ropes should therefore 
be quite low at first. Later they may be raised slightly, but they should be ad¬ 
justed to the capacity of the weakest jumper.” 

Over the Swinging Rope. —“The ropes, arranged as in No. 1, are swung 
slowly from side to side, and the players must judge their jumps accordingly. 
Later the difficulty may be increased by changing the rate of the swing.” 

Serpents, or Over the Waves .—“Waves are made in the ropes by one turner 
at each end moving his am# upward and downward, slowly or quickly at will. 
Players jump over the ropes*, watching carefully, as the height and speed of the 
waves will probably be different at each rope.” 

Over and Under. —“The players jump over one rope and crawl under the 
next.” 

Steps .—“The ropes are arranged in increasing heights.” 

Hot Peas .—“Turn the rope as fast as possible. Spell H-O-T-S and at the end 
of that begin counting 1-2-3, etc -> an d lurn ^ ast at the beginning of the count. 
The girl jumping most wins.” 

Red, White and Blue, Stars Over You. —“The rope is turned as the girl jumps 
three times. For ‘Stars over you* the rope is turned high over her head as she 
stoops. This is then repeated. Other verses may be added instead of repeating, 
such as ‘Red, white and green, you are a queen.’ The girl jumping most wins. 
No one may jump over 50 verses. (This number is allowed as the jumper rests 
every three jumps.)” 

Building a House. — “The participants line up, jumping over the rope one at a 
time and repeating until one is left. Each time the line begins again, the rope is 
raised about two inches.” 

Over the River .—“This involves running through without jumping and with¬ 
out being touched by the rope. That is, jumpers must cross the river without 
getting wet. Each in turn runs through until only one is left who has not 
missed.” 

Double Rope. —“Two ropes are used turning toward each other, one slightly 
#fter the other. The jumpers run in jumping as many times as possible. (Not 
over 50.)” 

4 See National Recreation Association, 88 Successful Play Activities, pp. 45, 49. 
Copyright, 1933 By permission of National Recreation Association, publishers. 
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Rocking the Cradle .—“The rope is swinging about four inches above the 
ground and the jumper jumps from one side to the other until she misses. (Not 
over 75.)” * 

Run Against the Wall .—“The jumper runs in when the rope is being turned 
away from her and jumps as many times as possible. (Not over 75.)” 

Rope Skipping with Long Rope.— These events are conducted like 
those in Rope Jumping yvith Long Rope, except that the rope is skipped 
instead of jumped. 

The following events are taken from those suggested by the National 
Recreation Association in 88 Successful Play Activities, 5 

All in Together. —“As the name implies, the children enter as quickly as they 
can and try to continue skipping until all are in. As soon as the last player enters, 
count is kept of the number of skips that are kept up. (Note: The easiest way 
to enter is from the side.)” 

Running In. —“The children, in groups of five or more, run in from a little 
distance, and then after a certain number of skips, out again without checking the 
rope.” 

Over the Moon . —“Both the preceding games can be taken with the rope 
turned backward.” 

Salt, Mustard, Vinegar, Pepper. —“The children run in, and when all are in 
they say: ‘Salt, Mustard, Vinegar, Pepper/ At the word ‘Pepper/ the rope is 
gradually turned faster and faster.” 

French Almond Roc —“The players jump over the rope as it swings from 
side to side, saying the following rhyme: ‘Handy-pandy, sugardy candy. French 
almond rock/ Then the rhyme is repeated while the players skip in the usual 
way. Then all crouch down while the rope is turned over their heads, to the same 
rhyme. On the last word, ‘rock,* the players rise and the rhyme is repeated for 
the third time while they skip. The entire process may be repeated, or the first 
set ot skippers may run out and a new set begin.” 

Higher and Higher. —“The rope is turned so that it does not quite touch the 
ground and is very gradually raised so that the players must jump or lift their 
knees higher and higher to clear it.” 

Double Dutch. —“Two ropes are used. The turners have a rope in each hand; 
they hold their arms rather far apart and make the ropes touch the ground 
alternately. The ropes may be turned either inward or outward.” 

CLIMBING CONTESTS 
Rope Climb 

Playground, Gymnasium Junior High School to College 

A rope an inch and a quarter to two inches in diameter is needed. The 
smaller size is preferable below the college level. It should hang from 

5 See National Recreation Association, 88 Successful Play Activities, pp* 46, 
47. Copyright, 1933. By permission of National Recreation Association, 
publishers. 
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a point at least eighteen feet from the floor and should reach to a point 
three feet or less from the floor. Tape or ribbon should be fastened to the 
rope to mark the following distances from the floor: twelve feet, sixteen 
feet, and eighteen feet. The twelve-foot distance is recommended for junior 
high school, the sixteen-foot for high school, and the eighteen-foot for col¬ 
lege. A stop-watch is used in timing. 

At the signal the contestant starts to climb the rope and continues until 
he touches the height marker. The time is taken from the signal to the 
time when his hand touches the marker. 

Rope Climb-Arms Only.—This event is conducted as in the stand- 
and Rope Climb except that the contestant must climb with his arms only. 
He sits on the floor at the start with his hands on the rope and must noi 
touch the floor again once he leaves it after the starting signal. 

Greased-Pole Climb 

Playground, Camp, Picnic Junior High School to Adults 

Remove the bark from a straight smooth pole, tack a half dozen strips 
of red cloth to the top en<fe and erect it so that it extends out of the ground 
about twenty feet. Grease the pole well with axle grease. The contestants 
take turns in attempting to climb it, and the one wins who succeeds in re¬ 
moving a strip of cloth from the top. Probably not more than one will 
reach the top, but in case of a tie, have the winning contestants climb 
again. 

The grease on the pole serves two purposes—it makes the climbing 
difficult, and it prevents leg abrasions in case tht players wear only swim¬ 
ming trunks, as is frequently the case in camps. As an added precaution, 
the contestants should be encouraged to wear an old pair of trousers if 
possible. 
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FIELD-MEET THROWING EVENTS 

T HE standard throwing events used in track and field meets are the 
Shot Put, Javelin Throw, Discus Throw, and Hammer Throw. 

Shot Put 

Playground Junior High School to Adults 

The shot is a round iron or brass ball, eight pounds in weight for junior- 
high-school contests, twelve pounds for high-school, and sixteen pounds for 
college contests. The shot is put from a circle seven feet in diameter, four 
feet of the circumference of which is a toe board four inches in height. The 
circumference is marked by an iron, wood, or rope band. 

Each contestant is given four trials and one more than there are places 
to be scored, qualify. Those who qualify are given four more trials and 
each is credited with his best distance. The measurement is taken from 
the nearest edge of the first mark made by the shot to the nearest point of 
the circle. 

A foul put is one in which any part of the body touches the top of the 
stopboard or ground outside of the circle while making an attempt. 

Javelin Throw 

Playground Senior High School to Adults 

The javelin consists of a wooden shaft with a sharp metal point, and 
weighs not less than 1.765 pounds. It is thrown from behind a scratch line 
two-and-three-fourths inches wide and twelve feet long. The javelin must 
be held by the grip at the moment the throw is executed. No throw counts 
in which the point of the javelin does not strike the ground before any 
part of the shaft. The thrower must not place his foot upon the board in 
throwing, nor step across the line, until the throw is marked. The rules 
for trials and qualifying are the same as for the Shot Put. 

Discus Throw 

Playground Senior High School to Adults 

The discus is a flat disk of metal and wood weighing fpur-an&one-half 
pounds. It is thrown from a circle eight feet two-and-one-half inches in 
diameter, subject to practically the same rules as the Shot Put. All throws 
to be valid must fall within a ninety-degree sector marked on the ground. 

36 
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Beanbag Target Toss. —Draw on the floor three concentric circles 
one, two, and three feet in diameter, and number the circles, 5, 3, 1 from 
the centeft circle outward. The players stand at a line fifteen feet away 
and toss five beanbags at the target. When one has made his five throws 
a judge records the score made from the positions of the bags: each lying 
within the inner circle counts 5, next circle 3 , outer 1. A bag lying on a 
line scores as in the inner space. The next player takes the bags and 
throws in the same way. 

Beanbag Six Circles. —Establish a throwing line, and at right angles 
to it mark six circles in a row on the floor. The circles should be about 
one foot in diameter and three feet apart, the nearest one being six feet 
from the throwing line. Line up the players in file behind the throwing 
line. 

The first player tosses a beanbag attempting to put it in the nearest 
circle. Whether succeeding or not he goes to the rear of the line, and the 
other players throw in turn. On the second time around, those who suc¬ 
ceeded in the first attempt throw for the second circle, and those who 
failed continue trying for the first. The player wins who succeeds in 
putting the beanbag in the most distant circle first. If any part of the bag 
touches the circle it is considered in. 

Beanbag Tire Toss.—Lay an old automobile tire on the ground, 
and establish a throwing line twenty feet or so away. Each player tosses 
three beanbags each turn, attempting to drop them in the tire. Each bag 
falling in the tire scores one point. Bags resting on the rim of the tire 
do not count unless subsequent throws knock them in. If there are 
enough bags for all the players, leave all the bags where they fall until 
all have thrown. 

The player wins who scores eleven points or goes farthest beyond eleven 
when all have had an equal number of throws. 

Rolling-Tire Target Throw 

Yard', Playground, Picnic, Club Elementary School 

This is one of the most interesting throwing contests in that the target 
is moving. Divide the players into two groups; if possible, limit the groups 
to from four to six players. Line up the groups facing each other about 
twenty feet apart. A player from each group is assigned to act as roller; 
the two rollers stand in the center area, one at each end (see Figure 4). 
Each player in the group has a beanbag or potato. 

At the signal one roller rolls an old automobile tire down the center 
of the area between the two groups. Each player attempts to toss his bean¬ 
bag through the tire as it passes. Then the second roller rolls the tire 
back. ; 

The rollers then join their groups and two other players act as rollers. 
Continue until each player has acted as roller. 
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Each beanbag tossed through the tire counts one point. The player or 
team wins who has the highest score when all have acted as rollers. 
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Figure 4. 


Blackboard Target Throw 

Schoolroom Early Elementary School 

Draw a target on a blackboard in the playroom consisting of five con¬ 
centric rings. The center ring is six inches in diameter and each succeeding 
ring is four inches from the one next smaller. Soft rubber balls are used 
of the size of tennis balls. Place the balls in a pasteboard box with a little 
pulverized chalk in the bottom. The balls thus become covered with chalk 
and leave a mark when they hit the blackboard. 

Establish a throwing line twenty to thirty feet away, the distance de¬ 
pending on the age and skill of the players. Each contestant is given ten 
throws. The circles score from the center out as follows: 5, 4, 3, 2, 1. 
Balls striking on the line score in the higher circle. 

Stoop Target 

Steps to a Porch Elementary School 

This is a spring-time favorite of children, particularly girls, in many 
sections. Establish a throwing line 
about fifteen feet in front of the 
steps to a porch. The object is 
to throw a rubber ball with a view 
to hitting the edge of a step (A, 

Figure 5) if possible, and failing 
here, to hit the wall between the Figure k 

steps (B). 

The players throw in turn. The contest consists of three rounds, each 
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round consisting of three throws per- player. The first player throws three 
times, then the second, and so on. When all have thrown, the second 
round starts. 

Scoring is as follows: hitting the edge (A) scores ten points; hitting the 
upright (B) scores five. The player with the highest score at the end 
of the third round wins. 

Step by Step 

Home Elementary School 

All of the players except one sit on the bottom step of the steps to a 
porch or a stairway. The odd player is the tosser and stands with a soft 
ball about ten feet in front. The tosser throws the ball to the player on 
the right, receives it back, and continues the throwing to all the others 
in turn. Whenever a player catches the ball he moves up a step. All 
throws must be within reach of the players to count. Should the tosser 
fumble the ball, he exchanges place with the player at the right on the 
lowest step. Continue until one player reaches the top step. If more than 
one reach it together the play continues down the steps until one is out 
in front. 


Progressive Throw and Catch 

Playground, Gymnasium Early Elementary School 

Divide the players into groups of four. Two players in each group 
throw and catch a softball for two minutes, then the other two players 
throw and catch. The pair that completed the most catches in the two 
minutes move up to the next group and change partners. 

As described, the contest may be used as a lead-up activity for Baseball. 
It may be used also in connection with training for Basketball or Football 
by changing the ball to a basketball or football. 

Throw, Bounce, and Catch 

Playground, Gymnasium Late Elementary and Junior High Schools 
A wall is necessary for this contest. Give the first player a softball or 
rubber ball. A freely bouncing ball adds much interest, such as a tennis 
ball or codeball. The player takes any position he chooses, throws the ball 
against the wall, runs, and attempts to catch it. He is given three trials and 
marks the farthest catch from the wall. The others then compete in turn. 
The player making the farthest catch wins. 

Spot Bounce and Catch.—A circle two feet in diameter is drawn 
on a wall. A line is drawn ten feet from the wall and parallel to it. Each 
player in turn throws a ball, attempting to hit the wall inside the circle 
and catch the ball on the fly as it rebounds. He continues to throw until 
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he misses the circle or fails to catch the ball. One point is scored for each 
successful attempt. One-hundred points is the game, and the person scoring 
it first wins. 

Baseball Throw for Distance 

Playground, Gymnasium Junior High School to College 

In preparing for this event, first establish a throwing line three feet 
long. Fifty yards away from this line and parallel to it, mark a line on the 
ground twenty yards long. Similar lines are drawn every ten yards up 
to 100 yards; there will thus be a line at 50 yards, 60 yards, 70 yards, 80 
yards, 90 yards, and 100 yards (see Figure 6). A baseball is used. 

The contestant stands behind the throwing line and throws the ball with 



Figure 6 . 


or without a run. The point where the ball first hits the ground is marked 
The distance is measured with a tape measure from this point to the 
nearest distance line. Balls falling outside the ends of the distance lines, 
or balls thrown by contestants who step over the throwing line, are not 
measured, but count as trials. Each contestant is given three throws and 
credited with his best distance. 

Softball Throw for Distance. —A twelve-inch softball is used and 
the event is conducted like the above. 

Baseball Throw for Accuracy,—A target must be painted on the 
wall or on a wooden board constructed for the purpose. The board should 
be six feet square. The target consists of five concentric circles one, two, 
three, four, and five feet in diameter. The circles score 5-4-3-2-1 from 
the center out. The target is placed so that the outside line is six inches 
above the ground. A throwing line is established forty-five to ninety feet 
away depending upon the skill and maturity of the contestants, + 
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Each contestant is given ten throws. One foot must be behind or in 
contact with die throwing line when the ball is released. Throws hitting 

a division line score in the inside circle. 
The contestant making the highest 
score wins. 

Baseball Pitch for Accuracy.— 

A pitching target is necessary for this 
event. It consists of a rectangular area 
eighteen inches wide and thirty-six 
inches high. It may be painted on the 
wall, may be a frame of wood, may be 
a suspended sheet of canvas, or may be 
a hole cut in a canvas. The bottom 
side should be twenty inches from the 
ground. The target represents the 
area over home base through which a 
ball must pass to be a strike. The 
pitching line should be forty-five feet away for players of the fifth and sixth 
grades, and sixty feet for the seventh grade and over. 

The athletic badge tests of the National Recreation Association call for 
a target fifteen inches wide and twenty-four inches high, placed so that 
the bottom is twenty-four inches from the ground. 

Each contestant is given ten throws and scores one point for each ball 
that strikes in or on the outline of the target. One foot must be in contact 
with the throwing line when the ball is released. 

Softball Pitch for Accuracy.— The same target is used as in the 
Baseball Pitch for Accuracy. A twelve-inch softball is used. The pitching 
line may be twenty-five, thirty, or thirty-seven feet distant, depending on 
the age and skill of the contestants. The underhand pitch must be used. 
In throwing, the contestant may take one step forward but the other 
foot must be in contact with the line when the ball is released. 

Catcher’s Throw to Second Base 

Baseball Diamond Junior High School to College 

This interesting event is staged on a regular baseball diamond. A barrel 
open at one end is placed on its side on second base, with the open end 
toward home base. Blocks of wood or stones should be placed by the 
sides of the barrel to prevent it from rolling and the open end should be 
elevated three or four inches. * 

The contestant stands on home base and throws the baseball attempting 
to put it in the barrel. One foot must be on home base at the moment 
the ball is released. Each contestant is given five throws. Points are scored 
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as follows: throwing the ball in on the fly—three points; throwing it in 
on the first bounce—two points; on the second bounce—one point; con¬ 
testant with the highest total score wins. 

Fielder's Throw to Home Base 

Baseball Diamond Junior High School to College 

A judge and three assistants are needed, each assistant having a stick or 
small white flag. 

The contestants stand in deep center field. The object is to throw the 
baseball to home base, causing it to strike the ground as near to home base 
as possible. When the first contestant throws, an assistant sticks his flag in 
the ground at the point where the ball hit as it fell from the fly, and 
records the name of the contestant. The other two assistants place their 
flags in similar fashion when the next two contestants throw. Thereafter, 
whenever a ball hits nearer to home base than the most distant flag, this 
flag is moved to the new position and the name of the contestant recorded. 
Each contestant has three attempts, making one throw each turn. The 
contestant wins whose flagiis nearest to home base. 

Baseball Throw and Catch . 

Baseball Diamond Junior and Senior High Schools 

On a regulation baseball diamond place a pitcher and three basemen. 
The contestant stands on home base. He must catch the ball delivered 
from the pitcher, throw to first, catch the return, throw to second, catch the 
return, throw to third, and catch the return. He thus is required to catch 
four throws and throw to each of the bases, giving a possible seven errors. 
A throw is considered good if both hands can be placed upon it by stretch¬ 
ing with one foot on the base. In case of a bad throw to the contestant, 
the throw should be repeated. 

Softball Throw and Catch. —This is conducted like the Baseball 
Throw and Catch except that a twelve-inch softball is used and the event 
takes place on a playground ball diamond. 

The athletic badge tests for girls of the National Recreation Association 
require thirty-six-foot baselines and a thirty-foot pitching distance. 

Ball Roll for Accuracy 

Picnic , Playground All Ages—Girls 

Drive a stick or flag in the ground and mark a throwing line sixty feet 
away. Each contestant takes turns in rolling a softball at the flag, en¬ 
deavoring to cause it to come to rest near the flag* Each is given three, 
throws. The one wins whose ball comes to rest nearest the flag. * ; 
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Forward Pass for Accuracy 

Football Field, Playground Junior High School to College 

A rugby football goal and a few feet of ordinary rope are required for 
this event. The target is established by hanging two ropes ten feet long 
from the crossbar so that they hang six feet inside the two goal posts. 
This gives three areas ten feet high and six feet wide inside the two goal 
posts. The contestant, holding a rugby football, stands on the twenty-yard 
line and attempts to throw the ball through the target. One foot must be 
in contact with the line when the ball is released. Balls going through the 
central zone score two; those going through the outer zones score one. 
Each contestant is given five or ten throws. 1 

Variation. —For more experienced players a discarded automobile tire 
may be used as a target. Secure the largest tire possible and suspend it by 
a rope from the crossbar of the football goal so that the center is six feet 
from the ground. Tie a rope to each side and stretch tightly to the two 
goal posts to prevent any movement. The contestants stand on the fifteen- 
or twenty-yard line and pass the ball attempting to put it through the tire. 
Each is given ten throws and scores one point for each throw that passes 
through the tire. 

Football Center-Pass for Accuracy— Suspend a large automobile 
tire from the crossbar of the football goal so that the bottom of the tire is 
about two and one-half feet from the ground. Stretch ropes tightly from 
the sides of the tire to the uprights in order to hold it in position. The 
throwing line may vary for the different age levels. A wooden target may 
be substituted if preferred. 

Each player in turn makes ten (or five) passes from the snapper-back 
position, scoring one point each time the ball is put through the target. 

If players are expert, the following variation should be used. 

Variation. —Using the target as a pivot, draw a semicircle on the ground 
with a ten-yard radius. Mark ten points on this semicircle, equally distant 
from each other. The players make one pass from each of these points. 
They are thus caused to pass at difficult angles. 

Forward Pass for Distance. —A football field greatly facilitates the 
measuring because of the presence of the yard lines. The contestant stands 
behind the goal line and passes the ball with or without a run. Stepping 
over the goal line is a foul and counts as a trial. The player throwing the 
greatest distance wins. 

1 The description of this event follows that given in S. C. Staley, Individual 
and Mass Athletics, p. 75. Copyright, 1925. By permission of A. S. Barnes & 
Company, publishers. 
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Soccer Throw for Distance 

Playground, Gymnasium Junior High School to College 

A soccer ball is used. The contestant toes the throwing line, holds the 
ball in both hands overhead and throws it forward. The distance is meas¬ 
ured from the line to the point where the ball first hits. Stepping over the 
line before the mark has been established is a foul and counts as a trial. 
Each contestant is given three trials. 

Speedball Throw for Distance 

Playground, Gymnasium Senior High School to College 

A speedball or soccer ball is used and the event is conducted like the 
Basketball Throw for Distance (page 45). 

Speedball Accuracy Pass. —A speedball or soccer ball is used and 
the event is conducted like the Basketball Accuracy Pass (page 46). 

Overhead Dribble for Distance.— Establish a throwing line. Each 
contestant throws the speedball or soccer ball into the air from behind the 
line and immediately runs fftrward and attempts to catch it. The object is 
to make a catch as far beyond the line as possible. Each is given five (or 
ten) attempts and is credited with his best distance. The one catching the 
ball at the greatest distance wins. 

Basketball Throw for Distance 

Playground, Gymnasium Late Elementary School to Adults 

Establish a throwing line on the ground about three feet in length. The 
contestant stands at stride behind the line at right angles to the throwing 
direction, with the basketball firmly gripped in one hand, and throws it. 
The distance is measured from the point on the line nearest which the 
contestant stood to the point where the ball first touched the ground. Step¬ 
ping, over the line is a foul and counts as a trial. Each contestant is given 
three throws and is credited with his best distance. 

While the above is the standard Basketball Throw for Distance, any of 
the following throws may be used: 

Forward Overhead Throw.— Stand facing the throwing line with the 
ball held by both hands above head. Throw from the overhead position, 
with or without a run. 

Chest Throw .—Stand facing the throwing line with the ball held by 
both hands in front of the chest. Throw the ball by snapping the arms 4 
forward, with or without a run. 

Side Throw with One v4rm.— Stand sideways to the throwing line with 
the ball held with the back hand only at shoulder height. Throw the ball 
with an overhand push or swing, with or without a run. 
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Toss.—Stand facing the throwing line with the ball held in both hands 
between fhp knees. Toss it forward. 

Side Overhand Throw .—Stand sideways to the throwing line with the 
ball held in both hands above the head. Swing the body toward the throw¬ 
ing line and release the ball, pushing it with the rear arm. 

Side Underarm Throw— Stand sideways to the throwing line, holding 
the ball in both hands at shoulder height. Bend the forward arm up and 
throw the ball with both hands under it. 

Basketball Accuracy Pass.—Draw a circle on the wall four feet 
in diameter, the center of the circle four feet from the floor. Establish a 
throwing line twenty feet away. Each contestant is given ten throws at the 
circle. Each hit scores one point. As skill develops the type of throw 
may be specified. For older players the throwing line may be moved 
back. 

Basketball Throw and Catch.—The contestant stands behind a 
throwing line, throws the basketball, and immediately runs forward and 
tries to catch it. Each is given three throws. The one wins who catches 
his throw at the most distant point from the throwing line. 

Variation.—Fifteen feet in front of the throwing line place two poles 
with a rope stretched between them at a height of ten feet. The con¬ 
testant toes the starting line, holds the ball in both hands, and tosses it 
over the rope. Immediately upon releasing it he runs forward under the 
rope and attempts to catch it. Each is given five (ten) attempts, and the 
one wins who completes the most attempts successfully. 

With beginners, it is well to allow the ball to be caught on the first 
bounce. With older and skilled players, the throwing line may be moved 
back. 

The players should be coached to give the ball a wrist spin toward them 
in releasing it. 

Running and Catching. 2 —At a distance of thirty feet from the 
starting line and parallel to it stretch a cord ten feet from the ground. 

On the signal the girl runs from the starting line, tosses a basketball or 
a volleyball over the cord, catches it, and runs back to the starting line. 
Three such trips are made, finishing at the starting line. In case of failure 
to catch the ball, it must be secured, tossed over the cord (either direction), 
and caught before running is continued. 

The starting line and the cord should both be well away from any 

n .From Athletic Badge Tests for Boys and Girls, p. n . Physical Education 
Series No. a* 1923. By permission of the United States Bureau of Education* 
Department of the Interior. 
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wall, back stop, or other object, so that neither the contestant nor the ball 
shall touch any obstruction during the run. Total distance is sixty yards. 

Basketball Foul Shoot 

Playground, Gymnasium Late Elementary School to College 

Foul shooting tournaments are frequently held in connection with bas¬ 
ketball tournaments as well as in playground and gymnasium work. Each 
contestant is given twenty-five throws from behind the free-throw line. 
Each fair throw going through the basket scores one point. All those who 
make fifteen successful throws are qualified to throw twenty-five additional 
throws. The ten highest scorers then throw fifty more. The player wins 
who makes the highest score out of the hundred throws. 

Basketball Goal Shooting 

Playground, Gymnasium Late Elementary School to College 

There are several types of contests in basket shooting which may be 
conducted. These events may be varied by specifying the type of shot 
which must be made. 

Long Shots. —The contestant stands behind the circle enclosing the 
free-throw line and takes ten (or fifteen) throws for the basket. He is 
allowed one step in shooting and may not step over the circle line. One 
point is scored for each successful throw. 

Goal Throw. —The regulations for the basketball goal throw of the 
athletic badge tests for girls of the National Recreation Association are as 
follows: 

From a point directly under the center of the goal, semicircles should 
be drawn with radii of ten, twelve, and fifteen feet, for throwing lines. 

The girl may stand at any point outside of, but touching the throwing 
line for her event. The basketball used shall be of standard size and 
weight. 

The goal may be made either by a clear throw or by bouncing against 
the back-board. 

Five or six throws, as the case may be, shall count as one trial. 

Follow-up Shooting, Number i,—The contestant stands behind 
the free-throw line and throws for the basket. If he makes it he scores 
two and takes his next throw. If he misses, he runs for the ball and shoots 
from the point at which he secures it. If he catches it before it hits the 
floor and makes the basket he scores two; if he secures it after it touched 
the floor and makes the basket he scores one. After the follow-up throw 
the contestant takes his next trial from behind the free-throw line as before. 
Each contestant is given ten trials and the one with the highest score wins. 
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Follow-up Shooting, Number 2.—The contestant takes his first 
throw from behind the free-throw line, follows up the throw, and if it was 
successful throws again from the point where he recovered the ball. He 
continues to throw from the point where he recovers each ball, until he 
fails, scoring one point for each goal made. Having failed, he returns to 
the free-throw line for his second trial. Each contestant is given from three 
to five trials and the one with the highest score wins. 

Follow-up Shooting, Number 3 .— Each contestant is given ten 
throws. The first throw is taken from,behind the free-throw line and the 
throws thereafter from the point where the ball was recovered. All shots 
must be made from within three seconds after the ball was recovered, and 
no steps may be taken. If the ball goes out of bounds it is returned to the 
free-throw line. One point is scored for each goal made. 

Shooting Against Time.—One minute is allowed each contestant. 
The first throw is made from behind the free-throw line and the remaining 
throws from the point where the ball is recovered. One point is scored 
for each basket made within the minute. 

Basketball Twenty-One 

Playground, Gymnasium Junior High School to College 

This is one of the most popular basketball contests. It requires one^bas- 
ketball goal. Draw a line across the floor parallel to the end line, at the 
back of the circle surrounding the free-throw line. All throwing must start 
behind this line. 

The first player, standing behind the line, throws for .the basket and 
immediately follows up with a short shot. If he makes the long shot he 
scores two, and the short shot, one. The players take turns in throwing. 
The one making twenty-one points first wins, and all start from zero in 
the next contest. 

A rule is sometimes used to the effect that the player must score twenty- 
one even—if he goes over that number, he must start over. 

Variation.—If the long shot is made, the player is given another try 
for a long shot in addition to the short shot. 

Variation.—The player throws until he misses from the free-throw 
line, scoring one for the first basket, two for the second, three for the third, 
and so on. The player scoring twenty-one first wins. 

Variation.—The player throws from the free-throw line until he 
misses, scoring two points for each goal* When he misses, he throws from 
the point where the ball is recovered, and if successful, scores one point and 
has the privilege of starting to throw again from the free-throw line. 
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Variation.—The players are in line behind the free-throw line. The 
first player throws and whether successful or not, the second player follows 
up and must catch the ball before it hits the floor. If unsuccessful, he is 
eliminated, and if successful, he throws from the point where the ball is re¬ 
covered. If no player has scored twenty-one when all are eliminated, the 
last to be eliminated wins. 

Partner Twenty-One.—The partners combine their scores to deter¬ 
mine the winner. Another way in which this is played is for one man to 
take the long shot and his partner the follow-up. The next time they 
reverse the shots. 

Team Form.—Any of the above forms may be used on a team basis 
with the players alternating. See other types under Basketball Twenty-One 
—Team Form (page 157). 

Five, Three, and One 

Playground, Gymnasium hate Elementary School to College 

The players take turns in throwing a basketball for the basketball goal, 
each making three throws iA succession. The first is made from the free- 
throw line, the second from the point where the ball is recovered, and the 
third from the point where the second throw is recovered. The first throw, 
if successful, scores five, the second, three, and the third, one. The player 
with the highest score wins. 

Basketball Golf 

Playground, Gymnasium hate Elementary School to College 

Mark nine spots on the floor in a semicircle around the basketball goal. 
The players throw from spot Number 1, each throwing in turn until he 
makes the goal, and counting the number of throws required. They then 
throw from Spot Number 2, and so on. The player wins who completes 
the course of nine spots with the fewest throws. 

Six-Hole Basketball. 8 —Six three-foot circles are made around the 
basketball goal, as shown in Figure 8. The players line up and take turns 
in attempting to throw baskets, starting on the left at circle Number 1. 
Each basket made advances the player one hole, and he continues to pro¬ 
gress until he fails to make a basket. Holes 2 and 4 are marked “safety.” 
If a player overtakes another player in a hole not marked safety, the first 
player must return and start over again. The person wins who first makes 
the circuit of the holes and returns to the starting point. A player over- 

8 From N. P. Neilson and W. VanHagen* Physical Education for Elementary 
Schools, p. 200* Copyright, 1930. By permission of A. S. Barnes and Company, 
publishers. , 
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taken on his return goes back to hole Number 6, rather than hole Num¬ 
ber i. 



3 4 

Figure 8. 


Medicine-Ball Throw for Distance 

Gymnasium Junior High School to Adults 

A six-pound medicine ball is used. If the event is used below the high- 
school level, a four-pound ball should be used. A tape measure is needed 
to measure the distance. The contestant stands on the throwing line and 
throws the ball in any manner he chooses. The distance is measured from 
the throwing line to the point where the ball first hits the floor. Stepping 
over the line is a foul and counts as a trial. Each contestant is given three 
trials. 

Specified Medicine-Ball Throws. —Instead of permitting a free-style 
throw, one of the following throws may be specified: 

Forward Overhead Throw .—The ball is held by both hands over the head and 
thrown forward. 

Backward Overhead Throw .—The ball is held by both hands over the head 
and thrown backward. 

Toss .—The ball is held by both hands between the legs and tossed forward. 

Backward Between Legs .—The ball is held by both hands between the spread 
legs and thrown backward. ^ 

Side Overhead Throw .—Standing sideways, the ball is held by one arm and 
thrown forward with an overhead swing. 

Put +~The ball is held on one hand and is put forward as in the Shot Put 
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Broomstick Throw for Distance 

Playground, Club Late Elementary and Junior High School 

This little novelty event uses broomsticks sawed from ordinary house 
brooms. The contestant holds the broomstick by the end and, stand¬ 
ing behind the throwing line, throws it as far as possible. Each is given 
three throws and is credited with his best distance. 

Dart Throwing 

Playground, Summer Camp, Clubroom Late Elementary School to Adults 

Dart throwing is an ever-popular activity on playgrounds, in summer 
camps, and clubrooms. 

Equipment. —Excellent darts can be purchased very inexpensively. For 
outdoor use the target board should be six feet square and for indoor use 
five feet square. The indoor target may be made of wallboard but the 
outdoor one should be of wood. To make the outdoor target, build the 
board six feet square of three-quarter inch clear soft wood. Nail it to two 
uprights of two-by-four-inc^ lumber so that the bottom of the board sets 
off the ground two feet. Paint ten concentric rings on it, the center one 
six inches in diameter, and each succeeding one three inches from the next 
smaller. The target is thus five feet over all, with a six-inch space on the 
sides. Paint the circles black and white alternately. 

The indoor target should be thirty inches in diameter having ten con¬ 
centric rings, the center one three inches in diameter and each succeeding 
one an inch and one-half from the next smaller. 

Number the circles from the center out as follows: 10, 9, 8, 7, 6, 5, 4, 
3> 

Rules of Ordinary Play. —Establish a throwing line twenty to thirty 
feet away from the outdoor target, or ten to twenty feet away from the 
indoor. Two to five players may play at one time. Each contestant has 
one dart and they throw in turn. When all have thrown they go up and 
withdraw the darts. Each dart scores the number of points on the ring 
in which it sticks. Those on the line score in the higher ring. In ordi¬ 
nary recreational play, the contestant scoring one hundred points first wins. 

Rules for Tournament Play .—In tournament play each contestant is 
given thirty-six (or eighteen) throws and is credited with the total score 
made. 

The tournament may be conducted in two ways: (1) all contestants 
may throw their thirty-six darts, one after the other, each being credited 
with the total score made, and the one with the highest score being de¬ 
clared winner; (2) the contestants may be paired as in the standard tourna¬ 
ment or elimination plan, and each two contestants paired throw against 
each other* 
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As in all activities in which pointed instruments are used, the event 
needs careful supervision. 

Dart Baseball 

Playground, Club, Summer Camp hate Elementary School to Adults 
For outdoor use the diagram shown in Figure 9 is painted on a board 
four feet square. It should be nailed to pieces of two-by-four-inch boards 



Figure 9. 


and set up at a convenient height. For indoor or home use, the diagram 
may be put on a piece of wallboard of similar dimensions. 

The throwing line is from fifteen to twenty feet distant. The players 
choose sides and the procedure follows that of regular Baseball. Square 
“H” is a home run, V is a single, “2” is a two-base hit, and “3” a three- 
base hit When a batter makes a hit he leaves his dart in the square and 
when a succeeding batter hits, he advances his dart an equal number of 
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bases. If a batter hits “E” (error) or “D” (dead ball) he takes his base. 
“S” stands for a sacrifice hit. 

If a dart fails to hit the board it counts as an out. The same is true if a 
dart fails to stick and falls. 

LARIAT-THROWING CONTESTS 

Lariat throwing carries a peculiar appeal to boys, and after a little pre¬ 
liminary instruction, lassoing contests are particularly popular. Thirty-five 
feet of three-eighths-inch manilla rope makes an excellent practice lariat. 
Lighter rope is not heavy enough to carry when thrown. Double one 
end of the rope back and wire it, making a three-inch loop or eye—this 
is the honda. Slip the other end of the rope through the honda. Avoid 
metal hondas—they are too heavy for ordinary use and are dangerous on 
lariats used for play. 


Roping Stationary Targets 

Playground, Club, Summer Camp Late Elementary to Senior High School 
Place a chair or similar object on the floor or ground and establish a 
throwing line twenty feet from it, or nearer for beginners. Each con¬ 
testant is given twenty throws, and the one circling the chair with the 
noose the most times wins. 

Either the wind-up throw or the toss may be used. In the wind-up 
throw, the roper stands about four feet behind the line, lets out a noose 
about four feet long with his right hand, swings it over his head a few 
times from right to left, then takes a long step toward the target with his 
left foot, and throws the noose with an overhand motion. In the toss, the 
roper stands as before, holding a four-foot noose in his right hand, with the 
right arm at his side, and the noose spread on the floor behind him. He 
steps toward the target and throws without a wind-up, using much the same 
arm motion that he would use in throwing a ball at the target. 4 

Roping Running Targets 

Playground, Club, Summer Camp Late Elementary to Senior High School 
In this lariat-throwing contest the target is a running boy. Establish 
a line along which the runner is to run, and parallel to it and ten feet 
from it, a throwing line. The roper stands behind the throwing line, yells 
to the runner to run, and attempts to rope him as he passes. As soon as 
he ropes him, the roper lets out rope or drops his rope, in order not to 
throw the runner. The runner should station himself so that he runs at 
least fifty feet before passing the roper. 

4 For complete instructions on how to throw a lariat, see Bernard S. Mason, 
How to Spin a Rope . New York: Boy Scouts of America, 1930* 
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Contests may be conducted in roping the runner by the feet and by 
the head. Each roper is given ten throws and the one roping the runner 
the most times wins. 5 


BOOMERANG THROWING 

Boomerang throwing is one of the most delightful of pastimes. There 
is something particularly intriguing about throwing the stick and watching 
it circle and come back to one’s hand without having to take as much as a 
step to reach it. There is something fascinating to the spectator also, in 
watching the gracefully spinning sticks circle and double circle through 
the air and back to the waiting hands of the thrower. 

Unfortunately so little information has been available on the construc¬ 
tion and handling of boomerangs that the sport is practically unknown. 
Most people think of boomerangs merely in terms of the curved sticks 
thrown by the Australian primitives. This is one type of boomerang, and 
perhaps the oldest type, but it is the least efficient of the boomerangs as a 
“come-back stick.” It is also so heavy, and must be thrown with such 
force, that its use carries a decided element of danger when other people 
are near, particularly when the spectator cannot judge what course the 
boomerang is going to take. 

For use as a sport, the curved or Australian style of boomerang should 
be replaced by one of the lighter, more efficient, and more colorful types of 
come-back sticks. Three of these are described below—the cross-sticky 
boomerang, the wheel boomerang, and the boomabird . 

Whenever boomerangs are thrown, the spectators should be grouped in 
one place and not scattered over the field. This place should be to the 
right of the thrower, since the boomerang circles from right to left. Thus 
if it reaches the crowd at all, it will be on its return, and its force will have 
been spent. Expert boomerang throwers can manipulate the boomerangs 
around the spectators without danger, even to the point of standing on a 
stage and throwing them out over the audience, but such tactics are for 
professionals only. When the less experienced are throwing, the sport 
should be carefully supervised, although the danger is slight if the types 
of stick described below are used. 

Cross-stick Boomerang 

Playground, Camp, Club Late Elementary School to Adults 

First let us describe how to whittle out the boomerang—the making is 
as interesting as the throwing, and happily is a very simple process. One’s 
first attempt at making a boomerang should be confined to small sticks. 
Secure two of the ruler-like sticks used at gasoline stations to measure the 

* For details and other roping contests, see Bernard S. Mason, How to Spin 
q Rope. New York; Boy Scouts of America, 1930. 
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amount of gasoline in automobile tanks. These are ideal, but if they can¬ 
not be obtained, use sticks of soft wood (basswood, pine) of about the 
same size and shape—twelve inches long and one or one-and-one-eighth 
inches wide. Do not try to use heavy wood—it will not make a boom¬ 
erang. 

First mark out a three-inch area in the center of each stick, as shown 
in Figure 10. Now bevel the sides of the stick beyond these lines, as shown 



Figure 10. 


in the illustration. This is done roughly with a jackknife and finished 
with a wood rasp. Round off both ends of the stick. 

Now we must give each end of the sticks a slight curve upward, that 
is, toward the beveled side. This is accomplished in a moment or two by 
holding the stick over a candle so that the heat strikes it at a point three 
inches from the end. When heated, bend the stick upward slighdy and 
hold for a moment until the wood cools—the curve will then be permanent. 
A very slight bend is all that is needed—not over a quarter of an inch. 
Bend both ends of each stick in this way. 

Now place one stick across the other as in Figure 10, wire together with 
stove wire, and the boomerang is complete. 

The first point to remember in throwing the boomerang is that a per¬ 
fectly calm day is necessary for the boomerang to work perfectly—the 
slightest breeze will carry it out of its course. These little boomerangs can 
be thrown in a gymnasuim. 

Grip one of the ends between the thumb and forefinger of the right 
hand. The beveled side should be toward you as you hold it. Hold up the 
boomerang at about the level of the head, keeping it straight up and down. 
Throw it straight forward at head level, using the forearm and wrist only,, 
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giving it a downward spin with the wrist as you release it to make it whirl 
as much a/possible. Much strength is not necessary. It should cut a per¬ 
fect circle in the air and come back directly into your hands—provided, of 
course, that no air currents are taking it out of its course. 

No two boomerangs act just alike, and one has to throw each boomer¬ 
ang a few times to figure out just how to throw it to get the best results. 
Some boomerangs, when held straight up and down and thrown, circle and 
drop to the ground behind you; these must be thrown at an angle: hold 
the boomerang just as described above but tilt it slightly toward you, and 
throw it forward at this angle. With a little experimentation you should 
be able to make it come back perfectly. 

Other boomerangs, when thrown from the straight-up-and-down posi¬ 
tion, will circle and drop to the ground in front of you. These must be 
tilted slightly in the opposite direction: as you hold them preliminary to 
throwing, tilt them slightly away from you and throw. 

Occasionally a boomerang that is seemingly perfect in construction will 
not work at all. There is no way to tell what one will do until you try it. 
There are not many of these, however, so if your first attempt just will not 
work, discard it, and try another. 

When a boomerang has been once thrown and found to work, you may 
depend upon it to act in exactly the same way every time it is properly 
thrown, provided no air currents interfere. When throwing in a slight 
breeze, always face the breeze and throw straight into it . One can have 
much sport with boomerangs in a slight breeze, but for an exhibition of 
perfect boomerang throwing, absolute calm is required. 

Having made the little boomerang of gasoline sticks, you will want to 
try a large one. Cross-stick boomerangs may be made of any size. Re¬ 
gardless of size, the method of construction is the same, except that the two 
sticks are bolted together in the larger types instead of wired. An ex¬ 
cellent size uses sticks twenty-four inches long, two inches wide, and three- 
sixteenths inch thick. For an extra large boomerang, use boards three 
feet long, two-and-three-eighths inches wide, and one-fourth inch thick. 
If these big boomerangs are too heavy and do not float well, gouge out 
some of the wood on the back side with a wood gouge, thus making the 
back side slighdy hollow; care should be taken to remove about the same 
weight of wood from each of the four sections. 

Wheel Boomerangs 

School, Camp, Club Late Elementary School to Adtilti 

The wheel style of boomerang has three cross stidcs instead of two> as 
shown in B, Figure n. These boomerangs are made and thrown exactly 
as in the case of cross-stick boomerangs. Regardless of size, the sticks are 
bolted together and are not wired. Use wide washers under the bolts. 
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Sticks of the following dimensions are recommended: 

1. Length, 15 inches; width, 1 to 1 1/16 inches; thickness, % inch. 

2. Length, 24 inches; width, 2 inches; thickness, % to 3/16 inch. 

3. Length, 36 inches; width 2% inches; thickness, % inch. 

Paint the boomerang sticks white with two-inch stripes of black across 
them. As the boomerang whirls through the air, the stripes create circles 
and add color to the event. With a little study, you can arrange the stripes 
so that a spiral effect is produced as the boomerang sails through the air. 



Figure ii. 


A delightful effect may be produced by attaching lights to each end of 
the sticks in a big boomerang. Bore a hole about three inches from each 
end, insert and fasten a flash light bulb, and attach the battery at the inter¬ 
section of the sticks. Circles of light will thus be produced, and at night 
the effect is striking. 

Boomabirds 

School, Camp, Club Late Elementary School to Adults 

The boomabird is perhaps the most interesting and colorful type of 
boomerang. It is made to look like a bird, as illustrated in C, Figure 11. 
So realistic are these boomabirds in the air that the birds themselves are 
frequently confused and will swoop down toward the boomabird and come 
Very close to the thrower. 

Secure' a soft-wood board twenty-two inches long, three-and-one- 
eighths inches wide, and one-eighth inch thick. Whittle it out roughly in 
the shape of the bird’s body shown in the illustration. The exact shape 
does not matter. Bevel it on all sides and bend the ends as described above 
under Cross-stick Boomerangs. With a wood gouge remove some of the 
wood fr6m the back side, leaving the board slightly hollow—this is to 
lighten the weight. Now prepare the wings from sticks thirteen inches 
long and onc-and-three-fourths inches wide. Shape them as in the drawings 
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bevel the sides and ends, and bend the ends upward as in making cross¬ 
stick boomeVangs. Bolt the wings to the body as illustrated, placing one 
on top of the body and the other behind the body. 

Paint the boomabird a light color and then add stripes in a dark color 
as illustrated. These stripes create a circular design as the bird whirls 
through the air. 

The boomabird is thrown by exactly the same method used for the 
cross-stick boomerang. 

Tumblesticks 

Playground, Camp, Club Late Elementary School to Adults 

A tumblestick is a curious device—it is essentially a straight stick which 
when thrown in the air will come back to your hands. A tumblestick is 
in fact a boomerang but the most unique and little-known type of boom¬ 
erang. Consequently it is the most intriguing type to the spectators. 

In spite of these facts there is no boomerang so easy to make. Secure 
a piece of basswood twenty-four inches long, two inches wide and one- 
fourth inch thick. If other wood is used, it must be very light and soft— 
better try to get basswood. Bevel the edges on the top side so that the 
top side is curved uniformly; the bottom side remains flat. The beveling 
is done with a pocket knife or wood rasp. 

Now throw the stick as described below and if it does not work, give 
each end a very slight bend upward, toward the beveled side, as described 
under Cross-stick Boomerangs. The tumblestick is now complete. 

Now to throw it: Hold one end in the right hand between the thumb 
and forefinger with the beveled side toward you. Throw it over your 
head and forward, giving it a spin with your fingers as you release it so 
that it whirls and hums in the air. As you release it you must also turn 
your wrist sharply downward so that the stick is given a motion causing 
it to turn over in the air. Do not use much muscle—it is done with the 
forearm and wrist. 

The tumblestick will hum and whir, go up a few feet, turn over and 
float back into your hands. Remember that it will not work in a breeze; 
these delicate sticks are at their best indoors. 

Do not be discouraged if the first tumblestick does not work. Make 
another. You may make several before you get one that can be depended 
upon to work perfectly on every occasion. When you get a good one, you 
will have an oddity that few people know how to make and throw. 

Boomerang Accuracy Contest 

Playground, Camp, Club J^ate Elementary School toAduki 

This, contest must take place on a perfectly calm day. There is usually 
less breeze early in the evening than at any other time. 
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Mark out a circle one foot in diameter. The contestant stands with 
one foot in the circle, throws the boomerang, and catches it when it returns. 
He may turn around to follow the course of the boomerang, but is not 
permitted to lift the foot from the circle at any time. He throws ten times 
and is credited with one point for each catch. The one with the highest 
score wins. 

All boomerangs used must be made by the contestant himself. He 
may change boomerangs any time during the competition. 

Boomerang Endurance Contest 

Playground, Camp, Club Late Elementary School to Adults 

In this contest the boomerang wins which stays in the air the longest 
time. A stop-watch is used. Each contestant is allowed ten throws and 
credited with his best time. The time is taken from the moment the 
boomerang is thrown, to the time when it is caught. If the boomerang is 
not caught the time is not taken, but it counts as a trial. The conditions 
of throwing and catching are the same as in the Boomerang Accuracy 
Contest. All boomerangs must be made by the contestant. 

Some boomerangs will'float very slowly and make two circles around 
the thrower before returning. This is the type that is ideal for this contest. 

Boomerang With the Most Unique Action 

Playground, Camp, Club Late Elementary School to Adults 

Some boomerangs circle the thrower two or more times and perform 
peculiar stunts in the air before returning. The contestant wins this event 
whose boomerang of his own making performs the most unique stunts in 
the air or completes the most circles around the thrower. Each thrower 
continues to throw until the judges are satisfied as to the typical perform¬ 
ance of his boomerang. 

Most Unique Type of Boomerang 

Playground, Camp, Club Late Elementary School to Adults 

The contestant wins this event who displays the boomerang which, in 
the opinions of the judges, is of most unique construction. By experimenta¬ 
tion, boomerangs of all sorts of queer shapes may be made, following the 
principles of construction described above. No boomerang is considered 
unless it performs perfectly and can be caught without stepping. 

AXE THROWING 

Poys quite universally find in axe throwing a particularly appealing 
activity* There is, of course, an element of danger in axe throwing, if the 
activity is carried on promiscuously and without adequate supervision. Th6 
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dead tree or log which is used as a target should be fenced off with rails 
and a leader 'should always be present to supervise the throwing. 

A hand axe may be thrown in several different ways. The type of 
throw usually used in contests is the Straight Overhand Throw. To cause 
the axe to stick in the target, one must stand at exactly the right distance 
from the target. The axe revolves when it is thrown, and unless one is at 
the right distance, the blade will not be in a position to stick when it hits the 
target. In the Straight Overhand Throw, the axe will make one revolution 
and stick at five steps, two revolutions at ten steps, and so forth. 

In making the straight overhand throw, stand five steps from the target, 
grip the axe as near the end of the handle as possible, and hold it straight 
up and down with the blade toward the target. Step toward the target and 
throw with a downward jerk of the arm. The wrist should be kept stiff 
and care should be taken not to slope the axe sidewise in releasing it. 

Axe Throwing for Consistency 

Camp, Club, Playground junior and Senior High Schools 

Each contestant is given twenty-five throws from the one-revolution dis^ 
tance (five steps from the target). He is credited with one point for each 
throw in which the axe sticks in the tree or board. The five highest point 
winners are given twenty-five additional throws, and each is credited with 
his best record whether thrown in the first or second series of twenty-five 
throws. The contestant with the highest score wins. 

Axe-Throwing Contest for Most Consecutive Hits.— Each con¬ 
testant continues to throw the axe until he misses, and is credited with the 
number of consecutive good throws which he makes. The one making the 
most consecutive throws wins the contest. 

Axe Throwing for Distance 

Camp, Club, Playground Junior and Senior High Schools 

Each contestant is allowed three throws to stick the axe in the tree or 
board from the one-revolution line. If he sticks it on the first throw, he is 
allowed to move back to the two-revolution line. If he misses on the first, 
throw, he is allowed two additional throws. 

Having stuck the axe from the one-revolution line, he is given three 
throws to stick it from the two-revolution line, and thus he continues to 
move back until he fails to stick the axe in three tries. The contestant wins 
who sticks the axe at the greatest distance from the target. 

Other Axe-Throwing Events 

A complete description of the various jpethods of axe throwing, together 
with additional contests, will be found in Chapter XVI, “Woodcraft Con¬ 
tests” isx Social Games for Recreation . ■ - 
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THROWING AND CATCHING CONTESTS IN OTHER 

CHAPTERS 

Snowball Tenpins. Snow Snakes. 

Pelting the Snow Man. Snowball Twenty-One. 

Pelting the Pipe. 


THROWING AND CATCHING CONTESTS IN 
SOCIAL GAMES FOR RECREATION 


Rope Quoits. 

Chair Quoits. 

Bottle Quoits. 

Clothespin Ring Toss. 
Washer Pitching. 

Disk Quoits. 

Beanbag Waste-basket Pitch. 
Waste-basket Throw. 
Waste-basket Bounce Throw. 
Paper Plate Toss. 

Peanut Target Throw. ^ 
Umbrella Toss. 

Muffin Pan Penny Toss. 
Calendar Toss. 

Hoop Target. 

Disk Roll. 

Cards in the Hat. 

Potato Jab. 

Ping-Pong Bounceball. 
Feeding the Elephant. 


Funnel Ball. 

Potato Tossing. 

Tin Can Pebble Toss. 
Bull-Board. 

Exo. 

Fruit Jar Ring Toss. 
Washer Baseball. 
London. 

Shooting the Bottles. 
Hanker Throw. 

Egg Throwing Contest. 
Rolling Pin Throwing. 
Bag Throwing. 
Ping-Pong Ball Roll. 
False Alarm. 

Rubber Heel Toss. 
Bottle Top Toss. 
Pointless Dart Throw. 
Shuttlecock Target Toss. 
Shuttlecock Hoop Toss. 
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CONTESTS 

STRIKING AND SWINGING CONTESTS 

Fungo Hit for Accuracy 

Baseball Diamond Junior High School to College 

T HIS interesting event is carried on on a regular baseball diamond. A 
judge and three assistants are needed. Each assistant has a stick or 
small white flag. 

The contestants stand in deep center field. The object is to toss up the 
ball and bat it so that it will fall as near to home base as possible. When 
the first contestant bats, one of the assistants sticks his flag in the ground at 
the, point where the ball struck and records the name of the contestant. 
The other two flags are similarly placed by the other two assistants after 
the second and third contestants have batted. Thereafter no record is kept 
of the batted balls until a ball strikes the ground nearer to home base than 
the most distant flag. Then this flag is removed and placed in the new 
position, and the assistant records the name of the contestant who batted 
the ball. Each contestant is given three attempts, making one attempt each 
time his turn comes. The contestant wins whose flag is nearest home base. 

Tennis Serve for Accuracy 

Tennis Court * Late Elementary School to College 

Above the regular tennis net on a tennis court a second net is stretched, 
leaving a space of thirty inches between the two nets. A rope may be used 
in place of the upper net. The contestant stands in the usual serving 
position of tennis and serves one ball into the left service area, the next 
into the right, and so on. The ball must be driven through the space be¬ 
tween the two nets. The object of the upper net is to prevent the con¬ 
testant from lobbing the ball easily into the service area which is no test 
of one’s serving ability. Each contestant is given ten serves and scores one 
for each good service. 

Variation. 1 —Upon a wall, mark a space thirteen-and-one-half feet long 
and thirty inches wide, the lower line of the rectangle-being thirty-six inches 

1 From Athletic Badge Tests for Boys and Girls, p« 12. Physical Education 
Series No. 2, 1923. By permission of the United States Bureau of Education, 
Department of Interior. 
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from the floor or ground. A line is drawn on the floor or ground thirty- 
eight feet from the wall and parallel to it. Upon this line is marked a 
thirteen-and-one-half foot space directly opposite the thirteen-and-one-half 
foot space on the wall. In making the serve the player must stand behind 
this thirty-eight foot line, but may not be within the thirteen-and-one-half 
foot space marked on this line. The ball may strike the upper line and be 
good but must clear the lower line. 

Four, five, or six serves, as the case may be, shall count as one trial. 


Tennis Stroke for Accuracy 

Tennis Court Late Elementary to Senior High School 

Extend the center line on one side of the tennis court back to the rear 
line, thus dividing the side of the court into four parts. These four areas 
are called right service-court, left service-court, right back-court, and left 
back-court. The leader or referee stands on this side of the court, and the 
contestant on the other side. 

The leader throws a tenms ball to the contestant and at the same time 
calls an area of the court, suoh as “Right service-court” or “Left back-court.” 
The contestant attempts to hit the ball into the area named, and if suc¬ 
cessful scores one point. The leader throws twenty balls, calling each of 
the four sections five times. The sections are called at random. 

Then the next contestant competes and the one with the highest score 
wins. 


Volleyball Serve for Accuracy 2 

Playground, Gymnasium Late Elementary to Senior High School 

A volleyball net or piece of cord shall be stretched at a height of eight 
feet across the center of the playing space. Twenty-four feet distant a line 
shall be drawn on the floor or ground parallel to the net. The contestant 
with volleyball in hand shall stand facing the net and toeing the line with 
either foot. She tosses the ball with one hand, as in tennis, and strikes it 
with the other hand over the net so that it will fall within a square ten 
by ten feet. This square shall be marked on the floor or ground ten feet 
from the net and at right angles to it. If the contestant steps forward over 
the line before the ball strikes the ground, no score is allowed, but it counts 
as one serve. 

Five or six serves, as the case may be, shall count as one trial. The 
serve may be made either underhand or overhand. 

2 From Athletic Badge Tests for Boys and Girls, p. 12. Physical Education 
series No* a, 1923. By permission of the United States Bureau of Education 
Department of the Interior. , , 
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Golf-Putting and Driving Events 

Playground, Golf Course, Yard Junior High School to Adults 

Golf-Putting Contest.— A line is marked on the green six feet from 
the hole. The object is to putt the ball into the hole from this line. Each 
contestant makes ten putts in succession and scores one point for each 
ball that enters the hole. The contestant with the highest score wins. 

Golf Approach for Accuracy. 3 — Drive a peg ten inches long in the 
golf green beside the cup. Tie a strihg forty feet long to the peg. Tie 
ribbons on the string at distances of ten, twenty, and thirty feet from the 
peg. Establish a driving line one-hundred feet from the hole. 

The. first contestant is given ten golf balls and drives them one after 
the other from the driving line, attempting to cause them to come to rest 
as near to the hole as possible. The balls are left on the ground where they 
stop. When all ten balls are driven, take the string and measure the 
balls, one at a time. Balls in the hole score ten, those within ten feet of it 
score five, those between ten and twenty feet score three, those between 
twenty and thirty feet score one, and those beyond-thirty feet score nothing. 
After all contestants have driven, the one with the highest score wins. 

When played on the playground, a tin can may be sunk for the hole, 
and :hree concentric circles marked on the ground with radii of ten, twenty, 
and thirty feet from the hole. 

Golf Drive for Distance. —Establish a driving line. One-hundred 
yards out from this line drive two stakes about fifty yards apart so that an 
imaginary line drawn between them would be parallel to the driving line. 
Stakes should be driven in similar fashion every twenty-five yards up to 
the two-hundred-yard line. These distance stakes are to facilitate measur¬ 
ing. A hundred-foot tape is used in measuring. 

The contestant places his ball upon the driving line and drives it as far 
as possible. The distance is measured to the point where the ball stops. 
Balls which do not come to rest in the fairway are disregarded, but count 
as trials. Measuring is done as in the Baseball Throw for Distance (page 
41). Each contestant has three trials and is credited with his best distance. 

Hockey Striking Events 

Playground, Hockey Field Late Elementary School to Adults 

Hockey-Goal Golf. —Mark nine spots in a semi-circle around the 
• field-hockey goal. With field-hockey sticks, the placers hit the ball from 
spot Number 1, attempting to put it through the goal. Each continues to 

1 Taken from the description in S. C. Staley, Individual and Mass Athletics, 
p 83. Copyright, 1935. By permission of A. S. Barnes & Company, publishers. 
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hit in turn lrom this spot until he makes the goal, counting the hits re¬ 
quired. They then hit from spot Number 2, and so on. 

The player wins who completes the course of nine spots with the fewest 
strokes. 

Shinney Golf. —Same as the above, using a shinney stick and paddle- 
tennis ball. 

Hockey Drive for Accuracy. —The driving is done from a line 
thirty-five yards from the goal, although the distance may be varied to 
suit the capacity of the players. Each player is given ten (or five) drives 
and scores one point each time the ball is put through the goal. 

Hit the Can. —Place a gallon tin can or water bucket on the ground 
between the goal posts of the hockey goal. The striking line is from the 
striking circle fifteen yards out. Each player is given ten attempts, one each 
turn, to drive the hockey ball and hit the can. One point is scored each 
time the can is hit, and the player with the highest score wins. 

Hockey Drive for Distance. —Establish a striking line. The players 
take turns in driving the hockey ball from the line with the stick, each 
being given ten (or five) drives. The one driving the ball the farthest 
wins. The measuring is done as in the Baseball Throw for Distance 

(P a g e 40- 

Hockey-Dribbling Race. —The players line up on the starting line, 
each with a hockey stick and ball. At the signal they dribble the ball to 
the turning line, stop it, and dribble back to finish at the starting line. The 
player finishing first wins. The turning line should be thirty to fifty yards 
distant. 

Variation. —Station a person on the turning line opposite each player. 
On reaching the turning line, the player dribbles the ball around the person 
and then back. 

Obstacle Hockey-Dribbling Race.— Midway between the starting 
and turning lines place a low obstacle. The players line up on the starting 
line with hockey sticks and balls. At the signal they dribble to the obstacle, 
scoop the ball over it, dribble to the turning line, stop the ball, and dribble 
back as before to finish at the starting line. 

Circle Hockey-Dribbling Race. —Arrange the players in a circle, 
each with a hockey stick and ball. The ball is placed by the feet. One 
player, “it,” goes around outside the circle carrying her ball. She touches 
a player with her stick, drops her ball, turns, and dribbles around the circle 
in the opposite direction. The person tagged dribbles her ball around the 
circle in the direction opposite to that taken by “it.” The one putting the 
ball through the vacant place first wins, and the other is “it.” 

In dropping her ball, “it” must drop it so that it falls vertically* 
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Polo-Driving and Dribbling Events 

See Polo Drive for Distance, Polo-Dribbling Race, and Polo Drive for 
Accuracy in Chapter XXVIII, “Horseback-Riding Activities” 

Striking and Swinging Contests in Other Chapters 

Polo Drive for Distance. Polo Drive for Accuracy. 

Polo-Dribbling Race. Hockey Golf. 


Striking and Swinging Contests in Social Games for Recreation 


Tumbler Golf. 

Golf Target-Board Putting. 
Nail-Driving Contest. 
Log-Chopping Contest. 


Balloon-Batting Race. 
Spike-Driving Contest. 
Log-Chopping with Hand Axe. 
Cross-cut Sawing Contest. 


KICKING CONTESTS 
Rugby Football Kicking Events 

Football Field, Playground Junior High School to College 

Rugby Punt for Distance. —The contestant stands behind the goal 
line of the football field, drops the ball, and kicks it before it touches the 
ground. At the time the foot hits the ball, the contestant must be behind 
the line. The distance is measured as in the Baseball Throw for Distance 
(page 41). 

Rugby Place-Kick for Distance. —The ball is set on end on the 
goal line of the football field. The contestant runs up and kicks it as far 
as possible. Having kicked it, he may cross the line. The measuring is 
done as in the Baseball Throw for Distance (page 41). 

Rugby Place-Kick for Accuracy.—The regulation goal is needed. 
The kicking line may be placed from twenty to thirty yards away depend¬ 
ing on the age and skill of the contestants. The contestant stands the ball 
on the kicking line, runs, and kicks it, attempting to put it over the cross¬ 
bar. Each goal made scores one point. Each contestant is given ten kicks. 

Rugby Drop-Kick for Accuracy.—A regulation goal is needed. 
The kicking line may be fifteen to twenty-five yards away depending on the 
age and skill of the contestants. The contestant stands behind the kicking 
line and drop-kicks the ball, attempting to put it over the crossbar. Each 
goal kicked scores one point. Each contestant is given ten kicks. 

Drop-Kick for Distance.—This event is conducted like the Rugby 
Punt for Distance, except that when the contestant drops the ball he allows 
it to touch the ground and kicks it immediately after it rebounds. 
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Soccer Football Kicking Events 

Soccer Field, Rugby Field Junior High School to College 

Soccer Place-Kick for Distance. —Conducted in the same way as 
the Rugby Place-Kick for Distance. 

Soccer Punt for Distance.— Conducted in the same way as the 
Rugby Punt for Distance. 

Soccer Place-Kick for Accuracy. —Use a regulation soccer goal and 
soccer ball, and proceed as in the Rugby Place-Kick for Accuracy, except 
that the ball is kicked between the goal posts and under the crossbar. Balls 
going through the goal on the fly score two and those going through on the 
bounce or rolling score one. 

Speedball Kicking Events 

Speedball Field, Football Field Junior High School to College 

Speedball Punt for Distance.— Use a speedball and conduct like the 
Rugby Punt for Distance. * 

Speedball Drop-Kick for Distance.— Use a speedball and conduct 
like the Rugby Drop-Kick for Distance. 

Speedball Drop-Kick for Accuracy.— Use a speedball and conduct 
like the Rugby Drop-Kick for Accuracy. 

Speedball Place-Kick for Distance.— Use a speedball and conduct 
like the Rugby Place-Kick for Distance. 

Speedball Place-Kick for Accuracy.— Use a speedball and conduct 
like the Rugby Place-Kick for Accuracy except that the ball is kicked be¬ 
tween the goal posts and under the crossbar. 

Kick and Catch. —A person rolls the speedball or soccer ball on the 
ground toward the contestant. The contestant kicks it into the air and 
attempts to catch it. Each contestant is given ten attempts and scores one 
point each time he succeeds. 

Codeball Kick for Distance 

Football Field, Playground Junior High School to Adults 

An official codeball is laid on or behind the goal line. The contestant 
kicks it as it rests on the ground, kicking either with or without a run. 
Each contestant is given three kicks. The one kicking the greatest distance 
wins. The distance is measured to the point where the ball comes to rest 
not where it first hits the ground. 
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, Kick, Bounce, and Catch 

Playground, Gymnasium Late Elementary to Senior High School 

A wall is needed for this event. Give the first player a soccer ball or 
codeball. The latter is much to be desired because of the ease with which 
it bounces. The player takes any position he desires and kicks the ball 
against the wall, runs, and attempts to catch it on the rebound. He is given 
three attempts and marks his farthest catch. The other players compete in 
turn and the one making the farthest catch wins. 



CHAPTER VI 


CONTESTS 'BASED ON H AN DLIN G 
JMECHANI CAL OBJECTS 

In the events described in this chapter, the objective centers around the 
skillful handling or manipulation of some object of a mechanical nature. 
In some of the events the mechanical feature is strongly evident, as in 
Riflery and Model-Airplane Flying; in others it is minor, as in Rope Spin¬ 
ning and Kite Flying. 

These events are of the following types: (1) Archery, (2) Riflery, (3) 
Trap Shooting, (4) Blow-Gun Shooting, (5) Bait and Fly Casting, (6) Top 
Spinning, (7) Kite Flying, (8) Rope Spinning. (9) Model-Airplane and 
Balloon Flying, (10) Model-Boat Events. 

# 

; ARCHERY 

A T certain periods of history archery has been the most popular of all 
l sports. As a recreational sport today it has a far-flung and ever- 
increasing following among all ages and sexes. It is an excellent corrective 
for some posture difficulties and for under-developed individuals. 

r. 

Archery Tournaments 

Playground, Camp Late Elementary School to Adults 

Most shooting with bow and arrow is done on a regulation field and at 
regulation targets. In schools and camps the season usually terminates in 
archery tournaments and consequently most of the shooting throughout 
the season is done according to tournament rules as to distance and 
equipment. 

Field .—Sometimes a permanent shooting line is established and the 
targets moved to the required distance for each event. A much better 
method, however, is to line up the targets in permanent position and 
establish a series of shooting lines at the various standard distances from the 
target line. 

As illustrated in Figure 12, the course for men is one-hundred yards 
long, with other shooting lines drawn at distances of eighty, sixty, fifty, 
and forty yards from the targets. The course for women is sixty yards 
Ipng with other lines at fifty, forty, and thirty yards from the target. At 
feast six yards of space should be allowed for each shooting lane. 

69 
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The grass around and for some distance behind the targets should be 
mowed very short and raked to prevent losing arrows. The course should 
be laid out to the north and south if possible to relieve competitors from 
the necessity of looking into the sun, and there should be a background of 
trees, hills, or buildings behind the targets to provide points of aim. 

Equipment .—For outdoor shooting, targets forty-eight inches in diam¬ 
eter are used. The face of the target consists of a circular piece of oilcloth 
on which five concentric rings are painted. The diameter of the painted 
area is forty-eight inches. This target face is attached to a target made of 
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sewn straw. The target is supported by a target stand made of soft pine or 
cypress, so that the target leans back slightly and the center of the bull’s- 
eye is exactly four feet from the ground. 

Standard commercial targets of the best quality are the most serviceable 
and durable. In camp, a usable target may be made by setting up two 
bales of straw and attaching the target face to them. Faces may be made 
at home by coloring the back side of a fifty-four-inch square of oilcloth. 
The radius of the bull’s-eye is four-and-four-fifths inches and each r ing is 
of the same width. The coloring may be done with paint or wax crayon. 

Arrows are usually twenty-seven inches in length for men and twenty- 
six inches for women. Children frequendy use arrows twenty-four inches 
long. 

Ground quivers made of wire and stuck in the ground at the shooting 
line are a decided convenience. 
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Events and Distances .—There are several standard rounds in use in 
archery tournaments, the York Round for Men, the National Round for 
Men and Women, the American Round for Men and Women, the Metro¬ 
politan Round for Men, the Metropolitan Round for Women, and the 
Columbia Round for Women. There are junior rounds in the National, 
American, and Columbia. A tournament may consist of one or all of 
these rounds. 

The distances for the various rounds are as follows: 

Yor^ Round for Men 

Seventy-two arrows at one-hundred yards. 

Forty-eight arrows at eighty yards. 

Twenty-four arrows at sixty yards. 

National Round for Men and Women 
Forty-eight arrows at sixty yards. 

Twenty-four arrows at fifty yards. 

Junior National Round for Boys and Girls 
Forty-eight arrows at fifty yards. 

Twenty-four arrows at forty yards. 

American Round for Men and Women 
Thirty arrows at siify yards. 

Thirty arrows at fifty yards. 

Thirty arrows at forty yards. 

Junior American Round for. Boys and Girls 
Thirty arrows at fifty yards. 

Thirty arrows at forty yards. 

Thirty arrows at thirty yards. 

Metropolitan Round for Men 

Thirty arrows at one-hundred yards. 

Thirty arrows at eighty yards. 

Thirty arrows at sixty yards. 

Metropolitan Round for Women 
Thirty arrows at sixty yards. 

Thirty arrows at fifty yards. 

Thirty arrows at forty yards. 

Columbia Round for Women 

Twenty-four arrows at fifty yards. 

Twenty-four arrows at forty yards. 

Twenty-four arrows at thirty yards. . 

; Junior Columbia Round for Girls 

Twenty-four arrows at forty yards. 

Twenty-four arrows at thirty yards. 

Twenty-four arrows at twenty yards. 

A double round in any of the above consists of shooting two rounds 
^succession* 

/ .Tournaments frequently feature team rounds* flight shooting, and va* 
tkm na/eky cvents as described below. . 
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Shooting .—Four archers are assigned to each target, and are numbered 
to designate the order in shooting. Number i archer shopts three arrows, 
then Number 2 shoots three arrows, and so forth. When all four have 
shot, they all shoot three more arrows in turn. When all have shot six 
arrows, they all go to the target for the scoring. Archer Number 2 with¬ 
draws the arrows of the archers in the order in which they shot and 
Archer Number 1 records the score. As each arrow is withdrawn the score 
is called and recorded by the scorer. Each archer should use arrows with 
markings of different colors to facilitate scoring. 

Scoring .—The target has five rings, and arrows piercing these rings 
count nine, seven, five, three, and one. The score for each arrow is re¬ 
corded on the score card and then the number of hits and the total score. 
That is, if six arrows were shot, two of which landed in the outer ring and 
one each in each of the other rings, the score would appear on the card 
as follows: 

9753 11 6 : 26 

This indicates that six hits were made which totalled to a score of twenty- 
six. 

An arrow passing through the target, or rebounding from the scoring 
area of it, scores five points regardless of where it hit. An arrow on the 
dividing line scores in the higher circle even though it barely touches it. 
An arrow which jumps off the string counts as a shot unless the arqher 
can touch it with his bow. 

In tournaments, the archer wins who has the highest total score for'all 
shots. Hits are not counted in adding the score but only the points made. 

In case of a tie, the archer wins who has the highest score at the long¬ 
est range. If a tie still exists, the competitor wins who has the highest 
score at the next longest range. 

In the national championships for men, the archer wins who has the 
highest total score in the double York and double American rounds. For 
women the archer wins who has the highest total score in the double 
National and double Columbia rounds. 

Team Competition .—Although team competition does not fall under the 
title of this chapter, a description of the team rounds in archery should be 
included here. A standard team consists of four contestants, but for in¬ 
formal competition, any number may compete provided the teams are equal 
in size. There are two methods commonly used in informal competition 
between archery clubs: (1) All members of the competing club comprise 
the club’s team (or as many members as possible to achieve teams of equal 
size), and the total score made by the team is divided by the number of 
players on the team. The team with the highest average score wins. (2) All 
members of the club shoot with the understanding that the four (or other 
agreed-upon number) who make the highest scores will comprise ttoe team 
and their scores only will be used in determining the. team’s scores Either 
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of these informal methods is preferable to che use of the standard four- 
player team, in that more players have a chance to compete. 

The team rounds are as follows: 

Men: ninety-six arrows at sixty yards. 

Women: ninety-six arrows at fifty yards. 

Juniors: ninety-six arrows at forty yards. 

Indoor Archery. —Archery ranges may be set up with little expense 
in gymnasiums, vacant rooms, attics, and basements. Fifteen to twenty 
yards is ample distance. A backstop behind the targets is needed to pre¬ 
vent breaking arrows; felt curtains, wall board, or bales of straw may be 
used for this purpose. The size of the target depends upon the length of 
the range; if the regulation four-foot target is taken as the standard for 
thirty yards, a two-foot target would be used for fifteen yards. 

Archery Golf 

Camp, Club, Golf Course Junior High School to Adults 

Archery Golf is an excellent sport which can be played the year around, 
winter and summer, in aU> kinds of weather. Neither snow, rain, nor 



frozen ground necessarily stops it. It takes Archery out of the category 
$£j4 f fefo-weather sport only. # * - 
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Archery Golf is golf played with a bow and arrow. A golf course is 
frequently u$cd, with the targets placed a few feet to one side of the 
regular golf holes. However, any open field serves the purpose. Targets 
are set up on the field at suitable intervals of from one-hundred to three- 
hundred yards, after the order of the holes in a golf course. A nine-target 
course can be established in twenty or twenty-four acres, but a five-target 




Figure 14 . 


course is very satisfactory, especially when it is possible to shoot first up 
the course to target Number 5, then back down to target Number 1, thus 
making nine targets in all. 

Targets .—The simplest target is a bale of straw stood on end with a 
stake driven into the ground to hold it upright. A cardboard disk fbur- 



and-one-half inches in diameter is 
attached to each of the four sides of 
the bale, held in place by a long wire 
staple. On top of the bale and fas¬ 
tened to it in the same manner is a 
pointer or arrow of wood or card¬ 
board pointing to the next target and 
giving the distance in yards. 

Bows and Arrows .—Regular Arch¬ 
ery Golf calls for three types of 
arrows: (1) flight arrows for the dis- 


V. Jtr. w B.V. B.tu. !hoK1 < 3 > i W‘S h 

1 (3) target arrows. However, flight 

arrows, even though footed, are frag¬ 
ile and easily broken. For ordinary use by non-expert archers, it is wise to 
use only one type of arrow—a substantial, footed approach arrow. For 
winter use, these arrows are equipped with a small spikt^or nail protruding 


from the end to prevent skidding on snow and ice. 

, For summer play, regular target , bows may be used. However, ic£. 
cold weather the best bow is the flat or so-called Indian, style. This, typ|, 
is less apt to break in cold weather than the common type of target bow* " 




HANDLING MECHANICAL OBJECTS 


75 


The Play .—Standing at any target, each archer shoots one arrow at the 
next target. Two or three shots may be needed to get within reasonable 
strkiing distance. Each succeeding shot is taken from the spot where 
the preceding arrow comes to rest. A score of one is counted for each 
shot taken. When close enough, the archer attempts to shoot the cardboard 
disk on any one of the faces of the bale. If he succeeds he has “holed out.” 
If he misses the disk but hits the bale, he is considered as having “holed 
out” but an extra point is added to his score. 

The general procedure and scoring follows that used in Golf. 

Clout Shooting 

Playground, Camp Senior High School to Adults 

A target forty-eight feet in diameter is laid out on the ground and the 
object is to shoot the arrows so that they will drop into the target. The 
target may be marked with lime or with tennis tape. The radius of the 
buirs-eye is four-and-four-fifths feet and each ring is of this same width. 
A flag is erected in the center of the bull’s-eye. 

The shooting line for n^n is 180 yards from the center of the target, 
and for women, 120 yards.* The round consists of thirty-six arrows per 
archer. 

Scoring is as follows: hitting the clout, ten points; arrow nearest the 
clout, five points; next nearest arrow, three points; third nearest arrow, one 
point. 

Flight Shooting 

Open Country Senior High School to Adults 

This is shooting for distance. Special bows and arrows are needed. 
There is danger from stray arrows and the event requires an unobstructed 
open field and careful supervision. 

Roving 

Open Country Senior High School to Adults 

This ancient sport consists of walking through the woods and fields 
and shooting at marked natural targets at frequent intervals. The targets, 
called “rovers,” are marked with paint or colored cloth; they may be 
bushes, colored spots on the ground, spots on hill sides, tree trunks, and 
so forth. If a regular trail is followed, shooting lines may be established, 
but the usual procedure is to shoot from the spot where the target is 
sighted. Each archer is given two shots, and one point is scored by the 
arrow coming closest to the target. The archer scoring seven points first 
wins. 

This sport is frequendy played with no marked targets. The archers 
agree on a first target, and the winner has the privilege of picking out. the 
non target as they walk along. 
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Specially prepared roving arrows are available which are not damaged 
by striking a hard surface such as a tree trunk. 

Roving is acceptable only in areas which are not frequented by people. 
In sections much used for hiking, as is usually the case around summer 
camps, the danger of people walking into the line of the arrows is too 
great to justify the activity, unless very careful supervision is provided. 

William Tell Archery Contest 

Playground, Indoor Archery Range Expert Archers 

Draw a picture of a boy on wallboard and cut out the figure. Erect it 
and place an apple on the head. An archer who hits the boy is eliminated. 
The first to hit the apple wins. The distance may be fifteen to thirty yards 
depending on the skill of the archers. 

Archery Balloon Shooting 

Open Space Junior High School to Adults 

Inflate toy balloons with gas and tie them along a line on the ground 
with string so that they float at varying heights from six to twenty feet 
from the ground. Each archer is allowed three shots at each balloon, 
shooting in turn, one arrow each time. The archer breaking the balloon 
wins. 

Variation. —Inflate the balloons with air and suspend them from a 
horizontal wire so that they hang six or eight feet from the ground. 

Rabbit Hunting 

Open Country Junior High School to Adults 

Toy rabbits of stuffed cloth or papier-mache are purchased from a toy 
store for a few cents and hidden in the grass along a designated trail. 
The archers hunt for the rabbits and shoot at them from the spots where 
the rabbits are sighted. When an archer spies a rabbit he calls “Rabbit” 
and scores one point. He "shoots one arrow from this point and then the 
other archers shoot one each from the same spot. The shooting continues 
until the rabbit is hit or until each archer has shot three arrows. An archer 
hitting the rabbit scores five points. If the rabbit is not hit, the nearest 
arrow scores three, and the archers search for the next rabbit. 

Archery Wand Shooting 

Playground m Expert Archers 

In this event the target consists of a wooden wand or stick. It is made 
of soft wood, preferably white pine, cypress, or balsam. It is two inches 
wide and six feet long. Men shoot from a distance of one-hundred yards. 
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and women from sixty yards. The round consists of thirty-six arrows and 
the archer wins who scores the most hits. 

Still-Hunting the Buck 1 

Camp , Open Country hate Elementary to Senior High School 

This sport was originated by Ernest Thompson Seton for camps and 
woodcraft circles and has met with wide-spread popularity. 

The deer is made of straw and burlap over a wire skeleton. The wire 
frame is made in the dimensions shown in Figure 15. The straw is 



wrapped and tied around the wire until the deer has the desired shape, 
and then burlap is wrapped around it and sewed. Black and white paint 
gives it the realistic touch. 

On the side of the deer a large oval is marked to indicate the vital 
regions and a spot marks the heart. 

One individual is assigned to hide the deer. With a pocket full of corn 
and the deer under his arm he starts out, dropping two or three kernels of 
corn every yard. He hides the deer in any place he chooses except in 
front of rocks or on top of a ridge. 

After ten minutes the hunters start out following the corn trail. The 
hunter who first spies the deer calls “Deer. n This hunter shoots one arrow 
from this spot and if he misses all the others shoot one arrow. If no kill is 
made, they take five steps and shoot in turn again. This continues until 
within ten yards of the deer, or until a hit is made; in the latter case all 
further shooting must be done from the spot where the hit is made. If 

1 The idea for this contest was taken from E. T. Seton, The Birch Bar\ Roll 
of Woodcraft , p. 17 ff. Copyright, 1931. By permission of A. S. Barnes & 
Company, publishers. 
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the hunter who finds the deer is nearer to it than ten yards all shooting 
must be donf from this spot. 

A shot in the heart scores ten and ends the- hunt. A shot in the large 
oval is a body wound and scores five. A shot outside the large oval is a 
scratch and scores two. If, after all have shot three arrows from a spot ten 
yards away, the heart has not been struck the contest ends and twenty-five 
points are awarded the hunter who hid the deer. The hunter with the 
highest score wins. 

This contest requires careful supervision; the players should be kept 
together behind the shooters to avoid any possibility of being hit by stray 
arrows. 

Game Hunting.—Deer and other large animals are painted on wall- 
board and the board cut out around the outline of the animals. These 
animals are attached to wooden braces or easels and set up for targets. 
A circle is painted around the area of the vital region and a spot painted 
over the heart. An arrow in the heart scores five, in the vital region three, 
and in the extremities, one. The archer scoring the highest number of 
points wins. 

The animals may be placed on the archery range, or may be placed at 
intervals along a trail in the woods. In the latter case, the archer seeing 
the animal first scores one and the shooting is done from the point where 
the animal was sighted. 


RIFLERY 

Riflerv is a most popular sport in many organized summer camps and 
in many schools. On a properly constructed range and with adequate 
supervision to insure safety, it is a most desirable and worth-while sport. 

Range .—The standard distance for target shooting is fifty feet for junior 
and interscholastic competition, and fifty and seventy-five feet for adults. 
The range should thus be sufficient in length to establish two firing lines, 
one fifty feet from the target rack and the other seventy-five feet. A 
minimum width of four feet is needed for each firing point. 

♦ The target rack consists of boards to which the targets are tacked. 
The boards are replaced when destroyed by the bullets. Behind the target- 
rack a backstop must be constructed. For outdoor ranges, a steep hill is 
the best backstop. Gentle slopes may be dug out so that there is a perpen¬ 
dicular surface behind the target rack. Bullets ricochet off rocks and keep 
going, and consequently all stones should be carefully removed. If a biU 
is not available, a backstop may be constructed of loose cribbing fiBed 
with dry earth and sodded. The cribbing should be at least three feet 
thick, not less than ten feet high, and extcnd not less than six feet beyond 
the cadi of- 'the rack*..■■ ? 
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For backstops for indoor ranges the National Rifle Association recom¬ 
mends the use of three-eighths-inch steel plates hung at an angle of thirty 
to forty-five degrees. Steel plates should also be placed at the ends of the 
rack and on the floor. 

Rifles ..—Any .22 caliber rifle using a rim-fire cartridge may be used. 
Metallic sights only are permitted. 

Targets .—National-Rifle-Association fifty-foot or seventy-five-foot five- 
bull targets are used. For juniors, the National-Rifle-Association single¬ 
bull junior target is used which is of the same dimensions as the fifty-foot 
five-bull target except that additional scoring rings are added. 

When the single-bull junior target is used, five shots are fired at each 
target; when the five-bull target is used, two shots are fired at. each bull. 

Scoring .—^The rings are scored as follows: 10, 9, 8, 7, 6, 5. On the 
junior target the additional rings score 4, 3, and 2. Shots which break or 
touch a line are scored in the higher circle. 

Standard Riflery Contests 

Camp, School, Club Rifle Range Junior High School to Adults 

Scholastic or Junior Rifle Contest.— Each contestant shoots forty 
shots from the prone position. The shots are fired in four strings of ten 
record shots each. The contestant with the highest score wins. 

Junior Gallery Rifle Contest.— Each contestant shoots ten shots in 
each of the following positions: prone, sitting, kneeling, standing. The 
contestant with the best total score wins. 

Senior Gallery Rifle Contest. —The National Rifle Association indi¬ 
vidual gallery-championship regulations 2 call for three stages, each to 
consist of two strings of ten shots, as follows: 

First stage: one string prone, one sitting 

Second stage: one string prone, one kneeling 

Third stage: one string prone, one standing 

There are two sections, section A at fifty feet, and section B at seventy- 
five feet. 

Any small-bore rifle with metallic sights may be used. 

Interscholastic Team Rifle Contest.— Teams consist of ten con¬ 
testants. The meet consists of three stages, each stage consisting of two 
strings of ten shots each. The stages arc as follows: 

First stage: two strings in the prone position 

Second stage: one string prone, one kneeling 

Third stage: one string prone, one standing 

, *See Natbnal Rifle Association. Gallery and Home Range Matches for the 
Riffe md Ptsitol, p, 8. Washington: National Rifle Association, 1933. & 
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In military-school competition the three stages are as follows: 

First stage:I. one string prone, one sitting 
Second stage: one string prone, one kneeling 
Third stage: one string prone, one standing 

Girls* teams should shoot three strings of ten shots each from the prone 
position. 

The team with the highest aggregate score wins. In the National- 
Rifle-Association competition, the five high aggregate scores count for a 
record. 8 

String-Shooting Contest 

Camp, School, Club Junior High School to Adults 

Suspend a box of candy by a cord near the target board. The con¬ 
testant who can shoot the candy down by cutting the string with the bullet 
can have it. The contestants shoot in turns, each taking one shot at a time. 
Should the candy be dropped before all have had one shot it should be 
suspended again. In case two drop it, declare a tie and have them shoot 
it off. 

Since the candy itself may be hit by the bullet, it is well to wrap a box 
of sand to resemble a box of candy, and have the real candy at hand to 
present. 

Crayon Rifle Contest 

Camp, School, Club Rifle Range Junior High School to Adults 

Erect a strip of two-by-two-inch lumber in front of the target board, 
extending the length of the backstop. In this strip bore five three-eighths- 
inch holes, one-half inch apart and one-half inch deep. In each hole set a 
white crayon. Set up as many sets of crayons as there arc contestants or 
as many as the width of the backstop will permit. 

Each contestant is given five shots. The one breaking the most crayons 
wins. 

Wand Shooting with Rifle. —Stick a slender stick about three-eighths 
inch thick in the ground at the target board. Each contestant is given five 
shots. One point is scored each time the stick is hit. 

Candle-Shooting Contest 

Camp,. School, Club Rifle Range Junior High School to Adults 

Set up a row of five candles on a board at the firing line and light them. 
Each contestant is given five shots to extinguish the candles. He scores one 
point for each candle extinguished. Shots which hit and knock over a 
candle score as a miss. The contestant with the highest score wins, 

s® ' , , , 

8 %e National Rifle Association, Rule Boo\ for Junior Marksmen, j>. 36. 
Washington: National Rifle Association, 1932. \ 
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Match-Lighting Contest. —Erect a strip of board parallel to the 
ground in front of the backstop. The same strips used for the Crayon 
Shooting Contest may be used. In it erect ten matches by inserting them 
in small holes bored with an ice pick. Each contestant is given ten shots. 
First place goes to the one who succeeds in lighting a match. The other 
places are awarded to those who break the most matches. 

Tack-Driving Contest 

Camp, School, Club Rifle Range Junior High School to Adults 

Set up a board painted white against the backstop in each shooting lane. 
In each board put five large-headed tacks. The tacks are driven in just far 
enough to hold them in place. Each contestant is given five shots. The 
one driving the most tacks wins. 

Pendulum Shooting 

Camp, School, Club Rifle Range Junior High School to Adults 

Suspend a block of wood four inches square by a three-foot cord near 
the target board. Start th# block swinging from side to side in pendulum 
fashion. Each contestant ft given ten shots to hit the swinging pendulum. 
Each hit scores one point. The contestant with the highest score wins. 

Balloon Rifle-Shooting Contest 

Outdoor Rifle Range Junior High School to Adults 

Erect a bar above the backstop and suspend as many small toy balloons 
as possible from it on strings. If the wind is blowing this event will be 
particularly interesting. Each contestant is given five shots. They shoot 
in turn, one shot at a time. The one who breaks the most balloons in five 
shots wins. If there is no wind the contest is too simple and the firing line 
should be moved back. 

Balloon Rifle-Shooting Variation.*— Balloon shooting becomes de¬ 
cidedly fascinating if gas-filled balloons are available and the background 
to the backstop is such that they can be tied to long strings so that they 
float high in the air. Tie the strings to the ground and float the balloons 
at varying heights of from twenty to one-hundred feet. 

Big-Game Hunt 

Camp, School, Club Rifle Range Junior High School to Adults 

Five animal crackers are tied by strings to the backstop. The crackers 
represent an elephant, a lion, a tiger, a bear, and a jackass. Place a set of 
crackers in each shooting lane. 

Bach contestant is given five shots. Hitting the elephant scores five, die 
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lion three, the tiger two, the bear one, and the player hitting the jackass 
loses all points. The contestants of course do not know the name of the 
animal at which they are shooting. Award the winner a box of animal 
crackers. 

Putting the Pupil in the Bull’s-Eye 

Camp, School, Club, Rifle Range Junior High School to Adults 

Make a number of three-inch cardboard disks, colored black, and fasten 
them to the backstop. Mark the exact center of each with a pin prick. 
Each contestant is assigned one disk and is given five shots at it. The one 
who comes the nearest to hitting the exact center is awarded the prize of 
putting the pupil in the bull’s-eye. 

Shoot the Bird 

Outdoor Rifle Range Junior High School to Adults 

Shooting objects which are tossed in the air after the manner of the 
circus cowboys holds a peculiar appeal to boys. Use a block of wood about 
four inches square. The tosser stands behind the shooter and tosses the 
wood up in the air so that at its highest point it is about ten feet in front of 
the shooter. Each contestant is given ten attempts and scores one each 
time the block is hit. The player with the highest score wins. 

The trick in this event consists of shooting when the block is at its 
highest point; it comes to rest momentarily there before falling. 

Novelty Riflery Meet 

Camp, School, Rifle Range, Club Junior High School to Adults 

A'most interesting novelty riflery meet may be conducted by using 
some of the contests described in the foregoing pages. In riflery, as in any 
sport, players like occasional novelty events calling for the skills of the 
sport instead of constant participation in formal events. 

Such a novelty program could include the following: 

Wand Shooting. String (box of candy) Shooting. 

Candle Shooting. Crayon Rifle Contest. 

Pendulum Shooting. Tack-Driving Contest. 

Balloon Rifle Shooting. Match-Lighting Contest. 

William Tell Rifle Contest. Big-Game Hunt. 

TRAP SHOOTING 

Trap Shooting is a popular sport in which clay target! are thrown into 
the air by a mechanical device called a trap, and shot with a shot gun. 
It is an interesting sport in itself and excellent praetke for gamebird 
hunting. ■ ■■ - 
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Grounds and Equipment.—Vov one trap, an area 100 by 250 yards is 
needed. If more than one trap is to be used, the traps should be at least 
twenty-five yards apart and preferably thirty. Visibility is usually better at 
all hours of the day if the targets are thrown to the north. It is necessary 
to allow 250 yards of free space in front of the target; shot will not carry 
that far, but in the interests of safety, at least that much space should be 
allowed. The background should be a level field or water; trees and hills 
are not satisfactory in that the target is difficult to see. 

Many types of traps are on the market. The trap should be sunk in a 
pit below the level of the ground, or in a small enclosure built of wood. 

The firing line should be sixteen yards in back of the trap. Five firing 
points should be marked on the line, three to five yards apart. 

Standard clay pigeons are used. 

Twelve-gauge shot guns are considered standard for Trap Shooting. 
Larger guns arc barred in the official rules, and no handicaps are offered 
those using smaller guns. However, those with smaller guns may compete 
in informal play at a closer distance, say fourteen yards. 

Trap-Shooting Contest 

SchoolCamp, Club \ Junior High School to Adults 

The contestants agree on the number of targets to be shot. The usual 
numbers are twenty-five and fifty. The contestant stands on the firing line 
—holding the gun in informal shooting position, with the stock away from 
his shoulder. He is not permitted to put the gun to his shoulder until 
the bird is in the air. 

When ready, he calls, and the puller releases the bird. To score, the 
bird must be actually broken; “dusting” a bird does not count. 

The player wins who breaks the most birds out of the run of twenty- 
five or fifty. 

Silent Trap Shooting. —The shooter is not permitted to call to the 
puller. The puller releases the bird whenever he chooses, and the shooter 
has no warning until he sees the bird in the air. 

Handicap Shooting. —With competitors of varying abilities, it is well 
to classify them and handicap the better shots. The shooting distances may 
be as follows: 

Average . 16 yards 

Good . 17 to 19 yards 

Excellent . 21 to 23 yards 

Bird Shooting 

School, Camp, Club Senior High School to Adults 

in this novelty torn* of Trap Shooting, the contestant starts twenty-five 
yards from the target and works toward it. The puller relcases theibird 
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at any time he chooses, and the shooter has no warning. The contest is 
designed to approximate the conditions encountered in game-bird hunting. 

Sniping 

School, Camp, Club Senior High School to Adults 

In this event the shooter stands twenty-five feet in front of the trap, 
facing away from it. He starts to walk away, and the puller sends birds 
over his head whenever he chooses. He must take at least one step be¬ 
tween shots. He shoots twenty-five shells before returning. The contest 
works best when the shooter has an automatic gun. When double-barreled 
guns are used, two shooters take the field at once, alternating in shooting. 
As a matter of safety, the two shooters should remain in line and several 
feet apart.. 

Skeet 

School, Camp, Club Senior High School to Adults 

Skeet is a form of trap shooting that is particularly interesting to those 
who have developed proficiency in shooting clay pigeons. It differs from 
ordinary trap shooting chiefly in the layout of the field. 

Two trap houses are placed forty yards apart, so arranged that birds 
shot from one will fly over the top of the other. Using a point midway 
between the two trap houses as the center, a semicircle is marked on the 
ground connecting the two trap houses. On this semicircle seven shooting 
stations are marked, equidistant from each other; an eighth station, is 
marked midway between the two trap houses. 

The contestant shoots first from Station i, then from Station 2, and so 
on throughout the-series of eight stations. Thus when standing in each 
station the birds fly at a different angle in respect to the position of the 
shooter, and when standing in Station 8, they fly directly overhead. A 
particularly interesting aspect of Skeet is the shooting of doubles: two birds 
are released simultaneously, one from each station, and the shooter attempts 
to bring them both down, shooting his first shell afi the outgoing bird and 
his second at the incoming one. 

The details of the construction of the range and the shooting rules may 
be obtained from the official rule book. 4 

BLOW-GUN CONTESTS 

Blow guns appeal strongly to boys and girls and their use is to be 
recommended both as recreation and as an exercise for the lungs. 

Equipment.—* Commercial blow guns may be used when they can be 
obtained, but failing here, very satisfactory ones may be made in a few 
minutes from glass tubing. The glass tubes should be five to fix feet 

4 See Official Sipes Average and Rule Boo\. % Boston: National Skeet Shoot* 
mg Association, Inc. published annually. 
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long with an opening one-fourth to three-eights inch in diameter. Wrap 
the tubes with tape to prevent breaking. Chemistry laboratories usually 
have tubing of the proper size. 

The arrows are made from splints cut from a bamboo pole. They 
should be ten or eleven inches long. Select a section of a pole where the 
nodes are ten or eleven inches apart, or as near this as possible, and saw 
out a section between the nodes. Split the section into splints and shave 
them down to one-eighth inch in diameter. Sharpen one end and insert 
the other end into the small end of a cork which is just large enough to 
slip into the glass tube. Instead of a cork a wad of cotton may be glued 
to the end. Dip the corks or wads in paint or dye, thus making them with 
different colors. 

’ Targets should be made of corrugated paper, eighteen inches square. 
Draw five concentric rings, three, six, nine, twelve, and fifteen inches in 
diameter. Number them from the center out as follows: 5, 4, 3, 2, 1. 

Blow-Gun Contest for Accuracy 

Playground, Summer Camp, Club Late Elementary to Senior High School 

Establish a shooting line^fifteen to twenty feet from the target. Insert 
the arrow in the gun with tile cork end toward the mouth. Slide the arrow 
down so that the cork rests about an inch from the mouth of the blow 
gun. Take the end of the gun in the mouth and give a quick puff. 

For informal play, two to five players may shoot at one time, taking 
turns, each shooting arrows of a different color from the others. When 
ail have shot they go to the target and withdraw Lhe arrows. Arrows score 
the number of points indicated by the circle in which they strike. Those 
pn the division lines score in the higher circle. The contestant scoring 
fifty points first wins. 

In tournament play each contestant is given thirty-six (or eighteen) 
shots and is credited with the total score made. The one making the high¬ 
est score wins. 

Blow*Gun Shooting for Distance 

playground, Summer Camp, Club Junior and Senior High Schools 

Standing behind the shooting line, the contestants shoot the arrows as 
far as possible. Each is given three shots and is credited with his best 
distance. The one with the greatest distance wins. 

Since there is an element of danger from the arrows, an open field is 
needed and careful supervision should be exercised. 

CASTING CONTESTS 

•v. # # 

Casting contests are interesting even to inexperienced fiy and bait casters. 
<2bjjl«|ren ( atid beginners, when learning to cast, enjoy themafter the funda¬ 
mentals of the cast have been mastered. 
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Accuracy Bait-Casting Contest 

Camp, Club, School Junior High School to Adults 

Any casting rod may be used. The reel must be free-running and the 
use of clicks and drags is prohibited. In most casting contests, a half-ounce 
casting weight is used on the end of the line. Contests may also be con¬ 
ducted using one-fourth-ounce weights. 

The target consists of a circular board thirty inches in diameter. For 
informal contests a thirty-inch barrel hoop may be used. Five such targets 
are needed, placed 60, 70, 80, 90, and 100 feet from the casting line. The 
contest may be conducted either on land or water. If on water, the targets 
are anchored at the specified distances. 

Each contestant makes ten casts in all—two at each target. He makes 
one cast at the 6o-foot target, then one each in order at the 70-, 80-, 90-, 
and ioo-foot targets; then the order is reversed and he casts from the 100- 
foot target back to the 6o-foot target. Only one hand may be used on 
the rod in casting. 

If the casting weight hits the target, a perfect cast is made. For each 
foot or fraction thereof away from the target, one demerit is charged against 
the caster. After the ten casts have been made, these demerits are added 
and divided by the number of casts. The result is called the “demerit per¬ 
centage” and is subtracted from one hundred to obtain the “percentage” 
or score of the caster. No more than ten demerits may be credited for 
any one cast. In ordinary tournaments on water the judges estimate the 
distance away from the target that the weight falls; since bait casting is 
usually quite accurate, the distance is small and easily estimated. 

Fisherman’s Accuracy Bait-Casting Contest.—-This contest is 
the same as the above except that an official five-eighths-ounce plug is used 
for the weight, and the five targets are placed at varying distances between 
forty and eighty yards from the casting line. 

Bait-Casting for Distance 

Camp, Club, School Junior High School to Adults 

This event takes place on a lawn. The conditions regarding equipment 
are the same as in the Accuracy Bait-Casting Contest. 

From a casting line each contestant makes five casts, one each turn. The 
distance is measured from the casting line to the point where the weight 
falls. The total distance in feet of the five casts is added and divided by 
the number of casts. The result is the caster's score. 

If the line breaks, the caster scores zero *on that cast. If die contestant 
steps over the casting line before the weight strikes the ground, one foot 
is deducted from the distance of the cast i&t each foot orfraction thereof 
the castor stepped over. ' 
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Accuracy Fly-Casting Contest 

Camp, Club, School Junior High School to Adults 

In official fly-casting contests the rod must not weigh more than five 
ounces nor exceed eleven feet in length. However, informal contests may 
be conducted by using rods of any size provided there is not too much 
variation. There are no restrictions on reels or lines except that the lines 
must not be weighted. A leader of not less than six nor more than twelve 
feet in length is used. One fly is attached to the leader, from which the 
point of the hook has been broken. 

The targets are thirty-inch rings. Barrel hoops or old bicycle tires do 
very nicely. There are three of these, stationed in water at 45, 50, and 55 
feet from the casting line. The caster makes five casts at each ring. When 
he completes the five casts at the nearest ring, he is ordered to cast for the 
next farthest, and so on. 

A fly falling in the ring scores a perfect cast. One demerit is charged 
against the caster for each foot or fraction thereof between the fly and 
the ring. After the fifteen casts, the demerits are totalled and divided 
by the number of casts. P* result is the demerit percentage. This is 
subtracted from one hundred and the result is the caster’s score. On still 
water the fly will float at the spot where it falls and the judges can estimate 
the distance from the target. 

In contests for beginners it is well to use five targets instead of three, 
placed at varying distances, with the most distant target not more than 
forty feet from the casting line. Paint each target a different color. The 
caster makes three casts at each target. Having completed the three casts 
at one target, the official calls the next target by color. 

Variation. —Place hazards or obstructions in the line of the casts, over 
which the casts must be made. This approximates the conditions encoun¬ 
tered in stream fishing. 

TOP-SPINNING EVENTS 

Top spinning is a spring-time favorite the world around. The use 
of novelty contests built on this popular activity will have a wide-spread 
appeal among children. 

Endurance Spin 

Playground, Club, Home Elementary and Junior High Schools 

At the signal all contestants spin their tops. The signal is given by 
counting “One, two, three, go 1 ’ and any top that is not on the ground and 
spinning by the word “Go” is eliminated. The top wins that spins the 
loi^st A top is considered as having stopped spinning when its side hits 
, . the groun d. 11 * *v . 
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4 Top-Spinning Accuracy Throw 

Playground, Club, Home Elementary and Junior High Schools 

Draw a target on the floor or pavement thirty inches in diameter by 
drawing five concentric circles. The bulPs-eye is six inches in diameter 
and the distance between the circle lines is three inches. Number the 
rings 5, 4, 3, 2, and 1. 

From a line three feet away, each contestant is given five attempts to 
throw his top at the bull’s-eye, and is credited with points according to 
the ring in which his top lands, provided the top spins after hitting. 


Top Spin for Distance 

Playground, Club, Home Elementary and Junior High Schools 

Establish a throwing line which each contestant must toe or stand be¬ 
hind. Each contestant is given five attempts in turn to spin his top as 
far beyond the throwing line as possible. Each throw is marked with 
chalk and the thrower’s initials at the point where the top struck the 
ground. Each contestant is credited with his longest distance and the one 
wins whose top hit and spun at the greatest distance. 


Fifty-Foot Top Dash ' 

Playground, Club, Home Elementary and Junior High Schools 

Establish a starting line and fifty feet distant a finish line. The con¬ 
testants line up on the starting line, each holding his top and a piece of 
chalk. At the signal each spins his top as far ahead as possible. He im¬ 
mediately runs forward, marks the point with the chalk where the top is 
spinning, picks up the spinning top, toes the spot, and spins it again as 
far ahead as possible. Each continues until he spins his top across the finish 
line. If a player fails to spin the top on a throw, he must return to the 
mark from which he threw and repeat the throw. The player wins who 
first crosses the finishing line. 

Foot-Spinning Contest 

Playground, Club, Home Elementary and Junior High Schools 

Wind the top and place it on the ground with the pdint Up, Step on 
the end of the cord with the left foot, and kick the top with the right 
foot, thus making it spin. . 

Each cputestapt is given five attempts and the one wins wbo succeeds 
the most times. * , : , 
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Stunt Top Spinning 

Playground, Club, Home Elementary and Junior High Schools 

This content consists of picking up a spinning top on the palm of the 
hand and /.hell performing certain feats with it. Whatever the feat, the 
top must first be picked up on the palm of the hand. 

The contestants take turns in attempting the following feats, each mak¬ 
ing one spin each turn. Each must continue trying each feat until he 
performs it, but has only one attempt each turn. The player wins who first 
completes the -series. 

1. Pick up the spinning top on the palm of the right hand. 

2. Perform Number i, toss the top up and catch it on the palm of the left 
hand. 

3. Perform Number i, toss the top up and catch it on the back of the right 
hand. 

4. Perform Number i, toss the top up and catch it on the back of the left 
hand. 

5. Perform Number i, and cause the top to spin on the index finger. 

6. Same as Number 5, and transfer the top from the index finger back to 

the palm of the hand. # 

7. Perform Number 1, tos? up the top and catch it on the thigh of the right 
leg. 

8. Perform Number 1, toss up the top, and duck under it and catch it on 
the back. 

9. Perform Number 1, toss up the top, catch it on the top or back of the head. 

Top-Spinning Meet 

Playground, Club Elementary to Junior High School 

A novel meet may be conducted involving top-spinning skills by the use 
of such events as the following, all of which are described in the preceding 
pages. 

Endurance Spin Fifty-Foot Top Dash 

Top-Spinning Accuracy Throw Stunt Top Spinning 

Top Spin for Distance 

KITE-FLYING EVENTS 

The interest in kite flying is perennial, and curiously enough, it has £ 
large following among adults as well as children. The following novelty 
events are always popular. 

Altitude-Flying Contest 

Playground Elementary to Senior High School 

Each contsttant has one hundred yards of string attached to his kite. 
The contestant wins who flies his kite at the highest altitude. In judging 
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the altitude, the kite is awarded first place which is nearest overhead when 
the hundred yards of string is all out. 

Kite-Looping Contest 

Playground Elementary to Senior High School 

Each kite has fifty yards of string with a stick attached to the end. The 
flyers may run as far as they choose in letting out all the string provided 
they stop on the flying line. After all have reached the flying line, or 
when a reasonable time has been allowed for all to reach it, the signal is 
given and the flyers cause the kites to loop by pulling on the string. The 
loops made by each kite are counted for a period of six minutes. The kite 
making the most loops in this period wins. 

Reeling-In Contest 

Playground . Elementary to Senior High School 

Each kite has fifty yards of string attached to it. When all the string 
is out and the contestants are standing on the flying line, the signal is given 
and each reels in his kite on a single stick, winding in figure-of-eight style. 
The contestant wins who first brings his kite to hand on the flying line with 
all the string wound on the stick. 

Kite-Messenger Contest 

Playground Elementary to Senior High School 

The kite-messenger is made as follows: Cut out a five-inch disk of card¬ 
board and through the center of it insert a paper tube four-and-one-half 
inches long. The tube should be five-sixteenths of an inch in diameter. 
The cardboard disk is glued to the middle of the tube. Fifty yards of string 
is used, one end of which is attached to the kite and the other end passed 
through the tube of the messenger. The type of string should be specified 
and all kites must have the same kind. Varying degrees of smoothness of 
the string would give some players an unfair advantage. 

The contestants put their kites in the air and let out the fifty yards 
of string. At the signal the messengers are released and allowed to go up 
the string. The player wins whose messenger first touches the bridle adjust¬ 
ment string of the flying kite. 

Novel Kite Contest 

Playground, School, Club Elementary School to Adults 

This is a contest in the construction and flying ot novel types of kites. 
The judges judge on the following pointy; 

Unusual style of kite. I)ccoratk>hs^accessories» 

Cansmictio^ Manner of flying. 

Appearance. Behavior in the air. 
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Artistic Kite Contest 

Playground, School, Club Elementary School to Adults 

The contest has to do with the construction and decoration of artistic 
kites. The judges judge on the following points: 

Workmanship and neatness of Coloring. 

construction. Decoration. 

Shape and style of kite. Beauty. 

Across-the-Lake Kite Flying 

Playground, Club, Camp Elementary School to Adulu 

This is a scheme for flying a kite across the lake. The greatest sport 
in the use of these kite rafts is open to those who live near one of the 
Great Lakes or a big bay of the ocean. Each contestant makes a raft, and 
puts a return address in a sealed bottle on the raft. The rafts are then 
sent sailing “out to sea.” The winner is the one who receives a reply from 



the finder of the raft on the other side of the lake, in the shortest time, 
or, if you choose, from the greatest distance away. 

Make the raft as shown in the drawing. The back board is a piece of 
two-by-six-inch timber, four feet long. The other pieces are two-by-two- 
inch stuff, the center piece being four feet long. Put a screw eye at the 
front end to which the kite string is attached. 

Wire a bottle securely to the top side of the raft as illustrated. Insert in 
it a self-addressed post card, and a note asking the finder to record the 
time and place of discovery, and mail it. Cork and seal the bottle 
carefully. 

A day must be selected when the wind is blowing away from the shore. 
Each contestant puts his raft in the water. Then the kites are put in the 
air in the usual manna:, and the strings are attached to die rafts. At die 
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signal the rafts are all released and the kites drag them on their way 
to their unknown ports. If the wind keeps up the kites will stay aloft until 
the raft is pulled up on the opposite shore. The weather man might give 
some good tips as to the best time to stage the contest. 

Any type of kite may be used. A raft of the size described is heavy 
enough to keep a kite of average size under control. Note that the back 
board extends down into the water and thus acts as a drag. 

Variation.—This contest is for a small lake that can be easily crossed 
in rowboats or canoes. No message bottles are needed on the rafts. The 
kites are released as described above, and the contestants then cross the 
lake in the boats. The kite wins that first reaches the opposite shore. 


Kite Meet 


Playground, Club Elementary and Junior High Schools 

An interesting meet for a playground may be built up around kite 
flying and construction. The following events described above may be 
used: 


Flying Events. 

Altitude-Flying Contest. 
Kite-Looping Contest. 
Reeling-In Contest. 
Kite-Messenger Contest. 


Construction Events. 

Novelty Kite Contest. 

Artistic Kite Contest. 

Largest Kite Which will Fly. 
Smallest Kite Which will Fly. 


ROPE SPINNING 

Roping carries with it the glamour of the old-time West. This, to¬ 
gether with the fascination of the sport itself, makes rope spinning one of 
the most coveted skills among boys and girls of certain age levels. Un¬ 
fortunately, there are few who are able to bring to children the roping 
skills they seek. 

The rope used for spinning should be a twenty-foot length of three- 
eighths-inch cotton sash cord. This size is commonly called Number 12. 
Without a rope of this type and size, a person cannot hope to learn rope 
spinning. The end should be doubled back and wired, forming a three- 
inch loop or honda. Excellent spinning ropes already prepared for use are 
on the market. There are many tricks calling for shorter and longer 
ropes, and for metal hondas, but the beginner’s rope shbuld be as specified 
above. 

The Flat Spin 

Club, Camp, Playground, Gymnasium Late Elementary School to Adults 

The flat spin consists of spinning a spiall noose in front of the roper, 
parallel to the ground and near to it. It is perhaps the easiest spin to learn 
and is the foundation for many more difficult tricks. 
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Using a twenty-foot spinning rope, arrange the noose as in A, Figure 16. 
Note that the noose is small—the approximate size can be estimated by 
studying the relative sizes of the noose and the roper in the picture. Note 
that the end of the rope extends well beyond the left hand. 

Holding the rope as illustrated, throw the noose over with the right 
hand with a right to left motion, letting go of it with the left hand but 
not with the right. Allow it to drop to the ground. Do this several 
times without attempting to spin. 

Now, lay the rope over as before, and as you do so, give it a circular 




Figure 16. 


spin with the right hand from right to left, and let go of the noose, keeping 
hold of the spoke only. Keep it spinning with the spoke, as in B. 

Remember that it will not spin unless you give the noose the initial 
circular motion before you let it go. It is as if a bicycle were lying on 
the ground and you attempted to take hold of a tire and spin the wheel— 
your hand would make a circular motion. When you throw the noose 
over, give it this same circular spin, being careful not to let go too soon. 
Having released it, keep it going, by spinning it with the end held in the 
hand. 

Do not use much muscle—the- spinning is all done with the wrist. To 
use the arm strenuously would break the spin. Do not jerk the rope, but 
try to spin it gently and evenly. Roping is rhythm,, and if you change 
the rhythm, the change must be made gradually. :. 
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To make the spinning noose larger, let out rope gradually. This is done 
by opening 1 -the right hand and letting an inch or two of rope slip out 
each time the noose spins around. 8 


The Wedding Ring 


Playground, Club, Camp Late Elementary School to Adults 

To perform the wedding ring or body spin, arrange the rope as in A, 
Figure 17. Note that the honda rests near the ground—it is important 
that the spoke or end of the rope be about this length. The end of the 
rope is in the right hand—the left hand merely holds the noose open. 
Keeping the left hand at the same level that it is on the start, throw the 
rope up and down over the head with the right hand, as illustrated in B. 



Let it drop to the level of the waist, then give it a hard spin with both 
hands in a circular motion around the body from right to left. Let go of 
the noose, raise the right hand over the head, and keep it going, as in C. 

Do not hurry and do not use much strength. The rope is spun with 
a wrist and not an arm motion. The rhythm of the spinning noose should 
be kept constant, and if changed, the change must be made very gradually. 

The wedding ring is the foundation for many other tricks in roping and 
once it is mastered, the way is open to more difficult and spectacular tricks.* 

Rope-Spinning Contest 

Playground, Club, Camp Late Elementary School to Adults 

The rope-spinning contests are possible only when the contestants are 
able to do several tricks. Prepare a list of tricks sych as -the following, 

8 For detailed descriptions of this and other rope spinxung tridb, see Bernard 
S. Mason, How to Spin a Rope. New York: Boy Scoots of America, 1930. 

* B. S. Mason, How to Spin a Rope. New York: Boy Scouts of America, 1930. 
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each contestant being required to perform as many as he is able, and 
then to perform any additional tricks that he can: 7 


Wedding Ring 
Hand Shaking 
Juggle 

Jumping over Spoke 

Hand Shaking around One Leg 

Hand Shaking around Alternate Legs 


Flat Spin 
In and Out 
Up and Over 
Skip 
Butterfly 
Ocean Wave 


The judges judge on the basis of number of tricks performed, smooth¬ 
ness, grace, and rhythm. 


MODEL-AIRPLANE AND BALLOON-FLYING EVENTS 

The following activities are built upon the use of model airplanes and 
the flying of toy balloons. 


Model-Airplane Endurance-Flight Contest 

Playground, Club Late Elementary to Senior High School 

In this event, model airplanes, made by the contestants, are flown with 
the object of determining w\iich plane will stay in the air the longest. 

The contestants should be divided into classes, such as juniors from 
ten to fourteen years of age, and seniors from fifteen to twenty-one years 
of age. While the airplanes may be of any model, separate events should 
be staged for each type, such as the Stick Tractor Contest, the R.O.G. 
Stick Tractor Contest, and the Commercial Plane Contest. 

Specifications for Planes. —All planes must be made by the contestants 
entering them. The Extension Department of the Milwaukee Public 
Schools, as quoted by the National Recreation Association, 8 lays down the 
following specifications for contest planes: 

Commercial. Maximum wing spread 21"—must be proportioned to the 
‘Wakefield Formula* as follows: 

(Fuselage length) 1 = minimum area of maximum section of fuselage 
10 

Example: (20")* = 4 sq. in. or a fuselage 2 in. square (or its equal) through 
10 the largest section. 

Models must rise off of the floor. 

Models must be rubber powered only and rubber may be fully enclosed or 
an opening of 2 sq. in. may be allowed for access to rubber. (Pusher type 
allowed.) 

7 These tricks are explained in detail in Bernard S. Mason, How to Spin a 
Rope. New York; Boy Scouts of America, 1930. 

* See National Recreation Association: 88 >Successful flay Activities, p. 59. 
Copyright, 1933. By permission of National Recreation As$ociation,publishcrs. 
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“Stic\ Tractor. Any design; rubber powered; length of motor stick not to 
exceed 15" {length to be considered from thrust bearing ‘‘head” to rear hook). 
Tail boom allowed. Model to be hand launched. 

"R . O. G. Stic\ Tractor. Any design; rubber powered; must have landing 
gear with wheels. Length of motor stick not more than 15" (length to be con¬ 
sidered from thrust bearing head to rear hook). Model must rise off of floor. 
Tail boom allowed. 

" Exhibition. Any scale model may be entered. Card must accompany each 
plane, stating the name of the model and scale of reduction. Clubs must enter 
three or more models,” 

Trials. —Each contestant may have three official trials in each event in 
each class in which he is entered. Each contestant may have three planes 
of each class for the three trials. 

All hand-launched planes must be launched not higher than six feet from 
the ground. 

Timing. —The time is recorded from the instant the referee gives the 
signal, or the instant the plane leaves the floor or the hand, and ends when 
the plane, contacts the floor or strikes an obstruction and remains there 
for more than three seconds. 

Scoring. —The best time made by a contestant in his three trials is cred¬ 
ited to him. The contestant wins the event whose plane remains in the air 
the longest. 

Officials. —The referee observes the launching of the planes, signals the 
timers at the start of a flight, and enforces the rules. 

The three timers record the time of each flight and report it to the 
clerk. 

The cler\ checks the entries and records the records of flights. 

The inspector inspects all planes to see if they conform to regulations. 

Glider Contest 

Playground, Club Late Elementary to Senior High School 

A glider is a heavier-than-air craft that has no inherent power to move 
but is dependent upon air currents. The contestants launch the gliders 
from hand, not over six feet above the ground, using no slings or accessories 
of any kind to give them momentum. The time is recorded from the time 
the glider leaves the hand, and the glider wins that stays in the air the 
longest provided the flight terminates at least twenty feet from the starting 
point 

Model-Airplane Construction Contest 

Playground, School, Club Junior and Senior High Schools 

The classes of contestants and types of planes are the same as stated 
in the Model-Airplane Endurance-Flight Contest. All planes must be made 
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entirely by the contestants entering them. The workmanship of the planes 
is judged by two or three expert judges on the basis of ioo as follows: 
fuselage, 20; wings, 20; tails, 15; landing gear, 15; color, 10; general neat¬ 
ness, 20. 

Balloon-Sailing Race 

Playground, Picnic Elementary and Junior High School 

For a colorful event for a special playground celebration, or for a large 
picnic or fiesta, this event is unexcelled in the interest the children take in 
it. It should be publicized for several days in advance. 

Give each contestant a large gas-filled toy balloon to which a brightly 
colored sealed envelope is attached. Hydrogen should be used to fill the 
balloons. On the envelope is printed “Finder—Please Open.” In the en¬ 
velope is inserted a stamped postcard addressed to the playground director. 
The card explains to the finder that the balloon is entered in a contest 
and asks him to write on the card the location where it was picked up and 
mail it. 

Each card contains a number and when the balloon is given to the 
player his name and ballooi#number are recorded. At the signal all release 
their balloons. Allow two weeks to elapse and then award a small prize 
to the player whose balloon was reported as being picked up at the greatest 
distance from the playground. 

Interest in this contest will extend over a two- or three-weeks period. 
Balloons frequently float for great distances, being carried by the wind. 
Large toy balloons often stay in the air several days when filled with 
hydrogen. It is said to be on record that a toy balloon floated from England 
to America. 


MODEL-BOAT EVENTS 

These contests involve the use of model sailboats and model motor- 
boats. 


Model-Sailboat Race 

Playground, Club, Summer Camp Late Elementary School to Adults 
Young children enjoy sailing model boats very much. Competitive 
races with model sailboats, however, are events which also appeal strongly 
to older children and even adults, provided the sailboats are made by the 
entrants themselves. Any style or size of model sailboat may be entered 
provided the contestant made it himself. 

The contestants line up on the starting line in shallow water and on the 
signal release their boats and allow them to take wind. The boat wins 
that first crosses the finish line. - 
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Sailboat Construction Contest 

Playground, School, Club, Camp Junior High School to Adults 

No boat may be entered unless it has been constructed entirely by the 
contestant. The following events are suggested: 

Best Constructed Boat .—Judged tor design, construction, and workmanship. 
Action in the water is not included. 

Best Show Boat .—Judged for attractiveness of decorations and design. 

Best Sailing Boat .—Judged for speed and action in the water. 

Largest Boat. 

Smallest Boat. 

Model-Motorboat Contest 

Playground, Club, Summer Camp Junior High School to Adults 

The conditions are the same as in the Model-Sailboat Contest. The 
boats must be constructed by the contestants entering them. They must 
move under their own power. The event should take place on calm water 
and the distance should be short enough to be within the capacity of the 
type of boats used. The boat finishing first wins. 

BOOMERANG THROWING 

The methods of making and throwing boomerangs are described in 
Chapter IV, “Throwing and Catching Contests,” pages 54-59. 



CHAPTER VII 


PUSHING, PULLING, \AND PUTTING 
CONTESTS 

PUSHING AND PULLING CONTESTS 

Chinning 

{Pull-Up) 

Playground, Gymnasium Late Elementary School to College 

A HORIZONTAL bar is needed for this event. An acceptable substi¬ 
tute may be found in the rungs of a ladder which is set at an angle 
against a building. The bar must be high enough so that the contestants’ 
feet clear the floor. 

The contestant begins $th his hands on the bar, palms forward and 
thumbs under the bar. Then, with his arms straightened at full length, he 
pulls himself up without a kick, snap, jerk, or swing, until his chin touches 
the bar. Lowering himself again until his arms are straight, he repeats 
the pull-up, and continues until forced to stop. He is credited with one 
point for each time his chin touches the bar. 

Push-Up 

Playground, Gymnasium Late Elementary School to Adults 

The contestant lies on the floor, face downward, hands open and placed 
close to the shoulders. He straightens his arms supporting his weight on 
hands and toes with back stiff, and then lowers his body again until his 
chin and only his chin touches the floor. He continues as long as possible, 
each push-up counting one point. Touching the floor with any part of 
the body except the chin, hands, and toes, or failure to straighten the arms 
or keep the back stiff, or failure to touch the chin, are fouls and the 
push-up does not count. 

Sit-Up 

Gymnasium Late Elementary to Senior High School 

The contestant lies on his back, head resting on the floor, feet together, 
arms extended with palms of hands resting on the thighs. He raises the ' 
trunk of his body to a sitting position, keeping his heels on the flow, knees 
and elbows straight, sliding his hands down his legs: Having reached 
sitting positionhe immediately lies down.and when his head touches. 

n 
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the floor he at once raises the trunk again. He continues until forced to 
stop* Each* erect position counts one point. 

Chinese Pull-Up 

Playground, Gymnasium, Club Late Elementary to Senior High School 

Two opponents sit on the floor facing each other and with soles of 
feet touching. A three-foot stick such as a broom handle is needed. Both 
grasp the stick with both hands. At the signal each tries to pull the other 
off the floor or make him break his hold, using a straight and steady pull. 

Badger Pull 

Playground, Gymnasium, Club Elementary and Junior High Schools 

Draw a line on the ground about three feet long. Tie two towels to¬ 
gether at both ends, forming a collar. The opponents kneel either side of 
the line facing each other. The collar is placed behind their necks and 
they back up until the collar is stretched tight and they are equidistant from 
the line. At the signal they attempt to pull each other entirely over the 
line. A player loses when (i) he is pulled over the line, (2) when he allows 
the collar *o slip off his head. 


Collar Pull 

Playground, Gymnasium, Club Elementary to Senior High School 

This is on the order of the Badger Pull, except the players are facing 
in opposite directions. A twelve-foot rope is needed, in each end of which 
a two-foot loop is tied with a knot that will not slip. The players kneel, 
facing opposite directions, and the rope is looped around the back of the 
neck and under the armpits. A towel may be placed across the back of 
the neck for protection from the rope. They move away until the rope 
is tight. Draw a line midway between them. At the signal they attempt 
to pull each other over the line. The knees may be raised or not. 

Variation. —Like the above except that the players take a hands-and- 
feet position and are not permitted to drop their knees to the floor. 

Tractor Pull 

Playground, Gymnasium, Club Elementary to Senior High School 

Two pairs compete at one time. One player of each pair is the horse 
and the other the rider. Draw a three-foof line on the floor. The two 
horses take positions on hands and knees, facing in opposite directions and 
with feet touching on the line. The riders mount the horses’ backs facing 
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in the same direction as the horses with legs wrapped around the horses' 
bodies. They reach back with both hands and grasp each other’s wrists with 
the wrist grip. At the signal each pair attempts to pull the other over the 
line. The pair wins that pulls the other pair across the line or that succeeds 
in dislodging the opposing rider. 

Leg Tug-of-War 

Playground, Gymnasium, Club Elementary to Senior High School 

A five-foot length of three-eighths-inch rope and two towels are needed. 
Two players compete at once. Wrap a towel around the right ankle of 
each of the contestants to prevent the rope from hurting and then tie one 
end of the rope tightly over the towel. The two players face in opposite 
directions and stretch the rope tight. Mark the ground under the middle 
of the rope. At the signal they pull. The one wins who first pulls his 
opponent over the line. 

Peg Pick-Up 

Playground, Gymnasium, Club Junior and Senior High Schools 

Tie the ends of a six-fi^t rope together. The two players take hold of 
the loop and stretch it tight. Four feet beyond each player place a hand¬ 
kerchief or a peg of wood on the ground. At the signal they pull, each 
trying to reach and pick up the handkerchief or peg. The player wins 
who picks up the object or causes the other to drop the rope. 

Four-Way Tug (Circular Tug-of-War) .—An endless rope is 
needed, large enough so that when it is spread out it is about five feet 
in diameter. Four men grasp the rope in one hand at different points 
and stretch it, thus stretching the rope into a square. Four feet beyond 
the reach of each player a handkerchief is placed on the ground. 

At the signal all pull in an effort to reach and pick up the handkerchief. 
The player picking up his handkerchief- first wins. 

Variation. —Use a slightly larger rope and have the players stand 
inside it. The rope is placed behind the neck and under the arms of each 
player. 

Three-Way Tug. —Same as the above with three players pulling. 

Squat-Tug 

Playground, Gymnasium, Club Elementary to Senior High School 

An eight-foot rope is needed. The two contestants squat in a full knee 
bend each holding one end of the rope with both hands. At the signal 
they try to cause each other to fall by pulling. The player wins who causes 
the other to fall and at the same time retains his own balance. 
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Partner Squat-Tug*—The second player of each pair squats behind 
the first andj holds him by the waist. 

Hopping Tug 

Playground, Gymnasium, Club Elementary and Junior High Schools 

The two contestants stand on one foot, each holding the end of a six- 
foot rope. By jerking, pulling, and maneuvering they try to upset each 
other. The one wins who causes the other to fall, drop the raised foot, 
or drop the rope. 

Pull Over 

Playground, Gymnasium, Club Elementary to Senior High School 

Establish two lines ten feet apart. The two contestants stand midway 
between the lines, back to back, and grasp each other’s wrists with a wrist 
grip. Each attempts to pull the other over the line. The player wins who 
first pulls the other completely over the line, 

BUTTING CONTESTS 
Soccer Head-Butt for Distance 

Football Field, Playground Junior High School to College 

This event is conducted best on a rugby football field. Standing behind 
the line, the contestant tosses the ball in the air and butts it with his head 
as far as possible. He may throw it as high as he chooses and run as far 
as he chooses, but must be behind the goal line when the ball is butted. 
The measuring is done as in the Baseball Throw for Distance. 

Speedball Head-Butt for Distance.—This is conducted like the 
Soccer Head-Butt for Distance, using a speedball or a socccer ball. 

Goat-Butting Race 

Playground, Gymnasium, Club Elementary to Senior High School 

A ball is needed for each contestant; volleyballs or soccer balls are prefer¬ 
able but basketballs or softballs may be used. Each contestant places his 
ball on the starting line and stands behind it. On the signal he bends over 
and butts the ball with his head toward the finish line. He follows the 
ball and continues butting it by diving at it or dropping to hands and knees 
and butting it. Hitting the ball with any part of the body but the head 
eliminates the player. The contestant wins whose ball crosses the finish line 
first; it is the ball which determines the winner, not the runner. A finish 
line should be drawn of sufficient width so" that all runners could cross 
it running abreast; the ball must be butted that it actually crosses this 
line and does not cross an imaginary extension of k at cither end. Dis* 
tances of thirty to fifty yards may be used. > 
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TRACK JldEETS <AND SPORT JldEETS 

Y EARS of use have standardized track and field meets both in respect 
to the events used and the methods of conducting the events. 

With the perfection of coaching technique in the major games such as 
Baseball, Basketball, and Football, a number of contests have been developed 
involving the elements of these games. Many of these have been described 
in the foregoing chapters on contests between individuals. They are valu¬ 
able as practice for the game from which they are derived and are inter¬ 
esting as events in themselves. 

Interesting meets may be staged with contests derived from any one of 
the major sports. These are not play days featuring a variety of games 
and play events, but are meets concentrating on contests derived from some 
particular major sport. Ajpumber of suggestions for such meets are pre¬ 
sented in this chapter together with the lists of events used in standard track 
and field meets. 

Regardless of the type of events used, the method of conducting the 
meet should follow in general that used in a regular track meet. 

Officials .—The number of officials necessary to conduct a meet varies 
according to the importance of the meet, the number of teams competing, 
and the events held. Dual meets do not require as many officials as the 
larger meets. The following list of officials is for a large track meet; in 
small meets, some of these may be eliminated or the duties combined: 

One Referee 
Four Inspectors 
One Clerk of the Course 
Five Assistant Clerks 
One Scorer 
One Announcer 

One Marshal and two Assistants 
One Surveyor 
' One Physician 

One Head Track Judge and other Judges (there should be twice as many 
Judges as places to score) 

Three Timers 
One Starter 

One Head Field Judge and eight other Field Judges or Measurers. 

No such array of officials is necessary in the novelty meets described 
later in this chapter. However, the following will usually be indispensable: 
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referee, starter, clerk, scorer, finish judges for the races, timers, and judges 
for the field ^events. It is often possible to combine the duties of the referee 
and starter, and of the clerk and scorer. 

The referee has general charge of the meet, enforces the rules, and de¬ 
cides all questions regarding the conduct of the meet. 

The clerk of the course holds the names of the competitors and assigns 
them to heats and gives them positions on the track according to the draw¬ 
ings. He sees that all contestants are in position before the time for their 
event to start. 

The starter has control of the runners at the starting mark and gives 
the starting commands and signals. He is the judge as to whether any 
competitor goes over his mark too soon. He recalls the competitors in case 
of an unfair start. He signals with a pistol shot the beginning of the last 
lap in the distance runs. 

The judges of the finish record the place winners in the races. Each 
judge is assigned the place he is to pick. One judge picks the first-place 
winner, one the second-place winner, and so on. One more place winner 
should be picked than the number to score. In large track meets, two 
judges are assigned to pick each place winner. 

The timekeepers are equipped with stop-watches. They start the watches 
at the flash of the pistol and stop them when the first runner reaches the 
finish. If two watches agree and the third disagrees, the time marked 
by the two is accepted. If all disagree, the time marked by the watch 
giving the middle time is accepted. 

The head field judge sees that the field events start and continue without 
delay. The other judges measure, judge, and record each trial of each com¬ 
petitor in all events in which the record is one of distance or height. 

Scoring .—In meets where two places are counted, first place scores five 
and second place three. When three places are counted, the scoring is five, 
three, and one. When four places are counted, it is five, three, two, and 
one. When five places are counted, it is five, four, three, two, and one. 
When six places are counted, it is ten, eight, six, four, two, and one. 

In case two or more competitors tie in an event, the points are divided 
equally between the competitors, and the prizes are awarded by lot. 

Track and Field Meets 

Running Trac\, Playground Junior High School to Adults 

The following are the events commonly used for interscholastic and in¬ 
tercollegiate track and field meets, in the order in which they are usually 
scheduled: 

Interscholastic Meets * 

1. 2:00 p.m. 120-Yard Hurdles fshot Put 

2. 2:15 p.m. 100-Yard Dash * jPole Vault 

3. 2:25 *4*. t Mile Run 
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4. 2:40 P.M. 

5. 2:55 P.M. 

6. 3:10 P.M. 

7. 3:25 P.M. 

8. 3:35 P.M. 

9. 3:45 P.M. 


1. 2:30 P.M. 

2 . 2:40 P.M. 

3. 2:50 P.M. 

4. 3*.00 P.M. 

5. 3HO P.M. 

6. 3:20 P.M. 

7. 3:30 P.M. 

8. 3:45 P.M. 

9. 3:55 P.M. 


Half-Mile Relay 
440-Yard Dash 
220-Yard Hurdles 
880-Yard Run 
220-Yard Dash 
1 Mile Relay 


2:30 P.M. 


Discus 
High Jump 


3:00 P.M. 


Javelin 
Broad Jump 


Intercollegiate Meets 


1 Mile Run 
440-Yard Run 
100-Yard Dash 

120-Yard Hurdles 
880-Yard Run 
220-Yard Run 

2 Mile Run 
220-Yard Hurdles 
1 Mile Relay 


2:30 P.M. 


Pole Vault 
High Jump 
Shot Put 
Javelin 


3:10 P.M. 


Discus 
Broad Jump 
Hammer 


Baseball Meet 

Baseball Diamond * Junior High School to College 

A baseball “track and field meet” is excellent as a novelty meet for play¬ 
ground and summer-camp use. It also adds much color as a preliminary 
to a baseball game. Professional baseball teams frequently use it as an 
added attraction, staging it during the intermission between double- 
headers. 

The following events, described in the foregoing chapters, constitute 
an interesting program: 

1. Fielder’s Throw to Home Base. 4. Catcher’s Throw to Second Base. 

2. Fungo Hit for Accuracy. 5. Run to First Base (Bat and Run). 

3. Base-Running Contest. 

In professional baseball circles the last event is frequently eliminated in 
favor of a regulation one-hundred-yard dash. 


Basketball Meet 

Basketball Court Junior High School to College 

A meet involving basketball skills makes an interesting competition for 
gymnasium and playground. The following program of events described 
in preceding chapters may be used: 

1. Foul Shoot. 4* Accuracy Pass. 

2. Shooting Against Time. 5. Basketball Twenty-One. 

3. Long Shots. 
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One of the dribbling relays described in Chapter XVI, “Throwing 
Relays,” may be added if the program needs it. 

Football Meet 

Football Field Junior High School to College 

A meet involving rugby football skills may consist of the following 
events, described in foregoing chapters: 

i. Punt for Distance. 5. Forward Pass for Distance. 

2* Forward Pass for Accuracy. 6. Drop-Kick for Accuracy. 

3. Drop-Kick for Distance. 7. Place-Kick for Distance. 

4. Place-Kick for Accuracy. 8. Football Center-Pass for Accuracy. 

Soccer Meet 

Rugby Football Field, Playground Junior High School to College 

Soccer players enjoy an occasional meet involving the various types of 
soccer skills. A program may be made up of the following events, all of 
which are described in preceding chapters. 

1. Punt for Distance. 4. Head-Butt for Distance. 

2. Throw-in for Distance. 5. Place-Kick for Distance. 

3. Goal-Kick for Accuracy. 

Other events may be added involving dribbling, corner-kicking, and 
bounce kicking. 

Speedball Meet 

Rugby Football Field, Playground Senior High School to College 

The following events may be used in a Speedball meet. They are all 
described in the preceding chapters. 

1. Punt for Distance. 5. Head-Butt for Distance. 

2. Drop-Kick for Accuracy. 6. Drop-Kick for Distance. 

3. Place-Kick for Distance. 7. Kick and Catch. 

4. Throw for Distance. 8. Overhead Dribble for Distance. 

Golf Meet 

Golf Course Junior High School to Adults 

An interesting meet for a playground or a golf club can be developed 
using contests in golf skills. Expert golfers enjoy this type of competition 
and even inexperienced players and children on the playground participate 
in them with enthusiasm. The program may include the following: 

1. Approach for Accuracy. 4. Clock Golf* 

2. Golf Putting. 5. Golf Target I&ard) Putting. 1 

3. Drive for Distance. '* 

1 Described in Social Games for Recreation . 
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Field-Hockey Meet 

Hockey Field Junior High School to College 

The following hockey events may be used in a hockey meet: 

1. Hockey Dribbling Race. 5. Hockey Drive for Distance. 

2. Hockey Obstacle Race. 6. Zigzag Hockey-Driving Relay. 

3. Hockey Drive for Accuracy. 7. Hockey-Driving Shuttle Relay. 

4. Hit the Can. 8. Hockey Golf. 


Tennis-Type Events for Meets 

Tennis Court, Gymnasium, Playground Elementary School to Adults 
Games of the tennis type do not lend themselves to contests involving 
their skills as readily as the other types of games. There is, therefore, less 
opportunity to build an interesting program featuring these skills ex¬ 
clusively. The following events may be included in the other meets 
described above: 

Tennis Serve for Accuracy Volleyball Serve for Accuracy 

Tennis Stroke for Accuracy 

y 

Novelty Track and Field Meet 

Playground, Gymnasium, Club, Camp 

Late Elementary and Junior High Schools 
An occasional “track and field” meet made up of novelty events is an 
excellent feature. There are enough events described in the preceding 
chapters to make up different programs for dozens of such meets . The 
following example of a program serves to illustrate the type of events to use. 
Events such as these which will meet the needs of all types of groups 
will be found in the foregoing chapters. 


Running Races 
Backward Race 
Broom-Riding Race 
Siamese-Twins Race 
Three-Legged Race 
Barrel-Obstacle Race 
Jumps 

Standing Backward Broad Jump 
Seven Standing Broad Jumps 


Throws 

Basketball Throw and Catch 
Broomstick Throw for Distance 

Bicycle Races 
Bicycle Speed Race 
Bicycle Slow Race 
Bicycle Plank Race 



CHAPTER IX 


CONTESTS RESEMBLING QAMES 

I T will be recalled that a contest is a fair camparison of abilities—there 
is no interference by one’s opponents; the conditions are fixed and situ¬ 
ations do not arise calling for choice or strategy. In a game, on the 
other hand, there is constant interference by one’s opponents, the situation 
is constantly changing, and is constantly calling for strategy and choice. 

The events described in this chapter, although commonly thought of as 
games, are essentially contests. The elements of games, however, do appear 
in them to a limited degree. 

These events are classified according to the prominence of the game 
element: (x) contests in which the game element is minor; (2) contests 
in which the game element is prominent. 


CONTESTS IN WHICH THE GAME ELEMENT IS MINOfc. 

The events in this section come very close to being pure contests. There 
is no opportunity for interference by one’s opponents, but varied situations 
do arise which call for choice. These varied situations are created by the 
contestant himself, rather than by his opponents, but nevertheless he must 
make the choice, and since the changing conditions do arise, the events 
are scarcely comparable to a pure contest, such as the Broad Jump, in which 
the entire situation is fixed beforehand and the contestant knows exactly 
what it is. 

An example is found in Bowling. One’s opponents cannot interfere 
with him and he is free to bowl the balls as best he can. However, if 
he knocks down seven pins, and three scattered pins remain standing, he 
must decide between the various possibilities in rolling his next ball to 
knock down all or as many pins as possible. The situation is different 
than if six or five pin? had been knocked down. 

In such an event as Mumblety-Peg, the contest element seems predomi¬ 
nant, but when one considers the wide variety of situations which the 
rules create, all of which must be met in ord|er, the event takes on somewhat 
of the aspect of a game, and certainly the event could scarcely be classified 
with the contests of the throwing type. 
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Bowling 

Bowling Alleys Junior High School to Adults 

Bowling takes place on specially constructed, smooth, wooden alleys. 
The play consists of rolling the bowling balls down the alley with the 
object of knocking over ten wooden pins standing at the farther end. 

Equipment ,—The alleys are forty-one to forty-two inches wide and meas¬ 
ure sixty feet from the foul line to the number-one pin. Official bowling 
pins are used measuring fifteen inches in height. Balls must not exceed 
twenty-seven inches in circumference nor sixteen pounds in weight. 

The Play ,—The bowler stands any distance he chooses behind the foul 
line, takes any number of steps he chooses, and rolls the ball. If his foot 
or any part of his body comes in contact with the alleys beyond the foul 
line the ball is declared foul. This counts as a ball bowled by the player 
but no score is made by it and all pins knocked down are immediately 
replaced. The players take turns, each being allowed to bowl two balls 
unless he knocks down all the pins with one. 

Scoring ,—One score is made for each pin knocked down, and an addi¬ 
tional score is given as fojjows: 

If all the pins are knocked down by the first ball, it is called a “strike,” 
and the score made with the first two balls in the next turn is added to 
the first score as well as being counted in the second. If all the pins are 
knocked down with the first two balls, it is called a “spare,” and the score 
made with the first ball of the next turn is added to the preceding turn as 
well as being counted in its own place. Each player begins each turn with 
his pins all up and the alley clear of balls. Ten rounds make a “frame.” 
If in a certain frame player A.B. scored in his ten rounds 6, strike, spare, 
7, spare, 6, strike, spare, 9, and 8, while his opponent, C.D., scored 9, 8. 
strike, spare, 8, strike, spare, spare, 4, and 7, the scoreboard would be filled 
out as follows. It will be noticed that only the totals are entered, so that 
the score written in each space is the total score up to that time. X means 
a strike; /, a spare. A spare in the tenth round gives a player another 
throw; a strike, two more throws. 




X 

/ 


/ 


X 

/ 


A.B. 

6 

26 

43 

50 

66 

72 

92 

III 

120 128 




X 

/ 


X 

/ 

/ 


C.D. 

9 

17 

37 

55 

63 

83 

100 

114 

n8 125 


Team Form. —In team bowling, teams usually consist of five bowler^ 
but may consist of any number agreed upon. Competing teams bowl on 
adjoining alleys, one team to an alley, alternating alleys after each frame. 
The players of each team take turns in bowling and the team score is arrived 
at by adding the individual scores of its members. 
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There-are two methods of determining match winners: (i) the team 
wins that Wins two out of three games, or three out of five games; (2) 
the scores of the three (or five) games are added and the team wins that 
has the highest total score. 

Duck Pins 

Bowling Alleys Junior and Senior High Schools 

The Duck-Pins game is very similar to Bowling. The pins are much 
smaller, nine inches in height, and the balls must not exceed four-and- 
one-half inches in diameter. 

Each player rolls three balls in each frame and two frames at a time. 
A line is drawn ten feet beyond the regular foul line and any ball delivered 
beyond this line is declared foul. 

The scoring follows the method used in regular Bowling. If the bowler 
knocks down all ten pins with his first ball, a strike is credited and he does 
not bowl his next two balls in that frame, but the score of the next two 
balls in the following frame or frames is added to the score for this frame, 
as in Bowling. If all pins are knocked down by the first two balls bowled, 
a spare is credited and the third ball is not bowled, but the score made 
by the first ball in the next frame is added to the score for this frame. 
If all three balls are bowled, the player is credited with the number of pins 
knocked down as his score for the frame. 

Tenpins 

Schoolroom, Home Elementary School 

Ten wooden pins nine inches high, resembling bowling pins in shape 
but very much smaller, are set up in the same formation used in setting 
bowling pins, with the apex toward the bowler. The pins in each row are 
ten inches apart—it is a great help to place chalk marks on the floor to 
indicate the positions of the pins. Twenty to forty feet away establish 
a foul line. The bowler stands behind this line and rolls a wooden ball or 
a softball at the pins. 

.. .The bowlers bowl in turn, each being entided to roll three balls each 
turn. If pins are still standing after the second bowl, the player rolls his 
third ball and is credited with the total number of pins knocked down by 
the three bowls. However, if all pins are knocked down by two bowls, 
he scores a spare and does not roll his third ball, but the pins knocked 
down by the first ball of the next frame are added to his score for this 
frame, as in Bowling. Likewise, if all pins are knocked down by his 
first ball, he is credited with a strike and does not bowl the other two 
balls, but the pins knocked down by the fi|st two balls of the next frame 
are added to the score of this frame. The method of scoring described 
under^Bowlkg ahptdd bejeead* //'■', ■ 
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Each turn constitutes a frame, and ten frames constitute a string. Three 
strings is a match. 

Ball Bowling.— Set up ten Indian clubs or sticks of wood of similar 
size in the arrangement used in placing bowling pins. Bowl at them with 
a basketball, volleyball, soccer ball, softball, or croquet ball. Score as in 
Bowling. 

A gym mat or an old rug thrown over a chair may be placed behind 
the pins for a back stop. 

Soccer Bowling 

Club, Picnic, Playground, Gymnasium Elementary School to Adults 

Using Indian clubs or sticks of wood of similar size for pins, kick a 
soccer ball at them. The procedure and scoring is as in Bowling. 

Skittles 

Club, PlaygroundCamp Elementary School to Adults 

Skittles is similar to Tenpins but a wooden disk is used instead of a 
ball. It has an advantage cyer Tenpins in that it does not require a smooth 
floor and can be played almost any place. 

Use regular tenpins or sticks of wood about nine inches high and two 
inches in diameter. The disks are four-and-one-half inches in diameter 
and about one-and-one-half inches thick. Three disks are needed for each 
player. 

Arrange the pins and play as in Tenpins. There are two methods of 
propelling the disks: they may be thrown at the pins with a flat toss as in 
Horseshoe Pitching, or one may slide them along the floor, 

Skiddles 

Playground , Camp Elementary School to Adults 

Skiddles is an outdoor game which is rapidly regaining a much-deserved 
popularity for camp and playground use. 

Five pins or round sticks are needed, four-and-one-half inches long and 
an inch-and-one-half to two inches thick. In addition; three throwing 
sticks are needed, fourteen inches long and two inches thick. Both of these 
types of sticks may be made from tree branches or saplings. 

Mark a throwing line, and sixty feet distant draw a thirty-inch square 
on the ground, placed cornerwise to the throwing line. Place a pin on 
each of the four corners of the square and the fifth pin in the center. The 
pin nearest the throwing line scores one point, the one to the right two 
points, the one to the left three points, and the farthest one four point*. 
Hie center pin scores ten points. 

The players take turns in throwing the throwing sticks, each throwing 
all tin’ee sticks each turn. Each scores the value of the pins he upsets.. 
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As traditionally played, the game is one-hundred points and if one goes 
over one hundred, he must start over. A better game results if this rule 
is eliminated, however, and the one declared the winner who first reaches 
one hundred or goes farthest beyond it when all have thrown an equal 
number of sticks. 

Tire Bowling 

Yard, Playground, Picnics Late Elementary to Adults 

This is an interesting form of bowling which uses discarded automobile 
tires in place of balls. For bowling pins, use quart milk bottles or sticks of 
wood fifteen inches high and three inches in diameter. Ten are needed, 
which are arranged on the ground as in Bowling. Establish a bowling 
line thirty feet distant. 

Each bowler bowls two tires each turn. The scoring is as in Bowling. 
If all are knocked over by one tire, it scores a strike; by two tires, a spare. 
If less than ten are knocked over by the two tires, the player scores one 
for each pin he upsets. 

The player with the highest score in ten frames or turns, wins. 
Tin-Can Bowling 

Yard, Playground Elementary School 

Six one-quart tin cans are needed. Punch holes in the bottom for 
drainage and sink them in the ground level with the surface in the v fol- 
lowing positions: sink one can in the center and then sink the remaining 
five in a circle around it, the circle having a radius of eighteen inches. 
About twenty feet distant establish a bowling line. Ordinary croquet balls 
are used. 

The players take turns, bowling two balls each turn. If a ball rolls into 
the center can five points are scored; the other cans score one point. 
Twenty-one points constitute the game. 

Arch Bowls 

Yard, Playground Late Elementary to Adults 

This contest uses the arches and balls of Croquet. Set up ten croquet 
arches side by side, just far enough apart to allow a ball to go between 
them easily. These arches are numbered from left to right, one to ten— 
actually numbering the arches is not necessary. Establish a bowling line 
parallel to the arches, at a distance of fifteen feet or more, the distance 
depending on the smoothness of the lawn and the skill of the players. 

Each player bowls one ball each turn, attempting to put it through each 
arch in order—the first arch must be made before the second, and so on. 
The player wins who first completes the sequence of the arches. 

Variation,— Use croquet mallets and strike the balk 
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Bowling on the Green 

(Lawn Bowls) 

Playground, Lawn Junior High School to Adults 

This is a form of play bearing a close resemblance to Curling. It is 
played on a smooth lawn called a bowling green surrounded on all sides 
by a six-inch trough. Wooden balls called “bowls” are used which are 
not round but have one side turned with a less curvature than the other. 
Each player has two of these bowls. A smaller ball, white in color, is 
called the “jack.” 

The first player bowls the jack out on the lawn as a mark for the 
bowling. The bowls are bowled at it in turn, and the score is counted as 
in Quoits by noting the nearness of the balls to the jack. The jack, as 
well as the other bowls may be moved by being hit by a bowl in play. 
This makes it more like a true game to that extent. Bowls which roll 
into the trough are out of play and do not count. 

The players bowl from a small rubber mat, and when a turn (called 
end) is completed, the mat is carried to the opposite end of the green, and 
the bowling is repeated from that end. 1 

* Bowl Spot-Ball 

Ijzwn, Playground Junior High School to Adults 

This is a variation of Bowling on the Green, which is excellent for 
home and playground use in that it uses any kind of balls that happen to 
be available and needs no other equipment. Croquet balls are ideal. One 
ball, known as the “spot ball,” should be painted white or marked in some 
way. Each player has one ball. Establish a foul line near one side of 
the lawn. 

The players draw lots for the privilege of rolling the spot ball. The 
winner stands behind the foul line and rolls the spot ball out on to the 
lawn, and then rolls his own ball attempting to make it come to rest as 
near the spot ball as possible. Each of the other players then roll their balls 
in turn. 

The score is counted according to the number of players; if there are 
four players the nearest ball scores four, the next three, and so on. If a 
player’s ball hits the spot ball and moves it, he does not score anything. 
If two or more balls are tied for distance the scores of the balls in question 
are added and averaged. 

On the second frame, the winner of the preceding frame rolls the spot 
ball and then his own ball. The others follow in the order of their scores 
in the preceding game. 

Fifty points constitute the game. 

1 Detailed rules may be found in Quoits and Horseshoe Pitching, Lawn 
Bowls and Boccie , a handbook of die Spalding Athletic Library. 
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Bowling Contests in Social Games for Recreation 

<Solf Tee Tenpins, Swing Ball Tenpins. 

Mumblety-Peg 

Lawn, Playground Elementary and Junior High Schools 

Mumblety-Peg is an old pastime, consisting of tossing a pocket-knife 
from various positions so that the blade will stick in the ground. 

Equipment .—While any pocket knife may be used, the Boy-Scout knife 
is official for tournament play. The leather punch which this type of 
knife carries is used instead of the blade—this reduces the danger of 
players cutting themselves. 

Matches .—A match consists of three long games or seven short games. 
The best two out of three long games or four out of seven short games 
determines the winner. 

Playing Rules .—Players may either sit or kneel on the ground. All 
throws are made with the right hand unless otherwise specified below. 
The knife when thrown must stick in the ground so that the referee can 
place at least two fingers between the ground and the handle of the knife. 

Each contestant performs the following series of stunts in order. The 
long game is for boys and the short game for girls. 

The following series of stunts is that considered as official by the Na¬ 
tional Recreation Association. 

Penknife Rules (Long Game): 

Front .—Knife on palm of right hand with blade toward finger tips, toss knife 
upward and inward causing blade to stick in ground. 

Bac \.—Place knife on back of right hand and toss as for front. 

Punch .—Make a fist with right hand. Place knife handle across the finger¬ 
nails with blade toward thumb; twist hand quickly toward the left sticking blade 
into the ground. 

Snaps .—Hold blade between thumb and forefinger of left hand with handle 
pointing toward the right. Strike the handle downward sharply with right 
hand, causing blade to stick into the ground. 

Seven Pennies .—Hold blade between thumb and first finger of right hand 
with handle away from contestant and snap knife away from tosser, sticking it 
into the ground. This must be done seven times in succession. 

Around the Horn .—Hold blade of knife between the index finger and thumb 
of right hand, as for Pennies, and swing the knife, with handle toward the 
ground, around the head from left to right; then snap away from tosser as in 
Seven Pennies. 

Shave the Peg.—Place blade between the first and second fingers and hold 
with thumb, have handle pointing away from body and ppffit of blade toward 
person tossing; snap knife away from tosser. 

Cut Left .*—Hold knife as for Pennies and snap downward across left arm 
strikingleft wrist the right 
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Cut Right. —Opposite to Cut Left. 

Headings. —Same as for Seven Pennies except the handle of knife is touched 
against the forehead before snapping. 

Chinnings. —Same as Headings except that chin is touched with handle. 

Snaps. —See Rule 4; must be done three times in succession. 

Drop In and Pull Out. —Hold knife handle between thumb and forefinger 
of right hand and drop the knife through a hole made by touching the tips of 
the forefinger and thumb of the left hand. After blade sticks in ground, pull 
knife back through the hole by the blade with the handle touching ground and 
the index finger and thumb holding blade; snap as in Seven Pennies. 

Shave the Barber. —Hold left hand with palm in and little finger toward the 
ground. Place knife flat against the palm of left hand with cutting edge toward 
tosser and handle toward the ground. With the fingers of the right hand pull 
blade of knife toward the contestant, giving a downward snap. 

Lady Dives. —Hold right hand vertical with back of it toward the players; 
place point of knife against the heel of the hand and the handle against the finger¬ 
tips; push upward and forward, giving a loop effect to the knife. 

Pinwheel. —With the handle at right angles to the right hand and the arm 
at right angles to the body, hold the point of the blade loosely between thumb and 
first finger; flip the knife toward the left with a downward push of the thumb. 

Kic\ ’Em Out .—Place hAdle of knife flat on palm of left hand with the 
blade protruding over the liSle finger side; strike blade downward with right 
hand. 

Cop’s Club:-— Hold knife as for Seven Pennies, but flip toward tosser. Im¬ 
mediately strike upward with same hand causing knife to spin in opposite 
direction. 

Tony Chestnut. —Starting at toe place point of blade on end of shoe and snap 
away from player. Repeat same at knee, again at the chest, and then from front 
part of the head. The toe may be elevated and the point of the knife may be 
placed against thumb when snapping from chest. 

Fingers .—Same as Pennies except that the blade is held between the thumb 
and each finger consecutively and two snaps are made with the first finger and 
thumb and one with the second, third and little fingers. 

Johnny Jump the Fence .—Stick knife into ground at an angle and about one 
foot away place left hand with palm toward the knife and little finger touching 
the ground; with the right hand strike the knife up and forward, causing it to 
go over the left hand or fence and stick into the ground. 

0 - 1 /-T Period. —Place point of knife on left wrist and with right thumb and 
forefinger on top of knife snap to ground; at the same time say “O,” repeat at 
elbow and say "U,” repeat at shoulder and say "T.” Make a fist as in “Punch” 
and place knife along finger-nails with blade toward little finger side; twist 
wrist inward quickly and say "period.” These last four stunts must be performed 
consecutively in order to complete the game. 

Penknife Rules (Short Game) : 

Fro##.—Same as Long Game . 

Baefy —Same &£ Long Game. 

Same as Long Game. " * < 
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Rabbits Ears .—Extend index and little fingers; hold the second and third 
fingers closed, with thumb; rest knife on extended fingers with blade toward 
thumb side; stick knife into ground with inward twist of wrist. 

Snaps. — Same as Long Game. 

Five Pennies. —Same as Long Game except five flips are made in succession 
instead of seven. 

Slice the Ham. —With the left palm toward the player place point of knife 
against the thick of the hand near the little finger side, handle of knife toward 
the thumb side of hand. With right forefinger and thumb end of the handle pull 
the knife toward the contestant. 

Lady Dives. — Same as Long Game. 

Shave the Peg. — Same as Long Game. 

Cut Right. —Same as Long Game. 

Cut Left .— Same as Long Game. 

O-U-T Period .— Same as Long Game . 2 

Mumblety-Peg Baseball 3 

Playground, Home Elementary and Junior High Schools 

Equipment .—While the giound may be used for the playing surface it 
is much better to use a soft wood board. 

Any pocket knife may be used but a knife of the size and shape of a 
Scout knife is recommended. Open the large blade of the knife half way 
and the small blade to its full extent. 

Players. —The contest is best played between two players. If more, each 
plays independently and keeps his own score. 

Length of Contest. — A certain number of innings may be agreed upon. 
Each player plays until he makes three outs before the next player plays. 
Or eleven or twenty-one points may be agreed upon as the limit. In this 
case each player makes one out and then the next player plays. 

Rules. —The large blade of the knife, which is open half way, is stuck 
in the surface so that the tip of the small blade, open to its full extent, rests 
on the surface. The player then places a finger under the handle of the 
knife near its end and lifts it so that the knife flips end over end. 

The result of each play is determined by the position of the knife when 
it rests: 

Home run: small blade sticking in the surface. 

Three-base hit: large blade sticking in the surface. 

Two-base hit: both blades sticking in the surface. 

One-base hit: large blade sticking in with small blade resting on surface. 

2 From National Recreation Association, 88 Successful Play Activities, p. 23 ft. 
Copyright, 1933. By permission of National Recreation Association, publishers. 

8 The idea for this contest was taken from Rational Recreation Association 
88 Successful Play Activities, p. 26. Copyright, 1933. By permission of National 
Recreation Association, publishers. 
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Strike: knife resting on back of handle. 

Out: knife resting on side of handle, or three strikes. 

Men on bases advance only the number of bases scored on succeeding plays. 

Jackstones 

Playground, Yard Late Elementary School to Adults 

Jackstones is an ancient contest played with small stones. It develops 
dexterity, accurate judgment of space and distance, and calls for consid¬ 
erable coordination of hand and sight. 

Equipment .—Six jacks and one ball are needed. The jacks are three 
quarters of an inch in diameter. Modern metal jacks have replaced the 
stones of the ancient game. The ball is about the size of a golf ball and 
made of semi-hard rubber. 

Any smooth level surface may be used for the playing area. 

Order of Playing .—The players take turns in competing. The order of 
playing is determined by the lag. To lag, the players toe a pitching line 
and throw a jack to the lag line ten feet distant. The player whose jack 
comes closest to the line, on either side of it, wins the right to lead. The 
others follow in the order t^at their jacks come nearest to the lag line. 

The Game. —The winner is the player who goes through the following 
series with the fewest misses: 

1. Baby Game, played through sixes. 

2. Downs and Ups. 

3. Eggs in the Basket, played through sixes. 

4. Crac\ the Eggs, played through sixes. 

5. Upcast, played through sixes. 

6. Downcast, played through sixes. 

7. Pigs in the Pen, played through sixes. 

8. Pigs Over the Fence, played through sixes. 

9. Sweeps, played through sixes. 

10. Scrubs, played through sixes. 

11. Double Bounce, played through sixes. 

12. Bounce, No Bounce. 

The following are the official rules adopted by the National Recrea¬ 
tion Association: 

1. Baby Game. —Toss the ball up, and while ball bounces once pick up jack 
or jacks, then catch the ball. This is all done with the right hand. After the 
ball is caught, jacks are transferred to the other hand. 

Ones. —Scatter all jacks upon the playing surface by a single movement of, 
the right hand. Toss the ball, pick up one jack and after ball has bounced once, 
catch the ball in the right hand. Transfer the jack to the left hand and proceed 
as before until all six jacks are in the left hand. 

Twos. —Jacks are picked up by twos; otherwise proceed as in ones. < „ 
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Threes.—Jacks are picked up by threes, in the same manner as before. 

Fours. —P|ck up four jacks and then two jacks, or vice versa, two jacks and 
then four jacks, depending upon the grouping on the playing surface. 

Fives. —Pick up one jack and take the remainder on the next play. Or if 
it is easier, the five jacks may be picked up first and then the one remaining jack. 

Sixes. —Pick up all jacks at one time. 

2. Downs and Ups.—All jacks and ball in right hand. Toss ball upward, 
lay down all jacks and catch ball in right hand. Throw ball up again, pick up all 
jacks and catch bail in right hand. 

3. Eggs in Basket.—Scatter jacks, toss ball, pick up one jack, right hand 
only used, and while ball bounces once, transfer jacks to the left hand, then catch 
ball with the right hand. When all jacks have been picked up and transferred 
to the left hand, the jacks are all put in the right hand and scattered again. Pro¬ 
ceed through twos, threes, fours, fives and sixes. 

4. Crack the Eggs.—Scatter jacks with right hand. Toss ball with right 
hand, and while ball bounces once, pick up one jack with right hand, crack it on 
the playing surface, and catch ball in right hand which is still holding the jack. 
Transfer the jack to the left hand and proceed as before until all jacks are picked 
up. Scatter again and proceed by twos. Scatter again and proceed by threes, etc., 
through sixes. 

5. Upcast.—Scatter jacks with right hand. Toss ball with right, pick up 
one jack with right hand and catch the ball in the right hand after it has bounced 
once, same as in Baby Game . Toss the ball up again with the right hand and 
while it bounces transfer the jack to the left hand, and then catch the ball in the 
right hand. Continue until all jacks are in the left hand. Scatter again from the 
right hand and proceed by twos, then threes, etc., through sixes. 

6. Downcast.—Scatter jacks with right hand. Toss bail with right hand, 
pick up one jack with right hand and catch the ball in the right hand after it has 
bounced once, same as in Baby Game. Bounce the ball downward and transfer 
the jack to the left hand, then catch the ball with the right hand. (This differs 
from Upcast in that the ball is started on the bounce by turning the palm of the 
hand toward the ground and then letting go of the ball.) Proceed through 
sixes. 

7. Pigs in the Pen.—Place left hand on the playing surface, finger tips and 
wrist touching the surface and forming the pen. Toss the ball upward and while 
it bounces once, pick up one jack with right hand and push it into the pen, then 
catch the ball in the right hand. Thumb and forefinger are lifted from the 
playing surface when jack is pushed in, but any jack or jacks left outside the 
thumb constitute a “miss.” Scatter again with the right hand and proceed as 
before, putting jacks into the pen by twos, then by threes, etc., through sixes. 

8. Pigs Over the Fence.—Place left hand at right angles to the playing 
area, little finger resting on the playing surface. This forms the wall or fence. 
Scatter the jacks, toss the ball upward with the right hand and pick up one jack 
with the right hand. While ball bounces once, place the jack on the far side 
of the left hand (over the fence). When all six jacks are fucked tipj re-scatter 
with the right hand and proceed by twos, then thiees, etc., through sixes. 

9. Sweeps.— Scatter jacks, toss bail and while ball bounces once, place fingers 
on one jack And without lifting it from the playing surface, sweep it across the 
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surface with the right hand until it is close to the body. Then pick it up and 
catch the ball with the same hand. Sweep all jacks singly, then re-scatter and 
proceed sweeping by twos, then by threes, etc., through sixes. 

10. Scrubs. —Scatter jacks, toss ball,, pick-up one jack and scrub it across the 
playing surface with a backward and forward movement. Keep jack in right 
hand and after ball has bounced once, catch the ball in the same hand. Transfer 
jack to the left hand and proceed until all six jacks have been “scrubbed.” Re¬ 
scatter and scrub by twos, and then threes, etc., through sixes. 

11. Double Bounce. —This is played the same as the Baby Game, but ball 
must bounce twice before it is caught. Play through sixes. 

12. Bounce, No Bounce. —Scatter jacks with right hand. Toss ball upward, 
pick up one jack while ball bounces once and catch the ball in the right hand. 
With jack still in right hand, toss the ball upward with the right hand, transfer 
the jack to the left hand and catch the ball in the right hand without allowing it 
to bounce . Continue until all jacks have been transferred to the left hand, then 
re-scatter and proceed by twos, threes, etc. 

Fouls or Misses .—The following are fouls: 

1. Using wrong hand to catch the ball. 

2. Failure to pick up the moper number of jacks required by ones, twos, etc., 
that’is, picking up three jac%$ while playing twos, or four jacks while playing 
fives, etc. 

3. Clothesburn. Allowing the ball or jacks to touch the body or clothing 
while catching the ball, except the hand used to catch the ball. 

4. Two hands. Catching the ball with both hands. 

5. Drop jack and drop ball. Failure to hold the ball or jacks until move¬ 
ment is completed. 

6. Touching any other jack while attempting to pick up a jack or group of 
jacks. 

7. Double grab. Trying twice for the same jack or group of jacks. 

8. Double bounce in any game except double bounce. 

9. Changing sitting or standing position after jacks have been scattered. 
Plays must be made from original position. 

10. Failure to begin a turn with the proper stunt. (This should always be 
the one on which the player missed on his last turn.) 

11. Failure to comply with the instructions for all games after the Baby Game. 
For instance, allowing only one bounce in the Double Bounce Game. 4 

Hop-Scotch 

Playground, Pavement Elementary and Junior High Schools 

Hop-Scotch is a very old contest, known to many countries with local 
variations. It requires very little space and the equipment costs nothing. 

Court. —The court is laid out on a smooth level cement surface. It is 

* National Recreation Association, 88 Successful Play Activities^ p. 20 ff. 
Copyright, 1933. By permission of National Recreation Association, publishers,; 
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an inch w^de. The lines may be 



Figure 18. 


no error has been made, proceed to 


dth lines approximately five-eighths of 
chalked or painted, and should be of 
uniform width. 

Puc \.—The puck may be of any 
material and of any dimensions pro¬ 
vided it does not exceed three-and-one- 
half inches in length, width, or other 
dimensions. The players usually pro¬ 
vide their own. 

Object .—The object is to perform 
the stunts listed below in the fewest 
trials. The play consists of tossing the 
puck into the areas of the court, follow¬ 
ing a definite order or progression. 
The puck is then retrieved by kicking 
it beyond the baseline, while perform¬ 
ing a series of hops, jumps, or steps. 

Starting Position .—The contestants 
stand on one foot in hopping position 
behind the baseline of the court, hold¬ 
ing the puck in one hand. 

Stunts —The following stunts are 
taken from the official rules as adopted 
by the National Recreation Association: 

Stunt No. i. 

a. Toss or drop puck into square 
No. i. 

b. Hop into square No. i. 

c. Take any number of hops in square 
without touching any line with hopping 
foot or any other part of body before, dur* 
ing or after touching puck in square with 
hopping foot only. 

d. Kick puck out of square over and 
beyond baseline. 

e. Finally, hop out of square ovei and 
beyond baseline. Don’t step out. If 
nt No. 2. 


Stunt No. 2 * 

a* From starting position, toss puck into square No. 2. 
b. Hop into square No. i and then int$ square No. 2. 
c Take any number of hops and kick puck in square oir directly out beyond 

■ ' < 
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d. Finally, retrace course outward by hopping to square No. i, then hopping 
beyond baseline. If no error has been made, proceed to Stunt No. 3. 

Stunt No. 3. 

a. From starting position, toss puck into triangle No. 3. 

b. From this position, standing on one foot, leap into squares landing with 
right foot in No. 1 and left foot in No. 2 at the same instant. 

c. Jump from both feet and land on either foot in triangle. 

d. When ready, after pushing or sliding puck with hopping foot, kick puck 
toward or beyond baseline. If it stops in a square of smaller number without rest¬ 
ing on a line it must be retrieved as follows: 

c. Return by leaping into squares 1 and 2 with right foot in No. 2 and left 
foot in No. 1 at the same time. If puck has only reached one of these squares 
raise either foot and, while hopping, kick puck out. Then hop beyond baseline. 
If no error has been made, proceed to 

Stunt No. 4. 

a. From starting position, toss puck into triangle No. 4. 

b. Advance as in Stunt 3 to triangle 3 and hop into triangle No. 4. 

c. Retrieve puck as in Stunt 3. 

d. Hop into 3 and retun# as in Stunt 3. If no error has been made, pro¬ 
ceed to ^ 

Stunt No. 5. 

a. From starting position toss puck into triangle No. 5. 

b. Advance as in Stunt 4 and hop into triangle No. 5. 

c. Retrieve puck and return as before. If no error has been made, proceed to 

Stunt No. 6. 

a. From starting position, toss puck into triangle No. 6. 

b. Advance as in Stunt 3 to No. 3. 

c. Leap to alight with right foot in triangle 4 and left foot in 5, at same time, 
and jump from both feet to land on one foot in triangle 6. 

d. Retrieve puck as before. 

e. Return by leaping to alight with right foot in 5 and left foot in 4 at the 
same time, jump into 3 with one foot only, leap into 2 and 1 with right foot in 2 
and left foot in 1 at the same time, and jump out beyond baseline to land on one 
foot. If no error has been made, proceed to 

Stunt No, 7. 

a. From starting position, toss puck into rectangle No. 7. 

b. Advance as in Stunt No. 6 and leap to land on both feet at same time in 
rectangle 7. 

c. Walk about in 7, moving puck with foot or feet alone until in position to 
retrieve it by kicking it out over baseline or into a space of smaller number. 

d. Return by raising one foot and hopping into triangle 6, and continue cut 
as before. If no error has been made, proceed to 

Stunt No. S. 

a. From starting position, toss puck into semicircle No. 8. ■ 
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b. Advance as before to 7 and when ready to progress to space 8, raise either 
foot and hop out of rectangle into semicircle, landing on one foot* 

c. Retrieve puck as before. 

d. Return by leaping to land both feet at the same time in rectangle 7 and 
when ready continue as in Stunt 7. If no error has been made, proceed to 

Stunt No. 9. 

a. From starting position toss puck into arc No. 9. 

b. Advance as in Stunt No. 8. 

c. Retrieve while in hopping position in semicircle by picking up the puck 
by hand from arc No. 9. 

d. Return as in Stunt No. 8 carrying puck in hand. 

Stunt No. 10. 

a. From starting position, toss puck into arc No. 10. 

b. Advance as in Stunt No. 9 and hop into arc No. 10. 

c. Retrieve as in Stunt No. 9. 

d. Hop into semicircle 8 and return as before, stopping for a few seconds' rest 
in No. 7 if desired. 

Stunt No. 11. 

a. From starting position, without tossing or carrying puck, advance as in 
Stunt 8 to semicircle. 

b. Leap to land on both feet at the same time with right in arc 9 and left in 
arc 10. 

c. About face and reverse position of feet by a leaping half turn. 

d. Return by jumping to land on one foot in semicircle and continue out 
according to Stunt No. 8. 

Fouls, Errors or Misses.-—A player loses his turn under the following 
conditions: 

1. If he tosses the puck while not in proper hopping position behind the base¬ 
line. Leaning over the baseline is permitted. 

2. If the puck, on throw, does not come to rest entirely within the designated 
space so that a vertical line dropped from any edge of the puck intersects one 
of the court lines. 

3. If the puck, on kick, comes to rest so that a vertical line dropped through 
any part of it touches a court line. 

4. If the puck, on kick, passes out of the court over a side line, not the base¬ 
line. 

5. If the player touches any court line with footwear or coming to rest on a 
foot so that a vertical line dropped through the footwear would touch a line. 

6. If a player commits any irregularity in progression, as judged by the 

umpire. 6 * 

6 See National Recreation Association, 88 Successful Play Activities, p, 6 fL 
Copyright, 1933. fiy permission of National Recreation Association, publishers. 



CONTESTS RESEMBLING QAMES 123 

Hop-Scotch Golf 

Yard, Playground Elementary and Junior High Schools 

Lay out a circle twenty-five feet in diameter and at equal distances 
around it sink nine tin cans flush with the surface. The cans should have 
holes punched in the bottom for drainage. If desired the Clock Golf 
Course (Figure 18), with its twelve holes may be used. For a temporary 
course, four-inch holes may be dug in the ground in place of the cans. 
Indicate one can for the Number 1 hole, and number the others consecu¬ 
tively. Each player has a small wood block or chip two or three inches in 
diameter. 

The first player, hopping on one foot, tries to put the block in the first 
hole in the fewest possible kicks. Then the other players try. When all 
have made the first hole, they proceed to the second. The player wins who 
completes the circuit of nine holes in the fewest kicks. 

O’Leary 

Playground, Home Elementary and Junior High Schools 

OSe, two, three, O’Leary, 

Four, five, six, O’Leary, 

Seven, eight, nine, O’Leary, 

Ten, O’Leary, Postman. 

(Tune—One little, two little, three little Indians) 

Any small rubber ball is used. Bat the ball to the ground with the 
palm of the hand to “One, two, three” and perform the prescribed move¬ 
ment each time on the word “O’Leary.” On the third count, the ball is hit 
harder so that it will bounce higher. On “Ten, O’Leary, Postman” give 
the ball one bounce and catch it on “Postman.” 

The following movements are to be performed: 

1. One, two, three, O’Leary: swing the right leg outward over the ball. 

Four, five, six, O’Leary: swing the right leg outward over the b^ll. 

Seven, eight, nine, O’Leary: swing the right leg outward over the ball, 
Ten, O’Leary, Postman: Bounce the ball once and catch it. 

2. Swing the left leg outward over the ball on “O’Leary.” 

3. Swing the right leg inward over the ball on “O’Leary.” 

4. Swing the left leg inward over the ball on “O’Leary.” 

5. Grasp the edge of the skirt with the left hand and make the ball pass up¬ 
ward between the arm and the skirt on saying “O’Leary.” 

6. Same as Number 5, except that the ball drops through from above. 

7. Grasp the right toe with the left hand and make the ball pass upward 
in the circle thus formed. 

8.Same as Number 7, except that the ball drops through from above. 

9* Grasp tbe right wrist with the left hand, forming a circle with the arms. 
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10. Same as Number 9, except that the ball drops through from above. 

11. Tou<$h the forefingers and thumbs together and let the ball drop down 
through the circle thus formed. 

12. To the words “One, O’Leary,’” “Two, O’Leary,” “Three, O’Leary” and 
so on, bounce the ball alternately to the right and left of the right foot, moving 
the foot from side to side. 

13. Same as Number 12, except that the foot is kept in place. 

14. To the words of Number 12, pass the right leg outward over the ball on 
every bounce. 

15. Same as Number 14, except that the left leg is passed outward over the 
ball. 

16. Same as Number 14, except that the right leg is passed inward over the 
ball each bounce. 

17. Same as Number 14, except that the left leg is passed inward over the ball. 

18. To the words, “Jack, Jack, pump the water, Jack, Jack, pump the water, 
Jack, Jack, pump the water, So early in the morning,” bounce the ball as in 
Number 1, making a complete turn to the right on the word “morning.” 

19. Same as Number 18, turning to the left. 

20. Same as Number 1, except that the right leg is swung twice outward 
over the ball. 

21. Same as Number 1, except that the left leg is swung twice outward over 
the ball. 

22. Same as Number 5, except that the ball is passed twice through the circle 
of the arm and skirt, upward. 

23. Same as Number 1, except that the right leg is swung outward over the 
ball on each bounce. 

24. Same as Number 1, except that the right leg is swung inward over the 
ball on each bounce. 

25. Same as Number 5, except that the ball is made to go through the circle 
of the arm and skirt on every bounce. 

26. On the word “O’Leary” perform a scissors jump over the ball. 

27. On the word “O’Leary” swing the right leg inward and the left leg out¬ 
ward over the ball. 

28. Same as Number 27, passing the legs over the ball on each bounce. 

CONTESTS IN WHICH THE GAME ELEMENT IS PROMINENT 

The events in this section are a cross between games and contests. 
Although the contestant is free from interference by his opponents most 
of the time, yet interference with his play occasionally takes place. A fa¬ 
miliar example is seen in Croquet. The rules permit your opponent to 
place his ball against yours and strike it with his mallet, sending your ball 
out of position for the next play. This is a decided game element. But 
even though his ball may have been knocked out of position by his oppo¬ 
nents, one is free when his own turn comes, to play Without interference. 
In a true game, such as Tennis for exampk, there is constant interference 
from the opponent during the course of play—the opponent is at liberty to 
strive constantly to prevent the play from meeting with success. 
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Golf 

Golf Course Junior High School to Adults 

The origin of golf is said to go back many centuries to a primitive game 
played by shepherds in which a small stone was driven with the shepherd’s 
crook a given distance, the object being to reach the goal with the fewest 
drives. In its present form the game is of Scotch origin. In numbers of 
participants golf would probably be one of the three most popular games 
in the United States. It would have many more adherents were it not for 
the fact that the equipment is relatively expensive, and free or low-priced 
courses are not sufficient in number to meet the demand. 

A full course of eighteen holes requires a space of about one-hundred 
acres, preferably of rolling ground. A nine-hole course would require half 
the space. In this case for a full “game” one must play twice around. 

Course.— The course is called a “golf links,” and consists of eighteen 
different links or, as they are generally called, holes. Each hole consists 
of a “tee,” a “fairway,” and a “putting green.” The “tee” consists of a 
section of a well-clipped turf, level and from ten to twenty feet square, as a 
starting point. The “fairvfey” is a strip 150 to 200 feet wide of well-mowed 
meadow land, stretching Sway approximately 400 yards to the flag at the 
hole which marks the end of that link. There are usually some “hazards” 
along the sides and sometimes across the fairway to catcjh poorly played 
balls, either natural hazards, as trees, brooks, or ponds, or artificial hazards, 
as “bunkers” (a mound of earth) or sand traps. The “putting green” is a 
space from sixty to seventy feet wide, of closely-clipped turf, level or slightly 
undulating. Near the center of this putting green is a four-inch cup set in 
level with the ground. In the center of the cup is a slender standard a 
few feet high with a flag at the top to indicate to the player the exact 
location of the hole for which he is playing. 

The links or holes vary in length from 75 yards to 600 yards. The aver¬ 
age length is from 300 to 400 yards. The distance around the course of 
eighteen holes is from 6,000 to 6,400 yards, or a little more than three miles 
and a half. 

Equipment .—Several golf sticks or clubs are necessary in order to play 
a good game. The most important of these are as follows: a driver, a 
brassie, a mid-iron, a mashie, a niblick, and a putter. The driver and 
the brassie are clubs with wooden heads and are used for distances of 160 
to 250 yards. The other clubs have iron heads and have more loft or pitch 
to them progressively, except the putter, which has nearly a straight face. 
The mid-iron is used for distances of 150 to 180 yards, the mashie fqr 
pitching balls 75 to 150 yards, the niblick for getting out of sandpits or 
bunkers or high grass, or for pitching balls high for distances of 25 to 75 
yards* and dropping them on the putting green near the flag. The putter 
is used only on the putting green to drive the ball into the cup. The^Iub 
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used depends on the distance desired and on the position of the ball, 
whether it lies well or poorly on the turf. The ball used is a white hard 
rubber ball 1.68 inches in diameter and 1.62 ounces in weight. 

The Play .—The object of play is to drive this ball around the links in 
the fewest strokes possible, in competition with another player, who plays 
his own ball. In “medal play” the one who secures the lowest number of 
strokes is the winner; in “match play” the one who wins the majority of 
holes is first. Each link or hole is played as a unit from the tee to the cup. 
When the ball has been “holed,” that is, driven into the cup, it is lifted by 
the hand, and the player goes a few rods away to the tee of the next link 
or hole of the course; and so on until he has completed the full eighteen 
holes. This ends the game unless there is a tie. In match play, in case of 
a tie, the players start around the course again and play until one of the 
competitors wins a hole; in medal play, to break a tie, it is usual to play at 
least nine more holes. 

“Par” means the number of strokes that an extra-good player should use 
in playing around, seventy-two strokes being about right for the average 
course. The term is used as referring to perfect golf. The term “two¬ 
some” is applied to a game in which there is only one player on each side. 
A “foursome” is a match in which there are four players, two on each 
side, each playing* his own ball. A “two-ball foursome” is a match in which 
there are two players on each side, the partners using but one ball and 
playing the strokes alternately. 

In the regular foursome, the customary practice in scoring is to count 
both low ball and low total; that is, the low ball for a particular hole counts 
one point for the pair whose player made it, and the low total of the two 
paired players counts one point for this side. If one team has low ball and 
the other side has low total (as for example, Team A has scores of 4 and 7 
and Team B has scores of 5 and 5, then the results are nullified and neither 
side gains an advantage. In professional foursomes, the practice of counting 
only the low ball is often found. 

Team Com petition .—A match between two teams usually consists of 
four twosomes and two foursomes. Each team may, therefore, have four 1 
players in the singles and four players in the doubles, but the better play* 
ers usually play in both the twosomes and the foursomes. 

Eighteen points are allowed for the match, distributed as follows: 

Four twosomes .3 points each. 12 points 

Two foursomes .3 points each.. 6 points 

In the twosomes points are earned as follows: * 

The winner of the first nine holes .v... t 

The winner of thc second nine holes...... t 

The winner of the eighteen holes....... *.............. 1 
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In the foursomes, the points are awarded as in the twosomes. 

When golf clubs meet in competition, the Nassau System is frequently 
used. Any number of players from the clubs may compete and the points 
are awarded as described above. To determine the winning club, the scores 
of the individual competitors are added. 

Clock Golf 

( Round-the-Cloc\ Golf) 

Playground Junior High School to Adults 

This modification of golf is of recent origin and is designed to provide 
golf play on a limited space. It is excellent as a recreational game and 
provides splendid practice in putting. It can be played in the yards of 
homes or on any level lawn twenty-five feet square. 

Course and Equipment .—Draw a circle on the ground twenty to twenty- 
four feet in diameter. Mow the grass closely. Around the circle place 



Figurr xq. 
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twelve markers at regular intervals representing the twelve numerals on 
the face of la clock. The markers may be purchased from sporting goods 
stores or the numerals may be painted on the bottoms of tin cans set in 
the ground so that they are flush with the surface. The putting hole is 
placed somewhere within the circle, in such a position that the distance 
from the hole to the different numerals varies. A tin can with holes 
punched in the bottom for drainage is very satisfactory for the putting hole. 

Only one type of club is used—the putter. Each player needs one 
putter and a golf ball. 

Players .—Two to four players may play, each competing independently. 
Or a foursome may be formed with two players on each side, each playing 
his own ball. Or a two-ball foursome may be played with two players on 
each side, the partners using but one ball and playing the strokes alternately. 

The Play .—The putting stroke of golf is the only stroke used. Each 
contestant in turn putts the ball from the one-o’clock marker, then from 
the two-o’clock marker, and so on around the face of the clock. The object 
is to “hole out” from each successive numeral in the fewest total number 
of putts. 

Scoring .—The play may be scored in two ways. The commonest way 
is to add up the total number of putts each contestant made in completing 
the circuit of the clock; the contestant with the fewest number wins. The 
other method is to compete for the most holes, each hole being won by 
the contestant who “holes out” in the fewest strokes. 

Bingo Golf 

Golf Course Junior High School to Adults 

Bingo Golf is played on a regular golf course and follows the rules of 
Golf except for the method of scoring. In playing each hole the scoring 
is as follows: 


Longest drive. i bingo (point) 

First to reach green. i bingo 

Longest putt . i bingo 

First to make hole. i bingo 

Lowest golf score for hole. i bingo 


The player completing the course with the highest score wins. 

Goofy Golf 

Playground, Lawn Late Elementary and Junior High Schools 

When regular golf equipment is not available, golf may be played with 
ordinary shinney sticks and an old tennis^ ball, or better still, a paddle- 
tennis ball. For holps, use tin cans with holes punched in the bottom for 
drainage. 
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Croquet Golf 

Playground, Lawn Late Elementary to Adults 

This is a very satisfactory and interesting game of the golf type which 
can be played on any playground or large lawn, and since nothing more 
than tin cans and croquet equipment is needed, the expense is insignificant. 

Course.— -With careful planning a nine-hole course may be laid out on 
a section of lawn no larger than 150 by 200 feet, or smaller if need be. Tin 
cans six inches in diameter and six inches deep are used for holes—punch 
holes in the bottom for drainage and sink them flush with the surface. 

The distances for the holes may vary from thirty to ninety feet. The 
greens are fifteen feet in diameter and the tees five feet wide. The fairways 
should be about four feet in width. Hazards should be constructed and 
the children will add others of every description from their own materials. 
Home-made markers can be easily made. 

Equipment.— Croquet mallets and balls are used. 

Rules .—Except on the greens, the ball must be hit with the mallet held 
between the legs. When the side stroke is allowed, the desire for distance 
leads to hitting so hard that mallets are' broken. 

In other respects the gdheral rules of Golf apply. 

Par .—In general it will !>e found that the following figures will approxi¬ 
mate par for the various distances: 


35 feet and under . Par 2 

36 to 70 feet . Par 3 

71 to 100 feet. Par 4 


Sidewalk Golf 6 


Pavement Late Elementary and Junior High Schools 

This game was originated by Sydney 
Strong in 1930. The course is laid 
out with chalk on a paved area and 
a checker is snapped with the finger 
from hole to hole. 

Course .—A section of pavement or 
floor thirty feet square is needed for a 
simple course. At each corner draw a 
six-inch square to serve as a “hole” as 
in Figure 20. These squares should be 
about thirty feet apart. More squares 
may be added if desired, distributed so 
that they arc approximately thirty feet 
apart. Beside each square mark a Figure 20. 

tee. Hazards and bunkers may be added. 

r econtributed by Sydney Strong, New York. 
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Equipment.— Ordinary checkers are used* Botde tops may be sub¬ 
stituted. '*■ 

The Play.— The checker is snapped with the middle finger, not tossed 
or thrown. The players in turn snap for square Number 1, each counting 
the number of snaps required to make it. Then they snap for Number 2. 
The player wins who completes the course in the fewest snaps. Each 
square must be completed by all before proceeding to the rest. 

Marble Golf 

Playground, Lawn Late Elementary and Junior High Schools 

This ingenious contest combines Marbles and Golf. It is immensely 
popular among boys who know it in the spring of the year. It adds to 
marbles a colorful aspect and brings a new type of competition into this 
time-honored game. 

Course. —Any clay or hard-packed corner of a playground or lawn may 
be used. The holes vary in length from twenty to sixty feet. Each should 
contain at least one hazard and the boys display amazing ingenuity in 
adding clever hazards of their own make out of almost any old thing. 

The fairways should be marked with lime lines and should be from 
sixteen to twenty-four inches wide. Tees consist of small mounds of earth. 
The holes are made of the smallest-size baking-powder cans, with holes in 
the bottom for drainage and sunk flush with the ground. They should 
contain enough sand so that the marbles can be easily withdrawn with the 
fingers. 

Equipment. —Each player needs one ordinary marble. 

The Play. —AH shots must be made from the “knuckles-down” position. 
If the marble goes outside the line marking the edge of the fairway, it is 
brought back and the next shot made from the point where it crossed the 
line. In this case, one point is added to the score. 

In other respects the rules of Golf apply. 

Hockey Golf T 

Playground, Lawn Junior High School to Adults 

This event follows the procedure of Golf but uses the skills of Field 
Hockey. It was originated by Bertha Kellar, Monterey, California. 

Course.— Any field with reasonably smooth turf may be used. Nine 
poles four to six feet high, with flags, are needed. These are set up 
twenty yards apart after the fashion of the poles in a golf course. The 
poles are numbered, indicating the order in which they must be played* 

T The idea for this game was taken from tfcfe University of Michigan, Stall of 
Physical Education for Women, Physical Education Activities for High School 
Girls, p. no. Copyright, 1928. By permission of Lea and Febiger, publishers. 
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Equipment .—Field-hockey sticks and balls are used. 

The Play .—The procedure and scoring is as in Golf. A player holes out 
when his ball hits the pole. In case a player swings his club over his 
shoulder in striking the ball, five points are added to his score. The 
player wins who completes the course with the fewest number of strokes. 

Codeball on the Green 

Open Field, Golf Course Junioi High School to Adults 

Codeball on the Green was invented in 1929 by Dr. William E. Code. 
It is an outdoor adaptation of Dr. Code’s original game of Codeball in the 
Court. It is a combination of Golf and Soccer. It resembles Golf in that 
the playing field consists of a series of “holes” of various lengths up to 
three-hundred yards, with a cup at the end of each. It resembles Soccer 
in that an inflated rubber ball is kicked by the player. 

Codeball on the Green is growing rapidly in popularity. The cost of 
equipment to the individual player is negligible; it offers all of the outdoor 
advantages of Golf, is slightly more strenuous than Golf, and gives the 
player a satisfactory work-fut in less time than Golf. 

The Course .—A field, preferably grass-covered, of at least ten acres is 
needed for a good course. Fourteen official bowls are needed; these are 
aluminum basins forty-one inches wide at the base, rising cone-shaped seven 
inches from the turf to an opening eighteen inches wide. 

These bowls are distributed across the course, the distance between 
them varying from 50 to 300 yards. Fourteen kick-offs are needed, each 
consisting of two arrow markers fourteen feet apart and pointing in the 
direction of the bowl. The distance from the bowl to the next kick-off 
should be at least thirty-five feet. 

The course should be so laid out that it is broken by hazards and 
skirted by the rough. 

Ball.—An official codeball is used. This is an inflated rubber ball six 
inches in diameter and twelve ounces in weight. It rebounds very freely* 

Object .—The object is to foot the ball in the fewest number of kicks 
over the fairways, bowling out in each of the fourteen bowls. 

Contestants .—Matches may be played in twosomes or foursomes. Three¬ 
somes may also be played. 

The Start .—Priority of play at the start is determined by lot. There¬ 
after, the player who wins the bowl kicks first at the next kick-off. 

At the kick-off the ball is placed between the kick-off markers and 
kicked as it lies on the ground. If it is kicked from a point ahead of the 
markers, it may be recalled by an opponent and i$ then kicked over again 
without penalty. 

The Play.—A player may not touch the ball with his hands,except to 
reqs^ve it from a bowl* or an unplayable hazard. If the ball must be 
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removed from an unplayable hazard, it must be placed at a point not 
nearer the bowl and a penalty of one kick is charged against the player. 
If a player’s ball hits another ball, the latter must be replaced and the 
former shall be played where it lies. 

Each attempt to kick is counted as one kick. If a player casually 
moves his ball in play the penalty is one kick. If a player kicks his ball 
while it is moving there is a penalty of two kicks in medal play and the 
loss of the bowl in match play. 

The ball farthest away from the bowl usually is played first, except 
when the play is around the bowl, when a near ball may be played first 
when the player hopes to halve the low ball of his opponents who have 
already bowled out, and thus permit his partner who is away to strive to 
win. 

Bowling Out. —Near the bowl it is advantageous to foot the ball with 
the sole of the foot rather than the toe, sweeping the foot over the top of 
the ball, thus giving it an overspin which keeps its straight in its ascent of 
the bowl and steady when it drops. If the ball rebounds out of the bowl 
it must be played until it rests in the bowl. When a player bowls out he 
must remove his ball from the bowl immediately. 

Twenty-four inches constitutes a stymie. If an obstructing ball is less 
than twenty-four inches from the ball to be played it must be removed and 
the place marked so that the player who is away may have a clear kick 
to the bowl. 

Scoring. —The scoring is as in Golf (page 125). 

Par. —Pars are as follows: 

100 yards or less 

101 to 200 yards 
201 to 350 yards 
351 to 500 yards 

Other Contests in this Book Which Follow Golf Procedure 

Basketball Golf. Shinney Golf. 

Hockey Golf. Hop-Scotch Golf. 

Contests of the Golf Type in Social Games for Recreation 

Tire Golf. 

Pebble Golf. 

Horseshoe Pitching 

{Barnyard Golf) * 

Playground, Yard, Picnic Latf Elementary School to Adults 

Horseshoe Pitching is an ancient and much loved type of informal 
play. It is essentially a contest but has one characteristic of a game in that 


Party Golf. 
Table Golf. 


3 

4 

5 

6 
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a player may interfere with his opponent to the extent that he may knock 
his opponent’s shoe away from the stake by hitting it with his own shoe, 
and may nullify his opponent’s ringer by placing a ringer on top of it. 

In informal play the stakes are from thirty to forty feet apart and dis¬ 
carded horseshoes are frequently used. The game consists of twenty-one 
points. 

In tournament play, however, more definite rules are in vogue, which 
differ from those in common use. 8 

Court .—The stakes are placed in the center of a pitcher 9 s box which 
consists of a wooden frame six feet square. The frame is made of two-by- 
four-inch material and is placed in the ground so that it extends not more 
than one inch above the surface. For a distance of at least eighteen inches 
around the stake the box should be filled with potter’s clay or similar ma¬ 
terial to a depth of at least six inches. The clay should be moistened to a 
putty-like consistency. 

The stages should be of iron, one inch in diameter, perpendicularly in¬ 
clined one inch toward the opposite stake and extending eight inches above 
the ground. 

The regulation distance between stakes is forty feet, measured from 
where the stake enters th% ground. For women and boys in contests and 
tournaments, the distance should be thirty feet. 

Horseshoes .—The horseshoes must not exceed seven-and-one-half inches 
in length, seven inches in width, and two-and-one-half pounds in weight 
with toe or heel calks extending out not more than three-quarters of an 
inch. The openings between the calks must not exceed three-and-one-half 
inches, inside measurements. 

Game .—A regulation game consists of fifty points, and the contestant 
first scoring this number wins. Match contests between two players con¬ 
sist of three games of fifty points each. 

First Pitch .—At the beginning of a game the contestants toss for the 
choice of first pitch or follow. At the beginning of the second game the 
loser of the preceding game has the first pitch. During the games, the con¬ 
testant scoring has the lead. 

Pitching Rules .—The contestants pitch both shoes, one after the other, 
from the pitching box into the opposite pitching box. A contestant is not 
permitted to walk across to the opposite stake and examine the position 
of his opponent’s shoes before pitching. 

When a contestant has the first pitch he must, after delivering both 
shoes, stand back of a line even with the stake and out of the pitcher’s 
box, or forfeit the value of the shoes pitched. 

8 The rules here given follow the regulations of the National Horseshoe Pitch¬ 
ing Association for New Jersey and Pennsylvania State Championships. See 
National Recreation Association, 88 Successful Play Activities, p. 4a ff. Copy- 
right, 1933. By permission of National Recreation Association, publishers.- 
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The front of the pitcher’s box (three feet in front of the stake) is the 
foul line and any pitcher stepping over this line in delivering his shoe 
loses the value of his pitch. 

If a shoe strikes the frame of the pitcher’s box or other object it is 
called a foul shoe and does not score. 

Ringers .—Any shoe to be scored as a ringer must encircle the stake far 
enough to permit a straight-edge to touch both heel calks and clear the 
stake. 

Scoring .—The shoes score as follows: 

If a shoe when thrown moves another shoe both shoes are measured from 
their new position. 

The closest shoe to the stake scores one point. If both shoes are closer than 
the opponent’s they score two points. 

A ringer scores three points. 

A ringer and a closest shoe scores four points. 

A double ringer scores six points and is the highest score a contestant can 
make. 

In case each contestant has a ringer, the next closest shoe scores and all such 
ringers are credited as ringers pitched but not counted as a score. 

If each contestant has a double ringer, both double ringers are cancelled and 
no points scored. 

If a contestant has two ringers and his opponent one, the pitcher having two 
ringers scores three points. 

In case of a tie of all four shoes, such as four ringers or all four shoes an 
equal distance from the stake, no score is recorded and the contestant who pitched 
last is awarded the lead. 

A shoe leaning against the stake has no advantage over a shoe lying on the 
ground and against the stake; all such shoes are ties. If a contestant has a shoe 
leaning against the stake, it counts only as a closest shoe. (In informal play 
such shoes are called “leaners” or “hobbers” and score two points.) 

Measurements .—All measurements shopld be made by the use of calipers 
and a straight edge. 


Quoits 

Playground, Yard, Picnic Late Elementary School to Adults 

As popularly played, quoits is the same as Horseshoe Pitching with the 
exception that circular metal rings are used in place of horseshoes. While 
the game may be played according to Horseshoe-Pitching rules, there are 
certain differences in the official quoits regulations. The principal differ¬ 
ence is that the pin or stake is driven in the ground until the “mott” (head 
of the pin) is level with the surface of the ground. * ■ 

Court .—The distance from pin to pin ip the English and Caledonian 
rules is eighteen yards. For playground use the distance is thirty %et for 
seniors and twenty, feet for juniors, The latter distances are recommended. 
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The pins should be surrounded by an area of stiff clay to a depth of 
at least six inches and not less than four feet in diameter. 

The pins should be from twelve to eighteen inches in length and from 
five-eighths to three-fourths of an inch wide at the top. They should have 
a hole punched in the center of the top for measuring. They are driven 
in the clay until the mott or head of the pin is level with the surface of 
the bed. 

Quoits .—Official quoits consist of a circular metal ring with a hole 
four inches in diameter in the center. The rim is two-and-one-half inches 
wide. For senior contest the quoits should not weigh less than three 
pounds. 

First Pitch .—The first pitch is decided by a toss of a coin. Thereafter 
the winner of the immediately preceding game has the lead and throws 
both of his quoits consecutively. 

Pitching Rules. —The pitcher is not allowed to step ahead of the pin 
in pitching. He may stand astride of the pin providing his feet are back 
of the center of the pin. He may stand at any distance back of the pin 
and step forward, provided he does not step in front of the pin. 

The quoits must be delivered with the convex surface uppermost, but 
a quoit turned in the act* of delivering or by being struck by another quoit 
counts. 

Ringers. —A pitched quoit which encircles the pin is a ringer. 

Hobbers. —A pitched quoit resting on the pin is a hobber. 

Scoring. —The quoits score as follows: 

1. A ringer counts three points. 

2. A double ringer counts six points. 

3. A ringer topped by an opponent counts six points for the person pitching 
the last ringer. 

4. A triple ringer scores nine points for the person pitching the last ringer. 

5. A ringer topped by two hobbers, both of which touch the pin, counts seven 
points for the person pitching the hobbers. 

6. A pitcher pitching a ringer and a hobber that is topped with a hobber by 
an opponent scores three points for his ringer. 

7. A ringer and a hobber count five points. 

8. A ringer topped by a hobber pitched by an opponent counts three points 
for the player pitching the ringer. 

9. If a double ringer is topped by a hobber, six points are scored by the per¬ 
son pitching the second ringer. 

10. If a ringer is topped by a ringer and then a hobber by an opponent, eight 
points are scored by the person pitching the last ringer and hobber. 

11. A hobber counts two points. 

12. A hobber topped by another quoit counts two points for the quoit nearest 
or resting on the pin. 

13. In case of two opposing quoits resting on the pin, they are removed and 
the nearest of the remaining two auoits count one point 
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14. Two hobbers score four points in case both touch the pin. 

15. In case neither a ringer or a hobber is made, the nearest quoit to the pin 
counts one poftit. 

16. If two quoits pitched by the same player are nearest the pin, two points 
are scored, one for each nearest quoit. 

17. In case of a tie between two opposing quoits, they are removed and the 
remaining two quoits measured and one point scored for the nearest quoit. 

18. If three quoits are in contact with the pin, two are considered as tied, and 
the remaining quoit scores one point for its owner. 

Measuring .—All measuring is done by calipers from the center of the 
pin to the nearest part of the quoit. 

Game .—The game consists of twenty-one points. The player or pair 
scoring twenty-one points first wins. Matches consist of the best two out of 
three games. 

Tire Quoits 

Playground, Yard, Picnics Tate Elementary School to Adults 

This is a most interesting type of Quoits using old automobile tires for 
quoits. Drive two poles in the ground thirty feet apart—the poles should 
be sturdy and extend above the ground eighteen inches. 

Two or four players may play; if there are four, they play in teams 
of two and one player of each pair stands at each post. Each player at 
one end has two tires. 

The first player rolls the tire with a single shove attempting to make it 
roll to the peg at the other end and fall over it. He then rolls his second 
tire, and then his opponent rolls his two. 

The scoring is as in Horseshoe Pitching. If a tire actually circles the 
stake, it scores three. If no tires circle the post, the nearest tires score 
one each as in Horseshoe Pitching. See the detailed statement of scoring 
under Horseshoe Pitching. 

The two players at the other end then roll the tires back. The player 
winning the immediately preceding throws has the privilege of throwing 
first in the next round. 

A player may not step beyond the peg in rolling his tire, but may stand 
as far behind it as he chooses and run as far as he likes provided he does 
not go beyond the peg. 

Twenty-one points constitute the game. 

Quoit Contests in Social Games for Recreation 

Rope Quoits. Clothespin Ring Toss. 

Chair Quoits. Washer Pitching. 

Bottle Quoits. £hsk Quoits. 

Fruit Jar Ring Quoits. 
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Curling 

The game is described in Chap¬ 
ter XXVII, “Winter Activities.” 

Shuffleboard 

Club , Pavement 

Late Elementary School to Adults 

Court. —The court is laid out 
on a floor or pavement. Figure 21 
shows the layout. Both ends are 
alike and the distance from point 
to point is fifteen feet. 

Disks and Cues. —Eight circular 
disks are needed, six inches in diam¬ 
eter and one inch thick. These 
may be purchased or made at a 
mill. Four are painted red and 
four blue. § 

The cues are like wife easily 
made. They consist of a five-foot 
handle with a head three-and-one- 
half inches wide and curved to fit 
the disks. The maximum length 
must not exceed six feet three 
inches. 

Players. —Teams of one or two 
may play. In singles, both play 
from the same end of the court and 
change when all disks are shot. In 
doubles, the two partners play 
from opposite ends of the court, 
one team using disks of one color 
and the other team the other color. 

Object .—The object is to shove 
the disks with the cue so that they 
come to rest in the scoring areas at 
the opposite ends of the court. 

The Play .—The first play is 
made from the right side of the 
court followed by a play from the 
other side. The players thus alter¬ 
nate. In subsequent games, the 
winner of the preceding game 
starts. 
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In doubles play, the two opponents at one end play all eight disks, 
and then thv other two play from their end of the court. 

The players place their disks in their half of the io-off space and play 
the four disks from this area—the penalty for violation is five points off 
the score. Players are not allowed to step on or over the first line of the 
court—violation results in a penalty of five points off. 

If a player's disk stops in a scoring area, it may be knocked out of the 
court or into the “io-off” area by his opponent. 

Scoring .—A disk scores in the area in which it rests after all eight disks 
have been played. Disks resting on a division line do not score. Disks 
that stop nearer to the players’ end than the farthest dead line are dead 
and removed at once. 

The game is fifty points. If both sides have fifty or more points the 
side having the most points wins. In case of a tie, the eighth disk is shot 
twice from each end and the side having the highest score wins. 

Kick Shuffle 

Home, Club Late Elementary and Junior High Schools 

Draw the court illustrated in Figure 22 on the sidewalk, pavement, or 
floor. Establish a kicking line fifteen feet distant. Three wooden disks are 

needed, four inches in diameter and 
two inches thick. Square blocks of 
wood four inches square and two 
inches thick may be used instead of 
disks, and are easier to make. For in¬ 
formal play, children use any block 
of wood not exceeding four inches. 

The first player stands on one foot 
on the kicking line and kicks a disk 
with the other foot, attempting to put 
it in one of the spaces in the court. 
He then kicks the other two disks. 
The player is credited with the total 
of the points allowed for the spaces in 
which his disks rest. Disks on a 
line score the lower space number; those touching an outside line score 
nothing. 

The players take turns kicking three disks each turn. The one wins 
who scores fifty points first. 

# 

Ice ShufflefeoiitJ 

This game is described in Chapter XXVII, "Winter Activities.” 
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Shuffleboard Contests in Social Games for Recreation 

Shanty Shuffleboard. Parlor Shuffleboard. 

Target Shuffleboard. 

Croquet 

Playground, Lawns Elementary School to Adults 

Court .—The court may be of any size depending on the space avail¬ 
able. It should be level with the grass mowed short. Two wooden stakes 
are located, one at each end of the court; they are one-and-one-quarter 
inches in diameter and extend above the ground one-and-one-half inches. 
The position of the wickets is shown in the following diagram, O represent¬ 
ing a stake and X a wicket: 

X X 

O XX X XX o 

X X 

Occasionally two wick^s are placed in the center instead of one. 

The wickets should extend above the ground ten inches but the width 
is optional. For beginners they should spread not less than five inches, but 
may be narrowed for expert play. If the arches are too narrow for the 
skill of the players, interest will be destroyed. 

Balls and Mallets. —Wooden or hard rubber balls, three-and-three-eighths 
inches in diameter, are used. These are colored red, white, blue, and black. 

Mallets may be of any size and style, and may be changed as often as 
desired in the course of the play. 

The Play. —The object is to drive the ball by hitting it with the face 
of the mallet through the series of arches, following the specified course. 
The stake at which the play starts is called the home stake. The ball is 
placed in front of the home stake, and hit through the first two arches, 
to the right-wing arch, to the center arch, to the lower right-wing arch, to 
the two lower center arches, and to the lower stake. The ball is then played 
back to the home stake by hitting it through the lower center arches, to the 
lower left-wing arch, to the center arch, to the upper left-wing arch, to the 
upper center arches, and to the home stake. 

Each player making an arch or stake may have a trial at the next one in 
order, and continues until he misses. Instead of making an arch, a player 
may, with any stroke, hit the ball of a partner or an opponent, and then 
may lay his ball beside the one that was hit and strike it so as to move 
the other ball as well as his own; a partner’s ball thus may be sent forward 
to a better position and an opponent’s ball is driven to a place from which 
it will be more difficult or impossible to make an arch. The player or team 
first to finish a round of the arches and stakes is the winner. . 
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Roque. —Roque is a game similar to croquet, but is played on a more 
accurate course and with more specific rules. These rules may be found 
in Lawn Sports, a handbook of the Spalding Athletic Library. 

Modem Croquet. —Modern croquet is a much more accurate game 
than ordinary croquet and played according to different rules. These rules 
may be found in Lawn Games, a handbook in Spalding’s Athletic Library. 

Disk Croquet 

This indoor form of Croquet is described in Social Games for Recreation, 
Chapter IX, “Small Equipment Games for Club Room and Home.’ 

Marbles 9 

( Ringer ) 

Playground, Home Elementary and Junior High Schools 

Of the various types of Marble play, Ringer is the best known, most 
standardized, and most commonly used contest for tournament play. It is 
played in a ring ten feet in diameter, with thirteen marbles arranged in 
the center on a cross, the object being to shoot these marbles out of the 
ring, the player shooting out the largest number being the winner. 

Ring .—On a smooth level area of hard clay, or other suitable substance, 
inscribe a ring ten feet in diameter, inside measurement. The outline of 
the ring should be approximately one-half inch wide and one-half inch deep. 

With the center of the ring as a point of intersection, mark or paint 
two lines at right angles to each other to form a cross on which to place 
the playing marbles. Place one marble at the center and three each on 
the four branches of the cross, each marble three inches away from the 
next one. 

Establish a lag line by drawing a straight line tangent to the ring and 
touching it at one point. Directly across the ring and parallel to the 
lag line, draw another straight line tangent to the ring to serve as the 
pitch line. 

Marbles .—The marbles must be round, made of glass, and of uniform 
size measuring not more than five-eighths of an inch in diameter. 

The shooters may be made of any substance except metal, must be 
round and not less than one-half inch nor more than three-fourths inch 
in diameter by exact measurement. 

Players .—From two to six players may play in a game, except in 
championship matches when two only play. 

0 These rules follow those adopted by the recreation executives of New Jersey 
and Pennsylvania as quoted by National Recreation Association, 88 Successful 
Play Activities , pp. 37 to 42. Copyright, 1933. By permission of National Rec¬ 
reation Association, publishers. 
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Tournament play is open to boys and girls fourteen years of age and 
under. 

The Lag .—Before the game the players lag to determine the order of 
shooting. To lag, they stand toeing the pitch line or knuckling down upon 
it, and toss or shoot their shooters to the lag line across the ring. The 
player whose shooter comes nearest the lag line, on either side, wins the lag 
and the privilege of shooting first. The others follow in order accordingly 
as their shooters were next nearest the lag line. The same shooter that 
is used in the lag must be used in the game following the lag. Starting 
succeeding games, the winner of previous games shoots first but the other 
players lag for order. 

Playing Rules. —Each player in turn knuckles down just outside the ring 
line, at any point he chooses, and shoots into the ring to knock one or more 
marbles out of the ring. A player must knuckle down on all shots so 
that at least one knuckle is in contact with the ground, and he must main¬ 
tain this position until the shooter has left his hand. 

Marbles knocked out of the ring are credited to the player knocking 
them out and the player continues to shoot from the spot where his shooter 
comes to rest. If a shoote#goes outside of the ring, after shooting a marble 
out, the player recovers if and continues by shooting from the ring line, 
taking “roundsters” if desired, that is, shooting from any point around the 
ring. 

After a miss, a player picks up his shooter and holds it until his next 
turn and then takes roundsters and shoots from any point of the ring 
line. 

Whenever a marble or shooter comes to rest in the groove marking the 
ring, it is considered out of the ring. If its center is inside the ring it is 
considered inside the ring. 

If a shooter slips from a player’s hand and the player calls “slips,” 
the referee may order “no play” and permit the player to shoot again, 
provided the shooter does not travel more than ten inches and the referee 
is convinced it was an actual slip. 

Marbles knocked out of the ring are picked up by the player who 
knocks them out. 

Scoring .—The player first obtaining seven marbles is the winner of the 
game, providing that on obtaining the seventh marble the shooter also goes 
out of the ring. If the shooter remains in the ring on this shot, the 
marble or marbles knocked out on this shot are respotted on the cross 
line, the shooter picked up, and the shot counted as a miss. 

A match may consist of one, three, or five games. It is not the total 
high score, but the games won that determine the winner. 

Ties .—In games where more than two players are engaged, if two 
or more players lead with the same score, those in the tie play a new 
game to break the tie. * 
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Fouls and Penalties.—It is a foul if a player 

z. Raises his hand before the shooter has left his hand. 

2. Moves his hand forward before the shooter has left his hand. 

3. Smooths or otherwise rearranges the ground or removes any obstacles. He 
may request the referee to clear obstructions. Penalty: the player loses his shot. 

4. Changes shooter during the course of any game. Penalty: disqualification. 

5. Communicates in any way with his coach during the course of the game. 
Penalty: forfeiture of all marbles he has knocked out of the ring, said marbles 
being respotted on the cross. 

6. Walks through the ring. Penalty: forfeiture of one marble, which is 
respotted. 

Officials .—The officials shall be a referee and a scorer; if a scorer is 
not available the referee shall keep score. 

Bridgeboard 10 

Playground, Club, Home Elementary and Junior High Schools 

The object is to roll marbles through arches in a board. To make the 
board, secure a hardwood board eight inches wide, three feet long, and one 
inch thick. With a two-inch auger, bore nine holes down the center of 
the board, an inch and a half apart. Then saw the board in two on a 
line with the center of the holes. This will make two bridgeboards. From 
the left, number the arches 1, 3, 5, 7, and 9, and from the right, number 
them 2, 4, 6, and 8. The highest numbers are thus In the center. 

When the bridgeboard is placed on the floor or ground, nine arches 
are available through which the marbles may be rolled. Each marble scores 
the number of the arch through which it passes. The players roll in turn, 
and fifty points is the game. 

Variation. —Make the holes larger and roll tennis balls. 

w The idea for this event was taken from the University of Michigan, Staff of 
Physical Education for Women, Physical Education Activities for High School 
Girls, p. 7?. Copyright, 1928. By permission of Lea and Febiger, publishers. 
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CHAPTER X 


JM ASS CONTESTS 

C ONTESTS between individuals tend to draw into competition those 
of better-than-average ability, rather than the rank and file of players. 
Contests between groups, on the other hand, have the advantage of arous¬ 
ing keen interest among players of less ability as well as the better few. 

Contests between groups fall under three headings: (i) mass contests; 
(2) individual competition with points scored for team; (3) relay races. 
Mass contests are considered in this chapter, and the other types in the 
following chapters. 

In mass contests, each team takes part as a whole, with all members 
competing at the same time. 

# Tug-of-War 

Playground, Gymnasium, Picnics Junior High School to Adults 

There are several methods of conducting the time-honored and ever- 
popular tug-of-war. From the following methods, the one should be se¬ 
lected which best suits the age of the players and the nature of the occasion. 

Tug-of-War—Distance Method.—A long rope is stretched out on 
a level surface; the members of one team grasp one end, those of the other 
team the other end. A handkerchief is tied around the rope to mark its 
middle, and two lines are marked on the ground four yards apart and at 
right angles to the rope. The rope is stretched so as to bring the hand¬ 
kerchief midway between the two lines. At the signal, the teams pull. 
The team wins which pulls the handkerchief past the line first. 

Tug-of-War—Time Method.—This event is conducted like the 
above except that a single line is drawn under the handkerchief marking 
the middle of the rope, and the teams pull for thirty seconds. The team 
wins which has pulled the handkerchief on its side of the line at the end 
of the period. 

Rush Tug-of-War.—Stretch the rope on the ground, tie a handker¬ 
chief on it to mark the middle, and mark two finish lines on the ground 
at right angles to the rope, each ten feet from the handkerchief. Establish 
a starting line fifty feet from each end of the rope. The teams line up 
behind the starting lines and at the signal, rush for the rope and start 
pulling. The team wins which pulls the handkerchief across its finish line 
first " 
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Mounted Tug-of-War.— Arrange the rope as in the Tug-of-War— 
Distance Method. The players of each team pair up as horses and riders. 
The riders mount the horses, wrapping their legs around the horses’ backs. 
The riders hold the rope, and at the signal the teams pull. Any rider falling 
must let go of the rope until he is mounted again. 

The contest may be conducted by either the distance or time method 
described above. 

Circle Tug-of-War.—The players form in a circle holding a rope, 
the ends of which have been tied together. A line is drawn across the 
circle—all on one side of it compose one team, and those on the other side 
the other team. At the signal the teams pull, and the one pulling the other 
over the line first wins. 

Touch 
(Touch Iron ) 

Playground, Gymnasium, Club Late Elementary to Senior High School 

This excellent contest is unsurpassed in recreational value and is played 
enthusiastically by all ages. It can be played any place, however large or 
small the space may be. 

Divide the group into two teams and line them up facing each other 
about six feet apart. The leader, standing at one end, calls the name of 
some object near at hand, and instantly all players run to that object, touch 
it, and return to their positions in line. The team with all its members 
in line and at attention first wins. 

Such objects as the following may be called: wood, metal, paint, plaster, 
glass, radiator, door, grass, stone, tree, and so forth. The leader may keep 
a ball near him and occasionally kick it and call “Ball” or “Leather.” Often 
the leader calls “Me” and runs. 

Players are not permitted to touch any object or article of clothing on 
their own person or on the person of any other player unless such an article 
be specifically named. That is, if “Metal” were called the players would 
not be permitted to touch their own belt buckles or jackknives, or those 
which any other player carried on his person. The only condition under 
which such an article may be touched is when the leader gives an order 
such as “Touch Bill Jones’ new shoes.” 

File Race 

Playground, Gymnasium, Club Late Elementary to Senior High School 

Divide the group into teams of from six to twelve players. Line the 
teams up in file formation behind a common startingfline. Establish a 
turning line forty to sixty feet distant. At the signal all the players of each 
team, keeping their original positions, run to the turning line, where the 
file swings around and returns to the starting line# The players are not 



MASS CONTESTS 


m 


permitted to pass those in front of them and must keep in file. The team 
finishing first wins. 

Chinaman’s Race 

Playground, Gymnasium, Club Late Elementary to Senior High School 
Arrange the teams in parallel files. Have each player reach back be¬ 
tween his legs with his right hand and grasp the left hand of the player 
immediately in back of him. 

At the signal the teams, thus joined together, race to the turning line, 
swing around, and race back to the starting line. The team finishing first 
with the file unbroken, wins. 

Quartet Race 

Playground, Gymnasium Late Elementary to Senior High School 

Each team consists of four players. The teams line up behind the 
starting line with all the players of each team standing abreast facing the 
line and with hands joined. At the signal they race to the finish line. Any 
team failing to keep har^s clasped throughout is eliminated. Distances 
of 50 to 100 yards may b* used. 

This race may also be conducted by having the players link arms instead 
of holding hands. 

Variation. —Give each team a stick six or eight feet long. They hold 
the stick in front of their chests with both hands on it. 

Backward Line-Race 

Playground, Gymnasium, Club Late Elementary to Senior High School 
Three players constitute a team. The two end players on each team 
have their backs to the starting line and the middle player faces the starting 
line. They lock elbows, and at the signal run to the finish line, with the 
center player steering. The first team finishing intact wins. 

Rodeo Race 

Playground, Gymnasium, Club Elementary and Junior High Schools 

The players compete in threes. Number 1 stands on the starting line. 
Number 2 stands behind him, bends down and grasps him around the waist. 
At the signal, Number 3 jumps on Number 2*s back and the three race to 
the finish line. 

Centipede Race 

Playground, Gymnasium Late Elementary to Senior High School 

Divide the group into teams of eight or ten player* each. Hie members 
of each team line up in file, one behind the other, with the leader standing 
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just behind the starting line. Each player locks his arms around the waist 
of the player* in front of him. At the signal the teams run in this locked 
file formation to the finish line. If any player loses his hold his team is 
disqualified. Much sport is added if the teams are caused to cross a turning 
line, swing around and return to the starting line for the finish. 

Variation.— Same as the above except that the players clasp the belts 
or hips of the player in front. 

Centipede Overtake Race. —Arrange a circular course by setting a 
number of jumping standards or chairs in a circle around which the teams 
run. The circle should not be more than forty feet in diameter. Divide 
fhe group into two teams and arrange each team as in the Centipede Race, 
stationed on opposite sides of the circle. At the signal they run, attempting 
to catch the other team so that the first player may tag the last player 
of team in front. If the line breaks the team must stop at once and rejoin 
its parts. The team wins which tags the other. 

Rail-Riding Race 

Playground, Gymnasium Late Elementary to Senior High School 

Divide the group into teams of eight. A ten-foot pole, preferably bam¬ 
boo, is needed for each team. The players straddle the pole, all facing 
front, and grasping the pole with the hands. Throughout the race, the 
front man must keep at least one hand on the end of the pole in front 
of him, and the rear man must keep one hand on the end of the pole 
behind him. At the signal, the teams run while straddling the poles. 

Much sport is added if the teams are caused to cross a turning line, 
swing around, and return to the starting line for the finish. 

Crew Race. —This contest is on the order of Rail-Riding Race. The 
players straddle the pole all facing backward except the last player who 
faces forward. The last player acts as coxswain and steers and gives direc¬ 
tions to the crew. The “boat” moves as formed to the finish line, swings 
around and moves back to the starting line for the finish. 

The end players at each end of the pole must keep one hand on the 
pole behind them throughout the race. 

Caterpillar Race 

Playground , Gymnasium Junior and Senior High Schools 

Arrange the players of each team in file, one behind the other, facing 
the starting line. Establish a turning line twenty-five t<f forty feet distant. 
Each player bends down and grasps the ankles of the man in front; the 
front man places his hands on the floor. At the signal the lines move for¬ 
ward to the turning line, swing around, and return to the starting line^ 
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The front man must walk on hands and feet throughout. The team wins 
that finishes first with the entire team intact as at the start. 

Chain Crab-Race 

Playground, Gymnasium, Clubs Junior and Senior High Schools 

Divide the group into two teams and arrange the players of each team 
in file formation, facing the starting line. Establish a turning line thirty 
to forty feet distant. Have the players sit on the floor with feet pulled 
well up against the thighs. Each player leans back and grasps the ankles 
of the man behind him. At the signal they raise their buttocks from the 
floor and the line moves forward toward the turning line. They cross the 
turning line, swing around, and move back across the starting line. The 
team wins which completely crosses the starting line first with the team 
intact as at the start. 

Reverse Chain Crab-Race.—The teams face in the opposite direc¬ 
tion and race backward. 

Combined Chain Qtab-Race.—This race combines the two races 
described above. The two*teams move to the turning line as in the Chain 
Crab-Race, and without turning around, return as in the Reverse Chain 
Crab-Race. 

Under the Arch 

Playground, Gymnasium, Club Elementary and Junior High Schools 

Divide the group into two or more teams and arrange them in parallel 
files about six feet apart. Number the players of each team from the front 
back. The leader calls two consecutive numbers, for example, “Four and 
Five.” Immediately Numbers 4 and 5 of each team turn sideways facing 
each other and form an arch by joining their hands overhead. The players 
behind them run in file under the arch, and swing around outside the arch 
and back into position again; at the same time the players in front of the 
arch run to the rear, join onto the end of the file, follow it through the 
arch, and take their original positions. When all are through the arch the 
players forming the arch fall in their original position in the line. The 
team with all players in position and at attention first wins. 

The leader should call the numbers at random, thus keeping the players 
in suspense. 

Roman Chariot-Race 

Playground, Gymnasium Late Elementary and Junior High Schooli 
Divide the players into groups of three. Two are designated as horses 
and join hands while the third acts as driver* With reins of cord the 
driver drives his horses to the turning line and back to the starting line* 
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The team that finishes first wins. The turning line should be from 50 
to 100 yards distant. 

When used on play days, the reins may be of colored streamers and 
the driver may wear a colored head band with streamers flowing behind. 

Blind-Man’s Race 

Playground, Gymnasium Late Elementary to Senior High School 

The contestants compete in threes. Two are blindfolded, stand side by 
side, and hold inside hands. The third who is not blindfolded stands be¬ 
hind them and holds their outside hands. An upright such as a jumping 
standard is placed twenty yards in front of each team. On the signal they 
run forward with the back man guiding by pulling on their hands and 
shouting commands. Reaching the post they circle it and race back to 
the starting line. 

Keep-It-Up 

Playground, Gymnasium Late Elementary School 

Divide the group into two teams and have each scatter over separate, 
sections of the playing space. Give each team a volleyball. At the signal 
the players of each team volley the ball among themselves attempting to 
complete as many volleys as possible. Each time the ball is volleyed the 
players count “One” for the first volley, “Two” for the second, and so on. 

When the ball touches the floor or wall, or is caught by a player, it 
is dead and the team is credited with the number of volleys it completed. 
The team completing the most volleys scores one point. The next game 
is then started. The team wins that scores eleven points first. 

Another method of conducting the contest is to count consecutive vol¬ 
leys until one team reaches one hundred. This team is the winner. 

When inexperienced players are playing, it is well to allow a player 
to volley the ball more than once in succession. Later the rule should be 
made that a player cannot touch the ball until it has been touched by 
another. 

Line Keep-It-Up.—Arrange each team in a line. The ball is volleyed 
down the line and back until it is declared dead. 

Double-line Keep-It-Up.—Arrange each team in two lines facing 
each other, the two halves being a few feet apart. The ball is volleyed 
in zig-zag fashion; die first player of one line volleys it to the first player 
of the other line, who volleys it to the second player of the first line, 
and sp forth. * ^ 

Circle Keep-It-Up.— Arrange each team in a circle. Hie ball is 
volleyed from player to player around the circle. ball is 

volleyed at random across the circle. 
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Skin the Snake 

Playground, Gymnasium Junior and Senior High Schools 

Divide the players into two teams of any number and place them in 
parallel files. Have the players stand at stride with feet well apart Each 
player reaches between his legs with his right hand and with it grasps 
the left hand of the player behind him. At the signal the line moves 
backward, the rear player lying on his back, still holding the hand of 
the player in front. Each player lies down as his turn comes. Players 
lying on the floor should keep their legs close to the body of the playet 
in front. When the entire file is on the floor, the rear man rises, moves 
forward, and the others in turn do likewise. The team wins which first 
has all of its players on their feet with all hands still clasped. 

MASS CONTESTS IN OTHER CHAPTERS 
Water Tug-of-War. Water Touch. 

MASS CONTESTS IN SOCIAL GAMES FOR RECREATION 

# 

Signalling Touch. * Signalling Execute. Form A. 



CHAPTER XI 


INDIVIDUAL COMPETITION WITH POINTS 
SCORED FOR TEAM 

I N the group contests considered in this chapter, all members of the 
team do not compete at the same time as in mass contests, but rather 
they compete singly, each individual meeting in competition one repre¬ 
sentative of the opposing team. When the team member wins in his 
competition, he scores points for his team. 

The usual plan is to number the individuals and call out the numbers 
at random, thus bringing individual competitors from opposing teams to¬ 
gether; or the players may line up and compete when their turn comes. 
When the individual wins, one point is scored for the team. 

In some types, each team selects a number of individual contestants to 
represent it in each event. Each team is credited with the points won by 
the contestants—-five for first place, four for second, three for third, two 
for fourth, and one for fifth. Sometimes only three places are selected, 
scoring five, three, and one. 


Attention 

Playground, Gymnasium Late Elementary to Senior High School 

This delightful contest is best played by two teams of from eight to 
twelve players each. If there are more players two contests should be 
started. 

Line up the two teams eight feet apart, each in single rank and facing 
the other. Have the players of each team number off so that the holders 
of each number stand opposite each other (Figure 23). The leader stands 
between the lines at one end. Use the end walls of the gymnasium as 
turning lines or if outdoors, establish a line at each end, twenty feet from 
the players. 

The leader calls a number, fo. instance “Three.” The two players hold¬ 
ing this number run to one end wall or line, then to the other end wall 
or line, and then back to their positions in the lines. The player who 
comes to attention in his position first scores one pointjEor his team. The 
team that scores eleven points first wins. 

The leader should call the numbers at fandom to keep all the players 
alert The captains keep their own team's score and caH it out loud after 
each run. 

--V m 
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Plus-and-Minus Attention.—This is a most fascinating variation 
of Attention, calling for computing numbers as well as running. Arrange 
the teams as in Attention. 

Designate one team as “plus” and the other team as “minus.” The 
leader calls two numbers, such as “Six and three.” The two players desig- 
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Figure 23. 




nated run as in Attention. The players to run in this case will be Number 
9 of the plus team (6+3) and Number 3 of the minus team (6—3). 

Circle Attention.—This is an adaptation of Attention usable when 
there is not enough space for the line form. Arrange the players in a circle. 
Divide the circle in half making two teams. Number the players on each 
team consecutively so that opposing players with the same numbers stand 
directly opposite each other. The leader calls a number and the two 
players holding this number run around the outside of the circle to the 
right and back to their positions again. The player coming to attention 
first scores one point for his team. The team scoring eleven points wins* 


Like Numbers Touch 

Playground, Gymnasium, Club iMte Elementary to Senior High School 
This is a combination of Touch and Attention. Divide the group into 
two teams and line them up in ranks facing each other, about eight feet 
apart. Number the players of each team so that the opponents holding 
the same number are opposite each other. The leader calls the object to be 
touched and a number—for instance, “Touch door—Three.” Whereupon 
the two players holding this number run, touch the door, and return to 
position* The player first coming to attention in his : position scores one 
point for his team* The team scoring eleven first wins. 
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The numbers should be called at random so that all will be kept alert. 
Name sufch objects as the following: plaster, metal, paint, glass, the end 
wall, stone, tree, ball (kick the ball so that they must chase it), Bill Jones 
(he runs). 

Spoke Race 

Playground, Gymnasium, Club Late Elementary to Senior High School 
The spoke formation is excellent when space is too limited for straight 
away races, as is often the case in c}ub rooms. 

Divide the players into teams of from five to eight, and arrange the 
teams as in the spokes of a wheel (Figure 27, page 164). At the signal 
the first player of each team runs around the circle to the right. The one 
reaching his original position first scores one point for his team. The play¬ 
ers who ran then go to the hub end of the spoke and the signal is given 
for the next runners. 

Grab Ball 

Playground, Gymnasium, Club Late Elementary and Junior High Schools 
This contest is suitable when numbers are small. Divide the group into 
two or three teams of from four to six players each. Line the teams up 
in a single rank with all the players facing a common starting line. Leave 
a little space between the teams. Number the players of each team. About 
twenty feet out mark a line parallel to the starting line, and on it scatter 
balls, stones, or sticks numbering one less than the number of teams. If 
there are three teams use two balls; with two teams use one. 

The leader calls a number, for instance, “Two.” The Number Two’s 
dash forward and try to secure a ball. The player failing scores one point 
against his team. The team wins which has the lowest scores when the 
play ceases. 

Change the Club 

Playground, Gymnasium, Club Late Elementary to Senior High School 
This interesting contest is on the order of Snatch-Ball. Mark two lines 
on the floor parallel to each other and about forty feet apart; mark three 
circles midway between them, two feet in diameter, one in the center and 
the other two at the ends, as in Figure 24. The center circle is common 
to both teams but the end circles belong one to each team. In the center 
circle place two balls, handkerchiefs, sticks, or Indian clubs. 

Divide the group into two teams and place the players of each team 
behind one of the lines and facing it. Number the players of each team 
from opposite ends of the line so that the two players holding the same 
number stand diagonally opposite each other. (See diagram.) 

The leader calls a number, for instance 'Two.^ Each Number 2 dashes 
to the center circle, picks up a chib (or whatever cbfect is there), places 
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it in his team’s end circle, and returns to his position. The player coming 
to attention first scores one point for his team. The team scoring eleven 
points first wins. When the next number is called, the runners transfer 
the clubs from the end circles back to the center. 

Call the numbers at random so that all are kept in a constant state of 
expectancy. Announce the score frequendy. 


1 S 3 A 3 E 
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Figure 24. 


Variation.—Seat the players on the ground. The player wins, who, 
after running, seats himself in position first. 

Variation.—Seat the players on the floor. When a number is called, 
the holders of that number crawl on hands and knees, transfer the club, 
and crawl back to position. The one seating himself first wins. 

Team Catch-the-Cane 

Playground, Gymnasium, Club Late Elementary and Junior High Schools 
This game is on the order of Circle Snatch-Ball. Arrange the players 
in a circle not more than fifteen feet in diameter, facing in. Divide the 
circle into two teams and number the players so that the players of the 
two teams holding the same numbers are direcdy across the circle from 
each other. The leader holds a three-foot stick or baseball bat vertically 
on the floor in the center by steadying it with his finger. He calls one of 
the numbers, and the players holding that number dash for the stick 
and attempt to catch it before it falls to the floor and snatch it away so 
that the opponent cannot grasp it. A player securing possession of th§ 
stick scores one point for his team. If both fail to secure it before it 
touches the floor, or if both catch it simultaneously, no points are scored. 
The numbers should be called at random to keep u$ a high state of ex- 
The team scoring ten points first wins* 
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Team Spin-the-Platter. —Same as the above except that a kettle 
cover is Spun on the floor instead of using the stick. 

Team Catch-the-Balloon.— •Same as the above except that the leader 
drops a toy balloon as he calls the number instead of holding the stick. 
The player wins who secures the balloon first provided he gets it before 
it touches the floor. 

Catch Ball. —The circle is arranged as in Team Catch-the-Cane. The 
leader tosses a softball in the air aqd calls a number. The two players 
holding the number jump up and attempt to catch the ball. If one suc¬ 
ceeds, he scores a point for his side. If neither catches it, there is no 
scoring. Players may contact each other in playing the ball provided they 
make a conscientious effort to catch the ball rather than to prevent the 
opponent from catching it. The ball must be thrown by the leader high 
enough to give the players time to get on their feet, and must land in the 
circle or the throw is void. The team scoring ten points first wins. 

Faba Gaba 

Playground, Playroom Elementary School 

This is a team form of throwing beanbags. Arrange the two teams in 
files and place a beanbag board ten feet or farther in front of each. The 
first players of each team throw three beanbags at the board, and then 
the next player throws, and so on. The holes count three, two, and one 
points and the team wins that scores fifty points first. 

Serve and Sit 

Gymnasium, Playground Late Elementary to Senior High School 

This is a contest designed to develop ability in serving a volleyball. 
A volleyball court and ball are used. Divide the players into two teams and 
line up each team behind the serving line. 

The first player of one team serves the ball into the opposing court. It 
the serve is good he sits down and the first player of the opposing team 
serves. If the serve is not good the player goes to the other end of the 
line to await his next turn and the next player of the opposing side serves. 
The team wins that has all its players seated first. 

Baseball Overtake Contest 

Baseball Diamond Later Elementary to Senior High School 

All positions of the infield are occupied except shortstop. The pitcher 
holds a softball. The runner stands on home base and at the signal runs 
the circuit of die bases. At the same time, the pitcher throws the ball to 
the catcher on home base and from there the ball is thrown around die 
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circuit of the bases. One point is scored for each base the runner reaches 
ahead of the ball. 

After all the running team have run, the teams change positions. 

Variation.—Same as the above except that all fielding positions are 
occupied, and the runner throws the ball into the diamond before running. 
If it is fielded in the infield, it is thrown to home base and then around the 
circuit of the bases. If it is fielded in the outfield, it is thrown to first base 
and then around the circuit. 

Basketball Toss-Up 

Playground, Gymnasium Late Elementary to Senior High School 

Arrange the players on the teams according to height and line up the 
two teams facing the center circle of the basketball court. The first player 
of each team enters the circle and the leader tosses up the ball between 
them. They jump and try to hit the ball. The one succeeding scores on* 
point for his team. Then the next two compete. The team wins that hat 
the highest score when all have jumped. 

* 

Basketball Twenty-one—Team Form 

Playground, Gymnasium Junior High School to College 

Two basketball goals are needed. Divide the group into two teams and 
line each up behind the free-throw line in front of its basket. Give the 
first player of each team a basketball. Appoint a scorer for each team. 

At the signal, the first player of each team throws for the basket, and 
whether he makes it or not, immediately runs to the rear of the line. 
The second player secures the ball and throws from the point where he 
secures it, then the third player, and so on. No bouncing or dribbling is 
permitted. Each time a goal is made one point is scored and the scorer 
calls the score out loud. When all have thrown, the first player throws 
again. The team making twenty-one baskets first wins. 

Variation.—Any of the individual forms of Basketball Twenty-one 
(Chapter IV) may be used on a team basis by having the players of the 
two teams alternate in throwing. 

Arch Goal-Ball 

Playground, Gymnasium Junior and Senior High Schools 

Divide the players into two teams and line one up behind each free- 
throw line facing the basket, A waste-paper basket may be used if a 
basketball goal is not available. Give the last player of each team a 
basketball. 
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At the signal the ball is passed forward over the heads of the players 
until it reaches the front player, who throws for the goal. Whether he 
makes it or not, the first player gets the ball, runs to the rear of the line, 
and starts the play again. Each goal made scores one point. Play for a 
period of three or five minutes and the team wins that ha t the highest 
score. 

Variation. —Use any of the methods of passing described in the chap¬ 
ter on “Object-Passing Relays. ,, 

Variation. —Have each thrower continue to throw until he makes the 
goal. 

Football Target Punt 

Football Field Junior High School to College 

For this group contest, establish two targets by marking out areas 
ten yards square, touching the side lines and between the thirty-five and 
twenty-five yard lines, diagonally opposite each other. The two teams line 
up behind the thirty-five yard lines. The teams are thus thirty yards apart. 

The players of each team take turns in punting the ball, trying to cause 
it to fall into the opposite target. Three points are scored by each ball that 
falls into the target on the fly, and one by each ball that rolls into the 
target. No blocking of the kicks by opponents is permitted. 

Football Snatch-Ball 

Playground, Gymnasium Late Elementary to Senior High School 

Mark two parallel lines on the ground four feet apart. Divide the play¬ 
ers into two teams and stand them behind the lines facing each other. A 
player stands at each end to act as snapper-back. One snapper-back passes 
the football back between his legs so that the ball goes down the lane 
between the lines. Without stepping over the lines, the players of both 
teams reach out and attempt to catch the ball. The player that catches 
it scores one point for his team. If it is fumbled by one player and «is 
caught by another before it touches the ground, it counts. If a player steps 
over the line in catching the ball, it does not count. The ball is then 
snapped from the other end of the line. 

Archery and Riflery Team Competition 

The team events in Archery and Riflery would normally fall within th*< 
classification of this chapter, in that the individual members of the team 
compete and score points for the team. For the convenience of the reader 
and recreational leader who may use th^book, however, it was thought 
advisable to group all the Archery material together, and all the Riflery 
events together. The team events in these sports wfll therefore he found 
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with the individual events, the Archery on page 72, and the Riflery on 
page 79. 

Bowling Team Events 

Team competition in Bowling is described in the section dealing with 
the Bowling events between individuals. See page 109. 

Golf Team Events 

For the convenience of the reader, all Golf events are grouped together. 
The team events will be found with the Golf events between individuals, 
on page 126. 

CONTESTS IN SOCIAL GAMES FOR RECREATION BASED ON 
INDIVIDUAL COMPETITION WITH POINTS SCORED 

FOR TEAM 

Nature Symbolism Race. Card Compass Race. 

Nature Old-Sayings Race. Old-Sayings Race. 

Signalling Attention. Affinities Race. 

Arithmetic Attention.* Auditory Scouting for Words. 



CHAPTER XII 


c .METHODS OF CONDUCTING RELAYS 

I N THE relay races all players of a team compete in turn, each starting 
as the preceding player finishes. , 

TRACK RELAYS 

The standard relay races used in track meets are the half-mile, mile, 
two-mile, and four-mile distances. Occasionally a quarter-mile and medley 
relay are used. 

Relay teams usually consist of four runners, no one of whom may run 
more than one relay. Only those contestants may compete in the final 
heat who competed in the trials. 

Each runner carries in his hand a baton which he passes to the team 
mate succeeding him, within a twenty yard zone marked by lines drawn 
ten yards on each side of the exchange line. Within this twenty yard zone 
the baton must be handed, not thrown—failure to pass it disqualifies the 
team. 

The teams draw for their positions at the starting line and the batons 
must be exchanged in these same positions. However, in the mile, two- 
mile, four-mile, and medley relays, the starting lanes of the contestants 
are reversed from inside to outside at each exchange of the baton. That is, 
if there are seven lanes the team starting in lane i exchanges the baton 
in lane 7 the next time, and the time following in lane 1 again. The team 
starting in the middle lane exchanges in the same lane throughout 

SUGGESTIONS ON CONDUCTING MINOR RELAYS 

When a group meets regularly, as in a gymnasium class, playground 
group, or club, it is desirable to have permanent relay teams which are 
comparatively equal in ability. The time-consuming process of organizing 
teams each period is thus eliminated. The organization is still further 
simplified by the use of a permanent starting line each time. The teams 
can then be given a permanent position on the line, and all that is needed 
is to announce relays and the teams can organize themsdves in their regular 
positions on the line. This is speeded up greatly by Snaking a contest out 
of lining up for the relays and awarding points to the teams getting in 
position first, these points to be added to the total points made by the 
teafiis in the relays which follow. 

160 ’ 
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Forming Teams .—There are four common methods of breaking a group 
into relay teams: 

1. Have the captains choose teams. This is usually unsatisfactory 
because it consumes too much time. Furthermore, there is the possi¬ 
bility of an undesirable effect upon the personalities of those who are 
always left until last when teams are chosen. 

2. Line the group up in one rank, according to height, with the largest 
players at the right end. Have the players count off by four’s if four 
teams are wanted, or by the number of teams desired. On command, have 
the Number i’s stay in place, the Number 2’s take two steps forward, 
the Number 3’s four steps, and the Number 4’s six steps, and so on. Close 
the ranks and march them to the starting line. Such formal methods of 
marching usually detract from the spirit of play and as a rule should be 
avoided. 

3. Line up the players, count off and march them forward as before 
Instead of marching them to the starting line, appoint a captain for each 
team and instruct him to take his team informally to the starting line 
and line them up in file. 

4. Line up the player# in rank. Select as many captains as there are 
to be teams and station tfiem on the starting line. Have the players count 
off by the number of teams desired, that is, if three teams are desired have 
them count off by three’s. Tell the Number i’s to run and line up behind 
the first captain, the 2’s behind the second captain, and so on. 

Uneven Teams. —When some teams are short a player it is not wise 
to cause players from the other teams to sit out in order to even up the 
teams. Have one player on the short teams run twice. In the passing 
relays this is impossible of course, and it may be necessary here to ask 
players from other teams to drop out. These players should be asked to 
assist in the officiating. After each relay have them join their teams again 
and have other players fall out. 

Starting and Turning Lines. —Establish a common starting line for all 
the teams. From forty to sixty feet distant establish another line parallel 
to it. This is the turning line. Indoors, a wall is to be preferred as the 
turning line in most relays, the runners merely touching the wall and 
running back to the starting line. It is usually desirable to establish a 
permanent starting line at the desired distance away from a wall, and then 
to mark a permanent turning line six feet out from the wall for use in 
those relays in which a wall is not usable. 

Starting Succeeding Runners .—When succeeding runners are merely 
touched off there is a tendency to steal at the transfer. Consequently it is 
recommended that an object be passed by the runner to the succeeding 
player* This may be a handkerchief, stick, or stone. Groups meeting 
regularly will want regular objects to use for this purpose. The official 
baton of the track relays may be used, and the practice in handling ft is a 
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good preparation for track, but in recreational relays with all types of 
players participating, the baton is so small that it is easily dropped at the 
transfer, and consequently slows up the running. It will be found that 
three-foot wands made from broomsticks will not only be excellent con¬ 
venient objects to pass but will find many other uses in relays. 

A method which may be used at times to prevent stealing at the transfer 
is to have the runner run to the rear of the line, and hand the stick to the 
last player; it is then passed up to the front player who runs when he gets it. 

Another method excellent from the standpoint of preventing stealing 
at the transfer follows: Place the starting line about fifteen feet out from 
a wall and arrange the teams in parallel files behind it and facing it. 
The teams thus stand between the starting line and the back wall. At 
the signal player Number i of each team runs to the turning line and 
back, touches the wall behind his team, then runs up and gives the stick 
or handkerchief to Number 2, who repeats. Instead of crossing the starting 
line too soon, the tendency is for Number 2 to run back to meet Number 1. 
In case no wall is available, a line may be marked a few feet behind the 
teams. 

Still another method which accomplishes the same end is as follows: 
Player Number 1, as he returns from the turning line, runs past his team 
to the right, goes around the end of his team and comes up the other side, 
and gives the stick to Number 2. Number 1 then takes his original place. 
Number 2 runs to the turning line and back, goes around the end'Of his 
team and comes up the left side, giving the stick to Number 3, and so on. 
This method is frequently used by having the last player run first, which 
makes a particularly effective method of running events of the type of the 
Somersault Relay, and the Crawl-Under Relay, described later. 

Marking the Last Runner .—It is a great help in picking winners to 
mark the last runner in each team conspicuously. Players, too, like to 
know when the last players of the other teams are running. This can be 
done by tying a handkerchief around the last player’s arm, having him take 
his shirt off, wear a hat, or roll a stocking down. Groups meeting regu¬ 
larly may find it desirable to provide permanent colored sashes; these 
can be transferred quickly when necessary, as would be the case when the 
rear man runs last in one relay and the front player last in the following 
relay. 

Throwing up Arms at the Finish ,—The custom of having all mem¬ 
bers of a team throw up their arms and yell when their last runner finishes 
is strongly recommended. This not only facilitates judging but the yelling 
adds greatly to the spirit and enthusiasm. 

Penalties,—It is usually much too severe a penaltf to a relay team to 
disqualify it for the infraction of a rule by one of its players* The foul 
may have been inadvertently committed in the excitemcntor may be dine 
to misu^^ as to what was expected of him. The other players 
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on the team are not at fault. When younger players are competing con¬ 
siderable leniency should be shown. 

With players who have reached the team stage, however, the rules 
should be definitely enforced and the following method of penalizing is 
recommended: award one point for finishing first, two for second place, 
and three for third place. Add one point for each foul committed. The 
team with the lowest score wins. 

Recording Scores .—When several relays are to be run in succession, 
the score should be kept and if possible recorded conspicuously on a black¬ 
board after each relay. Determine the score as described in the preceding 
paragraph and record it. The team with the lowest score wins. When 
a group meets regularly and uses relays at most meetings, it is well to 
keep a permanent score and add each meeting’s score to the total of the 
preceding meetings. 

METHODS OF CONDUCTING RELAYS 


Simple File-Relay Method 

Arrange the teams in parallel files facing the starting line as in Figure 
25. Sixty feet in front (more or less to meet conditions), mark a turning 



line# Give the first player of each team an object to pass—stick, baton, 
handkerchief, ball. 

At the signal, the first player of each team runs to the turning line, 
returns, and touches off the second player by handing him the object# 
The seamd player runs and touches off the third player. Continue until 
all have run. The team finishing first wins. * 
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Having completed his run, Number i starts a new file to the left of 
his team. 4 Each player after running joins this new file. Thus when the 
relay is over the team is already arranged in file formation for the next 
relay. 

When the last runner of each team finishes, all members of his team 
throw their arms over head and yell. 

One of the methods of preventing stealing at the transfer, described 
on page 161, may be used. 

Shuttle-Relay Method 

The shuttle race is a form of relay in which the team is divided into 
two halves, each half being placed in file opposite the other half with 
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the racing area between them (see Figure 26). At the signal player 
Number 1 runs across to Number 2 and touches him off; Number 2 runs 

across and touches off Number 3; 
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and so on. Number 1, having run, 
remains on Number 2’s side; con¬ 
sequently when the race is over the 
two halves of the team are on 
opposite sides of the area than at 
the start. 

Shuttle races are more confus¬ 



ing to organize and operate than 
the Simple Relay and are not so 
satisfactory for ordinary use. They 
do, however, make a fast race and 
are well adapted 1d large teams 


Figure 27. and a limited sjjace. 

The great majority of the relays 
described in the following chapters can be %dapted to the shuttle method. 
The play leader will have no difficulty in determining how most of the 
relays described can be conducted in shuttle fashion. 
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Spoke-Relay Method 

This is a good type of relay when space is too limited for straight-away 
races. Arrange the teams like the spokes in a wheel, radiating from a 
hub as in Figure 27. At the signal the last player of each spoke runs 
around the circle to the right and touches off the second player who 
repeats. The first player then takes his place at the hub end of the spoke. 
Continue until all have run. The team finishing first wins. 

Circle-Relay Method 

Arrange each team in a separate circle. Mark a circle on the floor in 
front of the players inside of which they must not step. 

At the signal the first player of each circle runs around the circle and 
back to his position, touching off the player to his right. This player then 
runs around the circle and touches off the third player. Continue until all 
have run. The circle finishing first wins. 

This method is less satisfactory than the File-Relay and Shuttle-Relay 
methods above because of the difficulty in judging and the difficulty the 
players encounter in telling where their team stands in relation to the other 
teams as the race progresses. 

Relay Methods for Small Spaces 

These methods are described in Social Games for Recreation, Chapter 
VI, “Social Relays and Group Contests.” 



CHAPTER XIII 


RELAYS "BASED PRIMARILY ON 
LOCOMOTION 

T HE outstanding feature of the relays in this chapter is locomotion. 

Some of them involve handling objects but such handling is usually 
incidental to the locomotion and is added to supply variety and interest. 

These relays fall under the following headings: (i) standard relays, 
(2) novelty running relays, (3) impeded-progress relays, (4) novelty tan¬ 
dem relays, (5) riding relays, and (6) miscellaneous relays. 

STANDARD RELAYS 

The standard relays are straight running relays with nothing of the 
novelty involved. There are five formations used in conducting such 
relays, all of which have been described in the preceding chapter. For 
ordinary use in informal relays as they are used in gymnasium, playground, 
and club work, the Simple File-Relay Method will be found the most 
advantageous. 

The methods are as follows: 

Simple File Relay (page 163} 

Shuttle Relay (page 164) 

Spoke Relay (page 165) 

Circle Relay (page 165) 

Track Relay (page 160) 

NOVELTY RUNNING RELAYS 

These relays all involve a novelty element of some type, either in the 
method of locomotion, or the handling of some object, or performing some 
stunt while running. 

These relays may be conducted from the file formation used in the 
Simple File Relay (page 163), or from the Shuttle Formation (page 164). 
The file method will be found most advantageous under ordinary circum¬ 
stances. Chapter XII, “Methods of Conducting Relays,” should be read 
for the details of the methods which will lead to the greatest success. 

Unless shorter distances are specified, the turning line should be be¬ 
tween forty and sixty-five feet from the starting line—it is better to use a 

m 
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short distance, making a fast race. Several short relays are much better 
than one or two long ones. 

In the relays which call for crawling on the floor, there is danger of 
knee abrasions. If the players are in gym clothes these should be used with 
discretion. They are excellent for clubroom and picnic use where the boys 
are usually fully dressed but are wearing play clothes. 

One of the methods of preventing stealing at the transfer, described on 
page 161, may be used. 

Sore-Toe Relay 

Gymnasium , Club, Playground Elementary School to Adults 

Establish a starting line, and from forty to fifty feet from it and parallel 
to it, establish a turning line. If possible use the wall of the gymnasium 
for the turning line. Arrange the players of each team in file, one behind 
the other, behind the starting line as in Figure 25. 

At the signal the first player of each team raises one foot forward, 
grasps the toe with both hands, and hops on one leg to the turning line. 
Here he raises the other foot, grasps the toe as before, and hops back to 
the starting line. He touches off the second player who then repeats. 
Having run the first pla^r starts a second file just to the right of the first. 
The race continues until the last player crosses the starting line, whereupon 
all players of the team throw their hands over their head and yell. The 
team finishing first wins. 

Hopping Relay. —The players hop on one foot to the turning line, and 
return hopping on the other foot. 

One-Leg Relay. —The player raises one leg behind and grasps it with 
both hands. He hops in this position to the turning line, then raises the 
other foot, grasps it as before and hops back. 

Skipping Relay. —The players skip to the turning line and back. In 
skipping the player steps on his right foot, hops on his right foot, steps on 
his left foot, hops on his left foot, and so forth. 

Crawling Relay. —The players crawl on hands and knees. They are 
not permitted to rise to the toe as a means of propelling themselves. The 
turning line should be thirty feet distant. 

Foot-to-foot Relay.— The players advance by placing the heel of the 
advancing foot against the toe of the back foot on each step. The turning 
line should be twenty feet distant. 

Eskimo Relay. —With feet together and knees stiff, the contestant 
moves by means of a rapid series of toe springs. The turning line should 
be thirty feet distant. 

; Heel Relay.—The runner runs on his heels, keeping his toes off the 
throughout. 
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Stiff-Knee Relay. —Keeping his knees stiff the contestant runs to the 
turning p^int and back. 

Toe-Hold Relay. —Bending forward and grasping his right toe with 
his right hand and his left toe with his left hand, the runner travels to 
the turning line and back. 

Crisscross Toe-Hold Relay. —Bending forward and grasping his 
right toe with his left hand, and his left toe with his right hand, the con¬ 
testant travels to the turning line and back. 

Heel-Hold Relay. —The runner bends forward, grasps his left heel 
with his left hand and his right heel with his right hand. In this position 
he travels. 

All-Fours Relay. —On hands and feet the contestant runs to the 
turning line and back. 

Rolling Relay. —Lying on the floor parallel to the starting line, each 
player in turn rolls to the turning line and back. The turning line should 
be about thirty feet distant. 

Backward All-Fours Relay .—The players take the ordinary hands- 
and-feet position but race backward. 

Animal-Imitation Relays 

Gymnasium , Club, Playground Late Elementary to Senior High School 

These relays involve an element of imitation which adds much interest. 
They are conducted in the same way as the Sore-Toe Relay described above. 

Kangaroo-Jumping Relay. —The runner places a cardboard between 
his ankles, and holding it by means of his legs only, jumps to the turning 
line and back. The turning line should be about thirty-five feet distant. 
If the card is dropped, it must be replaced before further progress is made. 

Variation. —Instead of using the cardboard, place a basketball between 
the legs. 

Gallop Relay.— The runner places one foot in front of the other, and 
keeping the feet in the same relative position, gallops to the turning line 
and back. 

Crab Relay.— Each player supports himself on hands and feet, back 
toward the floor, and feet toward the starting line. In this position he 
travels. * 

Reverse-Crab Relay. —Same as the Crab Relay, except that the player 
travdS with’his hands to the front instead of his feet. 
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Elephant Relay. —Each runner runs on hands and feet with knees 
and elbows stiff. Legs and arms must be kept absolutely rigid. 

Bear-Walk Relay. —On hands and feet each runner travels by step¬ 
ping with the right hand and left foot simultaneously and then stepping 
with the left hand and right foot simultaneously. 

Frog-Jumping Relay. —Each runner in turn takes a position on 
hands and feet, hands close together, feet slightly spread with knees out¬ 
side of the arms. He advances by a series of frog-like jumps, leaping for¬ 
ward, landing on hands, and then bringing the feet up to the original 
position. 

Lame-Dog Relay. —On two hands and one foot and holding the 
other foot out behind, each player in turn travels to the turning line and 
back. 

Snake-Walk Relay .—Each player in turn advances as follows: step 
on the left foot, swing the right foot around behind the left and at the 
same time rock forward on toe of the left so that the right foot is in ad¬ 
vance of the left when it t#jches the floor; then swing the left foot in back 
of the right in similar falhion. The turning line should be twenty feet 
distant. 

Seal Relay. —Each player in turn lies on the floor, face downward, 
places his hands on the floor pointing outward, and walks on his hands, 
dragging his legs behind. The legs should be kept straight and the toes 
pointed. 


Pass-the-Buck Relay 

Gymnasium, Club, Playground Elementary School to Senior High School 
The players stand at stride, bend, and thrust the right hand back be¬ 
tween the legs. At the signal the rear man slaps the hand of the player in 
front of him, who immediately slaps the hand of the man in front of him, 
and so the “buck” is passed to the front player. When the front player is 
slapped, he runs to the turning line, returns to the rear, slaps the hand of 
the rear man and then takes his position at the rear of the line. This 
continues until the original leading man is back at the head of the line. 

Run-and-Sit Relay 

Gymnasium, Club, Playground Late Elementary School to Adults 

The first player runs to the turning Hne, sits on the floor, raises his feet, 
and taps them together three times, rises, and returns, touching off the 
second player who repeats. Continue until all have run. * 
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Zigzag Relay 

* 

Gymnasium, Club, Playground Late Elementary to Senior High School 
Directly in front of each team and near the turning line, set up a row 
of five Indian clubs three feet apart. At the signal the first player runs 
forward, zigzags between the clubs, crosses the turning line, zigzags back 
between the clubs and then runs to the starting line, touching off the sec¬ 
ond player who repeats. To compute the score, count one point for each 
club knocked over, subtract three for finishing first, two for finishing 
second, and one for finishing third; the team with the lowest score wins. 

Loop-the-Loop Relay 

Gymnasium, Club, Playground Late Elementary School to Adults 

At the signal the first player of each team runs back and around the 
rear end of his team and then to the turning line. He returns and touches 
off the second player, who runs around the rear end of the team and then 
to the turning line, and so on. Continue until all have run. 

Circle-the-Post Relay 

Gymnasium, Club, Playground Late Elementary School to Adults 

Directly opposite each team on the turning line, station a man to serve 
as the “post,” or set up a jumping standard or an Indian club. At the 
signal, the first player runs to the “post,” completely circles it once without 
touching it, and returns to touch off the second player who repeats. 

Dizzy-Izzy Relay 

Gymnasium, Club, Playground Late Elementary School to Adults 

The hilarious event is much enjoyed by both contestants and spectators, 
but it needs careful supervision. 

Give the front player of each team a baseball bat. Station an official 
at the front of each team. At the signal, the first player holds the bat 
vertically, placing the end of the bat on the floor and placing his forehead 
on the upper end. He then runs around the bat five times. The official 
beside him counts out loud each time a circuit is made and at the end of 
the fifth circuit, slaps him on the back as the signal to run. The player 
then drops the bat and runs to the turning line, returns and touches off 
the second player, who repeats. Care must be taken to see that the bat is 
not lifted from the floor and that the player keeps his forehead on it. 

The interest in this contest centers around the struggle of the dizzy 
runners to get to the turning line and fcpck. When played indoors, it is 
well to station a man or two near the side walls, fear die dispzy runner in¬ 
variably runs somewhat off his course instead of straight toward the turn- 
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ing line, and occasionally falls forcefully against the wall. When a runner 
is heading toward the wail, the man stationed there should shove him off 
and prevent him from colliding with the hard surface. 

Match-Box Relay 

Gymnasium, Club, Playground Late Elementary School to Adults 

The humorous element in this contest makes it popular as a sociable 
event for parties and club meetings as well as for playground and gymna¬ 
sium use. 

The turning line should be from thirty to forty feet distant. Place a 
match-box cover on the nose of the first player of each team. At the signal 
he runs to the turning line, returns, and pushes the match-box cover on 
the nose of the second player without the use of the hands. The second 
player then repeats. 

If the box falls off the nose, the runner may set it on end with his 
hand, but from then on it must be pushed on the nose with the aid of the 
nose only. The usual custom of not allowing the player to touch the box 
cover at all when it falls c^f, slows up the contest too much. If the cover 
falls to the floor in the process of transferring it to another player, the first 
player must put it back on his own nose and then attempt the transfer 
again. Continue until all have run. 

Tunnel Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 
Place a player, preferably a larger one, in front of each team, at a point 
half-way down to the turning line. Have these players spread their legs 
widely. At the signal, the first player runs, dives between the legs of the 
stationed player, runs to the turning line, returns, dives between the legs 
again, and then runs to the starting line and touches off the second player 
who repeats. 

Chair-Arch Relay. —Same as the Tunnel Relay except that chairs 
are used to form the arch. Midway between the starting and turning lines 
place two chairs in front of each team, lying on the front side so that the 
backs overlap, thus forming an arch. 

Jump-Ditch Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 
Midway between the starting line and the turning line, draw two lines 
across the floor of such distance apart that the players can jump over them. 
The apace between these lines is known as the ditch* At the signal the 
flrst player runs forward, leaps over the ditch, runs .to the turning line, 
rensma, l^ps the ditch, and touches off the second player, who repeats. 
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Crawl-Under Relay, Number i 

% 

Gymnasium, Club, Playground Late Elementary to Senior High School 

The players stand at stride with feet well apart. At the signal, the first 
player in each team turns, drops to his hands and knees and crawls back 
between the legs of the team. Having reached the rear, he rises, and runs 
to the turning line, returns and touches off the second player who repeats. 
The first player then goes immediately to the rear of the line. 

Variation. —Have the rear player run first. He crawls forward be¬ 
tween the legs, runs to the turning line, returns, touches off the player at 
the end of the line, and then takes his place at the front of the line. 

Variation for Small Space. —When there is not sufficient space for 
the run to the turning line, it may be eliminated. The first player in each 
team crawls back between the legs, runs to the head of the line, touches 
off the second player, and then takes his place at the rear of the line. 

Crawl-Under Relay, Number 2.—This relay is suitable for limited 
space. At the signal the first player takes one long step forward, and 
spreads his legs. The second player crawls under the first player’s legs, 
rises and stands in front of him spreading his legs; the third player crawls 
through the legs of the first two and stands in front with his legs spread. 
Continue until the original leading player is back at the head of the line. 

Weaving Crawl-Under Relay. —Arrange the teams in parallel files, 
then have them face to the side with legs at a wide stride and feet touching 
those at either side. At the signal the first player of each team crawls 
through the legs, going in and out down the line, through the second 
player’s legs from the front, the third player’s legs from the rear, and so on. 
On reaching the end of the line he runs to the turning line and back and 
touches off the second player who repeats. Number 1 then goes to the 
end of the line and spreads his legs. 

In-and-Out Relay 

Gymnasium, Club, Playground Late Elementary School to Adults 

Space the players so that they are four feet apart. At the signal the 
rear player zigzags in and out between the players, to the left of one, to 
the right of the next, and so forth. When he reaches the front of the line 
he sprints to the turning line and back, touches off the last player in the 
line, and then takes his place at the head of the line. The player touched 
off runs in the same way. m 

Variation.—The rear player zigzags in and out between the players as 
above until he reaches the front of the fine. He then runs back to his 
original position and touches off the player ahead of him* This player 
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zigzags to the front of the line, then runs around the rear of the line and 
back to his position, touching off the player in front of him, who repeats. 

Obstacle Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 

Between the starting line and the turning line, place a series of obstacles 
in the path of each team, such as chairs, jumping standards laid on the 
side, rolled mats, and so forth. At the signal the first player runs to the 
turning line, jumping or hurdling the obstacles as he goes; having crossed 
the turning line he returns, rejumps the obstacles, and touches off the 
second man who repeats. 

Human-Obstacle Relay, —Station four men in line with each file be¬ 
tween the starting and turning lines, ten yards apart. The first stands 
erect, the second at stride with feet well spread, the third in leapfrog 
position, and the fourth erect. At the signal the first player of each team 
runs around the first man, dives through the legs of the second, vaults 
over the third, runs completely around the fourth, and returns direct to 
the starting line, touching cFff the second player who repeats. 

Barrel-Obstacle Relay. —A barrel with both ends removed is placed 
in the path of each team half way down to the turning line. The first 
player dives through the barrel, runs to the turning line, returns, dives 
through the barrel again, and finishes, touching off the second player who 
repeats. 

All-Up Relay 

(Set 'em Up Relay) 

Gymnasium , Oub, Playground Late Elementary to Senior High School 

Directly opposite each team at the turning line, draw two tangent circles 
on the floor, two feet in diameter, and place three Indian clubs in one. 
Books set on end, bottles, or blocks of wood may be substituted for the 
Indian clubs. At the signal the first player of each team runs to the clubs, 
picks them up using one hand only, and sets them up in the other circle. 
He then returns and touches off the second player, who runs to the clubs 
and places them back in the original circle. The third player sets them in 
the other circle again, and so on. If a club falls down before a runner 
reaches the starting line, he must return and set it up again. 

Variation.— Using one circle only, the runnier upon reaching the clubsi 
knocks them over with his foot and then sets them up again in the circle. 

Variation.—The runner picks up one club at a time and strikes the 
top of the club on the floor, then sets it up in tie circle again. * : 
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All-Up-and-All-Down Relay. —Opposite each team on the turning 
line, set u|> three Indian clubs, bottles, books, or sticks of stove wood. At 
the signal the first player runs forward, knocks the clubs down, returns 
and touches off the second player, who runs forward and sets the clubs up 
again. The third player knocks them down, and so on. 

Feet and Club Relay. 1 — Opposite each team on the turning line, set 
up one Indian club. At the signal the first player of each team runs for¬ 
ward to the club, sits on the ground, kicks the club over, and sets it up 
using only his feet. He then returns and touches off the second player 
who repeats. 

Ball-and-Bottle Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 

Half way down to the turning line place three pop bottles in the path 
of each team and on the top of each bottle place a golf ball; at the turning 
line place three more bottles without balls. At the signal, the first player 
of each team runs to the bottles, removes the balls and places them on the 
botdes at the turning line. He then touches off the second player who 
brings the balls back to the original bottles, and so on. 

Jump-the-Stick Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 

Give the first player of each team a wand or broomstick. At the signal 
player Number i turns, gives one end of the stick to Number 2 and holds 
on to the other end. They both bend down holding the stick between 
them about six inches from the floor and parallel to it, and run back to 
the end of the line of players, one on each side of the line. Each player 
jumps over the stick as it reaches him. When the stick has reached the 
end, the first player remains there; the second runs with the stick to the 
turning line, returns, gives one end of the stick to the third player, and 
repeats. Continue until all have run and the first player is back at the 
head of the line. 

Variation for Small Space.— When space is limited the runs to the 
turning line may be eliminated. 

Head-Balancing Relay 

Gymnasium, Club, Playground Late Elementary School to Adults 

A book is placed on the head of the first player of each team. At the 
signal the first player runs to the turning line and back and places the book 

x The idea for this relay was taken frotmS. C, Staley, Games, Contests, and 
Relays, p. 259* Copyright, 1934. By permission of A. S* Barnes & Company, 
publishers. - • ', r *T’ ' 
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on the head of the second player who repeats. The runner is not permitted 
to touch the book with his hands unless it falls off, in which case he must 
stop, replace the book, and take his hands off it before making further 
progress. 

William Tell Relay. —Same as the Head-Balancing Relay except that 
an apple is used instead of the book. 

Message Relay 

Gymnasium, Club, Playground Late Elementary School to Adults 

This ever-popular relay calls for mental alertness more than physical 
ability. Place the captains on the turning line opposite their teams. Give 
each captain a folded card on which a brief message of not more than ten 
words is written. All cards contain the same message. At the signal the 
captains open the cards and read the messages. When a captain is sure he 
knows it, he drops the card on the floor, runs and gets the first player in 
his file and returns with him, whispering the message to him on the way. 
When they reach the turning line, the captain stays there and the first 
player goes back to get tl%e second. Continue until all have run. When 
the last player of a team gets the message he runs to the leader who is 
stationed near the starting line, and states the message to him. Since the 
messages as stated are invariably far from correct, the team turning in the 
nearest correct statement is declared the winner. 

The captains should be cautioned to read the message deliberately 
before running. When the captains drop their cards the leader should 
immediately pick them up. The players should be warned to run slowly 
and pay attention to the message. 

Potato-and-Spoon Relay 

Gymnasium, Club, Playground Late Elementary School to Adults 

Six feet in front of each team there is a circle with a potato in it; at 
the turning line there is another circle, empty. Give the first player of each 
team a spoon. At the signal he runs to the potato, picks it up in the 
spoon without the use of the other hand, runs to the second circle, deposits 
the potato in it, returns to the starting line, and gives the spoon to the 
second player. This player runs to the potato, picks it up, and brings it 
back to the first circle, and so on. 

Stab-the-Spud Relay.—Six feet in front of each team draw a circle 
eighteen inches in diameter; draw a second circle of the same size opposite 
each team on the turning line. In this second circle place a potato for each 
player on the team. The first player of each team has a pointed stick. 

At the signal the first player of each team runs to the far circle, stabs 
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a potato with his stick and returns to the rear circle and deposits the 
potato in it, then gives the stick to the second player who repeats. 

Potato Relay. —This relay follows the arrangements used in the Po¬ 
tato Race (page 11). The teams are lined up at the starting line and 
each player handles the potatoes in turn. The first player places the potatoes 
in the circle, and the second returns them to their original places, the third 
places them in the circle, and so on. 

Potato-Carrier’s Relay. —In front of each team’s position is a row 
of eight circles with a potato in each, as in the Potato Race (page 11). 
The first player of each team has a small basket or box. At the signal the 
first player runs down the course, picks up all the potatoes and puts them 
in the basket, then returns and gives the basket to the second player, who 
replaces the potatoes. Continue until all have run. 

Coat-and-Hat Relay 

Gymnasium, Club, Playground Late Elementary School to Adults 

Give an old hat and a rain coat to the first player in each team. At the 
signal he runs to the turning line, putting on the coat and hat as he goes, 
returns, takes them off and gives them to the second player, who repeats. 
The coat and hat may be put on while the player is running, but must be 
entirely on when he returns to the starting line; he is not permitted to 
start to take them off before crossing the starting line. 

Barrel-Rolling Relay 

Gymnasium, Club, Playground Late Elementary School to Adults 

Place an empty barrel on its side on the starting line in front of each 
team. At the signal, the first runner rolls the barrel to the turning line, 
turns it around and rolls it back to the starting line. The second player 
then repeats, and so on. 

Variation. —The players must roll the barrel by kicking it with the 
feet and are not permitted to touch it with any other part of the body. 

Trundle-Wheel Relay 

Gymnasium, Club, Playground Late Elementary and Junior High Schools 
This relay is based on the use of the perennially popular trundle wheel. 
It is particularly seasonable in the spring. To make the trundle wheel, 
secure an old tricycle wheel or other similar metal *wheel. In the hub 
insert a hardwood stick which will protrude Jour to six inches on one 
side. One wheel is needed for each team. For indoor use, wheels which 
do not have a hard rubber tire are difficult to handle. 
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Give the first player of each team the wheel and a three-foot stick. 
At the signal the player sets up the wheel, places his stick under the hub 
stick, and rolls the wheel to the turning line and back, giving it to the 
second player who repeats. Continue until all have run. 

Tire-Rolling Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 

Give the first player of each team an old automobile tire. Place an 
Indian club opposite each team on the turning line. At the signal the 
first player rolls the tire to the turning line, rolls it around the Indian club 
and back, and gives it to the second player who repeats. 

Tire-Jumping Relay. —Establish a rolling line ten feet in front of 
the files. Place the first player of each team on the rolling line and give 
him an old automobile tire. 

At the signal the roller of each team rolls his tire toward his team by 
giving it one shove. The players in turn stride-jump the tire. If the roller 
did not steer the tire exactly straight the line must shift enough to be in 
line with the tire. If a player knocks down the tire in attempting to jump 
it he must recover the tire and give it to the preceding player who rolls it 
back again. As soon as the roller rolls the tire he runs to the front of the 
line. When the last man jumps the tire, he rolls it to the rolling line and 
then rolls it at his team again. Continue until the original roller rolls the 
tire across the rolling line. 

Through-the-Tire Relay. —Have all the players drop to hands and 
knees. Give the first player of each team an old automobile tire. At the 
signal the first player goes through the tire head first; the second player 
takes the tire and repeats and so on to the end man. When the end man 
has gone through the tire he runs to the head of the line, rolling the tire, 
goes through it again and thus starts it back down the line. Continue until 
the original leader of the line is back at the front. 

Hoop-Rolling Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 

Place an Indian club on the turning line opposite each team. At the 
signal the first player rolls the hoop with his hand down the course and 
around the club and back to the starting line, handing the hoop to the 
second player who repeats. The hoop must be rolled all the way and not 
carried. If the club is knocked down it must be replaced before the runner 
continues. 

Hoop-and-Stick Relay.— Give the first player a wand or two-foot 
stick with which to propel the hoop. He starts the hoop by holding it 
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with his hand and striking the side with the stick and thereafter propels 
it by batting it with the stick only. He rolls it across the turning line, then 
back to the second player who repeats. If the hoop falls the hand may be 
used in starting it again. 

Through-tha-H oop Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 
At the signal the first player of each team runs forward and passes the 
hoop down over his head and jumps out of it. He does this once between 
the starting line and the turning line, and once on the return to the start¬ 
ing line. He then gives the hoop to the second player who repeats. 

Through-the-Hoop Relay—Feet First.— At the signal the first 
player runs forward, steps in the hoop and raises it over head once on the 
way to the turning line and once on the way back. He then touches off 
the second player who repeats. 

Hoop-Diving Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 
Station a man with a hoop in front of each team, half way between the 
starting and turning line. He holds the hoop with the edge touching the 
floor and the opening toward the team. At the signal the first player runs 
forward, dives or crawls through the hoop, runs to the turning line, re¬ 
turns, dives through the hoop again, and touches off the second player 
who repeats. 

Big-Hoop Relay. —Withdraw the nails from three wooden barrel 
hoops and, using these as sections, nail them together thus making a large 
hoop three to five feet in diameter. One of these large hoops is needed for 
each team. At the signal the first player of each team runs back, holding 
the hoop vertically with the bottom near the floor. All the players jump 
through the hoop in turn. The first player then runs to the turning line, 
returns, hands the hoop to the second player, and takes his place at the 
rear of the line. The second player repeats. 

Rope-Skipping Relay, Number i 

Gymnasium, Club, Playground Late Elementary to Senior High School 
Opposite each team on the turning line place an eight-foot skipping 
rope. At the signal the first player in each team runs to the turning line, 
picks up the rope and skips or jumps it any style four-times; he then drops 
the rope and returns to the starting line** touching off the second player 
who repeats* 

Variation.— Skip or jump thc rope backward four times. 
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Variation. —Specify the style of skipping or jumping: single jump, 
double jump, skip, running in place, jumping with one leg, and so forth. 

Rope-Skipping Relay, Number 2.—Give the first player of each 
team an eight-foot skipping rope. At the signal he runs to the turning 
line, running over the rope three times as he goes; he returns running over 
the rope three times, and gives it to the second player who repeats. 

When the players are experienced at rope skipping, they may be re¬ 
quired to step over the rope every other step. 

Variation. —Have the players run backward running over the rope as 
before. 

Leapfrog Relay, Number 1 

Gymnasium, Club, Playground Late Elementary to Senior High School 

Each player leans forward placing his hands on his knees in leapfrog 
position; spread the files sufficiently to give room. At the signal the rear 
player vaults over all the players in turn and when he reaches the head of 
the line, he leans forward and takes his position there; as soon as the rear 
player has passed the next to the rear player, this player starts vaulting 
also. Continue until the players are in the same position in the file as at 
the start. 

Leapfrog Relay, Number 2.—At the signal the rear player of each 
team vaults over all the players in turn until he reaches the head of the 
line. He then runs to the rear, takes his original place, and touches the 
player in front of him. This player vaults over all the players ahead of 
him, and when he reaches the front of the line, runs to the rear, leaps 
over the end man to his original place, and touches off the player in front 
of him. Continue until all have run. This method is perhaps the least 
confusing of the various leapfrog relays. 

Leapfrog Relay, Number 3. —Send player Number 1 midway be¬ 
tween the starting and turning lines and have him lean forward in the 
leapfrog fashion. Player Number 2 runs forward at the signal, vaults over 
Number 1, stops and leans forward, and Number 1 vaults over him. Num¬ 
ber 2 then remains in place and Number 1 runs to the turning line, re¬ 
turns and touches off Number 3. Number 3 vaults Number 2 and leans 
forward; Number 2 vaults Number 3, runs and touches off Number 4. 
Continue until all have run. 

Leapfrog Relay, Number 4.—Station the Number 1 player of each 
team about five yards in front of his team and have him lean forward in 
the leapfrog position. At the signal, Number 2 runs forward, vaults ov 4 r 
him and ruris to the turning line, returns and touches, off Number 1 who 
in turn touches off Number 3. In the meantime Number 2 leans forward 
in leapfrog position. Number 3 then repeats. Continue until all haver uo. 
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Leapfrog Spoke Relay,— Arrange the teams as described under the 
Spoke-Refoy Method (Figure 27, page 164), having the players spaced at 
arm’s length apart. 

At the signal the end player of each team runs around the circle, re¬ 
turns to his spoke, and leaps over the back of the player now on the end 
as in leapfrog. This player then runs around the circle. The first player 
continues to leap over the backs of all players on his team until he reaches 
the hub end of the spoke. Continue until all have run. 

Automobile Relay 2 

Playground, Gymnasium, Club Elementary and Junior High Schools 

Arrange the teams in parallel files and number the players of each team. 
Give each number specific instructions which he is to follow when his turn 
to run comes: All Number i’s represent a car with a flat tire going to the 
garage (hop on one foot to the turning line and run back). Number 2’s 
represent a car with carburetor trouble (take three steps forward and two 
backward to the turning line and run back). Number 3’s have a wheel off 
(go on two hands and one foot to the turning line and run back). Num¬ 
ber 4’s have a battery burned out (pushed by Number 5 to the turning line; 
both run back). Number 6’s represent a car that is all right but an old car 
(run on all fours both ways). Number 7’s represent a car that will run in 
reverse only (run backwards to the turning line and back). Number 8’s 
represent a good car (run fast both ways). If there are more players, other 
situations can be easily added. Award five, three, and one points for finish¬ 
ing first, second, and third, and deduct one point for each runner that fails 
to follow instructions all the way. 

Somersault Relay 

Gymnasium, Playground Late Elementary to Senior High School 

At the signal the first player of each team progresses to the turning line 
and back by a series of somersaults. No progress may be made with the 
feet—each somersault is followed directly by the next. On returning, the 
first player touches off the second who repeats. The turning line should 
not be over thirty to forty feet distant. 

Stunt Relays 

Gymnasium, Club, Playground Late Elementary to Senior High School 
Place a mat in front of each team, midway between the starting and 
turning lines. Specify some gymnastic Stunt or feawwhich is to be done. 
The first player of each team runs to the mat, does the stunt, runs to the 

2 The idea for this relay was taken from the Content Committee Report, 
Marjorie Hillas, chairman. 
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turning line, returns to the mat and repeats the stunt, and then touches 
off the second player who repeats. 

Such stunts as the following may be used: 

1. Forward roll. 3. Cart wheel. 

2. Run backward and do a backward roll. 4. Headstand. 

Medley Relay 

Gymnasium, Club, Playground Late Elementary School to Adults 

Number the players and instruct them how each is to move when his 
turn comes. The same method of locomotion is not assigned to more than 
one player of a team. The Number i’s may be instructed to hop on one 
foot down to the turning line and run back; the Number 2*s to go on all 
fours, the Number 3’s to run backward, and so forth. Any of the methods 
of locomotion in the above relays may be used. 

IMPEDED-PROGRESS RELAYS 

In these relays the runners are impeded or restricted in some way, 
usually by some object or appliance on the feet. Handicapped in this way, 
free locomotion is impossible. 

Most of the novelty relays described in the preceding chapters involve 
the manipulation of some object or the performance of some stunt that in 
a sense impedes free progress. However, only those relays are classified 
in the following section in which the free movement of the legs is definitely 
impeded, usually by some object on which the contestant stands. The 
Tin-Can Stilt Race is an example. 

Paper-Walking Relay 

Gymnasium, Club, Playground Late Elementary School to Adults 

The turning line should not be more than fifteen feet distant. Place 
two newspapers folded twice, or two pieces of cardboard, on the floor in front 
of each team. At the signal the first player steps on the paper, bends down 
and grasps one of the papers in each hand. He places one of the papers 
forward, steps on it, then places the other forward and steps on it. In this 
manner he makes progress to the turning line and back, touching off the 
next player who repeats. 

Fan-Walking Relay.—Same as the Paper-Walking Relay except that 
large palm-leaf fans are used. The first player of each team stands on the 
fans with the handles extending forward. He bends down, grasps the 
handles, and runs forward on the fans by pulling them forward. 

Brick-Walking Relay.— Same as the Paper-Walking Relay except 
that bricks are substituted for the papers. 
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Pail-Running Relay 

Gymnasium, Club, Playground Late Elementary School to Adults 

In this interesting relay two buckets of the large size are needed for 
each team. Standing with one foot in each pail and holding on to the 
handles, the first player of each team runs to the turning line and back. 
He then gives the pails to the second player who repeats. Continue until 
all have run. The turning line should not be more than twenty-five feet 
distant. 

Dishpan Relay 

Gymnasium, Club, Playground Late Elementary School to Adults 

A large dishpan is needed for each team. At the signal the first player 
of each team sits in the pan, and with his hands and feet on the floor slides 
the pan forward to the turning line and back. He then gives the pan to 
the second player who repeats. The turning line should not be more than 
twenty feet distant. 

Variation.—Same as the above except that the players turn their backs 
to the starting line, sit in the dishpan and move backwards. 

Chair-Walking Relay 

Gymnasium, Club, Playground Late Elementary to Senior High-School 
Two substantial straight-back chairs are needed for each team. The 
first player places the chairs side by side with backs turned toward the 
starting line. He stands with one foot on each chair and clasps the backs 
of the chairs with his hands. At the signal he walks to the turning line 
and back by lifting the chairs forward by the hand, and stepping on them. 
On returning to the starting line he gives the chairs to the second player 
who repeats. Continue until all have run. 

The turning line should not be more than thirty feet distant. 

Chair-Stubbing Relay.—A sturdy straight-back chair is placed in 
front of each team with its back toward the starting line. At the signal 
the first player stands on the seat of the chair, grasps the back with his 
hands, and by jerking the chair moves forward to the turning line. Here 
he jumps off, picks the chair up and runs back, giving it to the second 
player who repeats. The turning line should not be over fifteen feet distant. 

Slipper Relay 

Gymnasium, Club, Playground Late Elementary School to Adults 

A large pair of house slippers or rubbers is needed for each team; they 
must be larger than required by the largest player so that they wih be kept 
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on with difficulty. At the signal the first player puts the slippers on, runs 
to the turning line, returns, takes the slippers off and gives them to the 
second player who repeats. If the slippers fall off they must be replaced 
before continuing. 

Shoe Relay. —Halfway between the starting line and the turning line, 
mark a line across the floor. The first player of each team runs to this 
line, takes off his shoes and leaves them, runs to the turning line, returns, 
puts on his shoes, and runs to the starting line, touching off the second 
player. The shoes must be completely laced. Continue until all have run. 

Tin-Can Stilt Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 
The tin cans are prepared by running a three-foot length of light rope 
through small holes on opposite sides of the can near the top. The ends 
of the rope are tied together so that when a player stands on the cans, the 
ropes reach to his knees. Tomato-juice cans or soup cans from which the 
contents have been removed by holes punched in the top are ideal, in that 
both top and bottom still Itemain. Two cans are needed for each team. 

At the signal the first player of each team mounts the cans and runs 
on them to the turning line and back, giving the cans to the second player 
who repeats. The turning line should be about forty feet distant. Con¬ 
tinue until all have run. 

Plank Relay 

Gymnasium, Club, Playground Junior and Senior High Schools 

Two hardwood planks fifteen inches square and one inch thick are 
needed for each team. To the middle of one edge of each plank a six- 
foot rope is attached. The first player of each team stands with one foot 
on each plank, with the rope side to the front, and holds one of the ropes 
in each hand. At the signal he travels to the turning point and back by 
lifting the planks with the ropes and setting them forward. He then 
gives the planks to the second player. Continue until all have run. The 
turning line should be twenty to thirty feet distant. 

Summer-Snowshoe Relay 

Gymnasium, Club, Playground Junior and Senior High Schools 

The “snowshoes” are made of barrel tops. Nail a cross strip five inches 
wide across the top of the barrel top, and to it nail a toe strap of leather, 
or better still of tin from a tin can. For gymnasium use, care should be 
taken to remove the rough edges and to see that there are no nails pro¬ 
truding from the bottom. H ( 
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At the signal the first player mounts the “snowshoes” and runs to the 
turning {Joint and back, giving the “snowshoes” to the next player who 
repeats. Continue until all have run. 

Barrel-Stave Ski Relay on Land. —For each team, two barrel staves 
are needed, made into skis by nailing on foot straps of tin from a tin can, 
or of leather. Select wide barrel staves. The first player of each team 
mounts the skis and at the signal moves to the turning line and back with 
a sort of skating motion. He gives the skis to the second player who repeats. 

Circus-Sandal Relay 

Gymnasium, Club, Playground Junior and Senior High Schools 

From a piece of four-by-four-inch wood construct high “sandals” sim¬ 
ilar to those used by circus performers on rainy days. These are quickly 
made by simply sawing off two pieces of the four-by-four, twelve inches 
long, and nailing on foot straps. The foot straps may be of heavy canvas, 
leather, or tin cut from a tin can. Two “sandals” are needed for each 
team. At the signal the first player of each team puts on the blocks of 
wood and runs to the turning line and back, giving the sandals to the 
second player who repeats. Continue until all have run. The team 
finishing first wins. 

Hoop-Hobble Relay 

Gymnasium, Club, Playground Junior and Senior High Schools 

The first player of each team places his feet in the hoop and spreads his 
legs so that the hoop is held parallel to the floor at ankle height. At the 
signal he runs forward to the turning line and back with the hoop around 
his legs, then gives the hoop to the second player who repeats. The runner 
must not allow the hoop to rise higher on his legs than half way to his 
knees, and he is not allowed to touch it with his hands. Continue until all 
have run. The turning line should be twenty to thirty feet distant. 

Hoop-Running Relay. —At the signal the first player makes progress 
to the turning line and back in the following manner: Holding the hoop 
in the right hand he bends forward so that the hoop is nearly parallel to 
the floor and close to it; he steps in it with the right foot and then with the 
left, transfers the hoop to the left hand, steps out with the right foot and 
the left, swings the hoop behind him and takes it in his right hand, and 
repeats the steps. On returning to the starting line he touches off the 
second player who repeats. The turning line should he fifteen to twenty- 
five feet distant. ‘ * 

Crisscross Hoop-Running Relay*—At the signal the first player of 
e$ch team moves to the turning line and back in the following manner: 
With his legs dose together he inserts the hoop between them perpendicular 
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to the floor and touching it; he steps through it with his right foot, crosses 
his left foot over in front of the right, crosses his right foot in front of the 
left and so on. Each step is made through the hoop. On returning to the 
starting line, he gives the hoop to the second player who repeats. The 
turning line should be fifteen to twenty-five feet distant. 

Sit-in-Hoop Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 

At the signal the first player of each team sits in the hoop, pushes the 
top of it up over his shoulders against his neck, and pushes it against the 
back of his knees. He may then stand as erect as possible provided he 
keeps the hoop against the back of the knees. In this position he runs to 
the turning line and back, giving his hoop to the second player who re¬ 
peats. The turning line should be twenty to thirty feet distant. 

Stilt Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 
This contest is interesting for all ages, even though the players have 
had but very little experience with stilts. The turning line should be thirty 
feet distant. Give the first player of each team a pair of low stilts. At 
the signal he mounts the stilts, moves to the turning line and back, giving 
the stilts to the second player, who repeats. Continue until all have run. 

Pogo-Stick Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 
Pogo sticks are an interesting addition to the equipment for supervised 
play. They form the basis of a most interesting and hilarious relay pro¬ 
vided the players are familiar enough with them to stay on them at all 
successfully*. One stick is needed for each team. 

At the signal the first player of each team mounts and, with the aid 
of the spring in the end of the stick, jumps to the turning line and re¬ 
turns, giving the stick to the second player who repeats. If a player falls 
off he must remount the stick at the point where his foot first touched the 
floor before making further progress. Continue until all have competed. 

NOVELTY TANDEM RELAYS 

In these relays two players from each team run at once. In other 
respects the procedure is as in the Simple File Relay (page 163). These 
are among the most interesting of the relays. 

Since the players compete in pairs, there should be an even number of 
players on each team. If uneven* designate one player to run twice. 
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Back-to-Back Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 
The first two players stand back to back and link elbows. At the 
signal the front player leans forward, lifts the back player off the floor, and 
thus carries him to the turning line. At this line he lowers the back player 
to the floor and that player immediately leans forward, lifts the first player 
and carries him back to the starting line. They touch off the next pair 
who repeat. 

Siamese-Twins Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 
The turning line should be from thirty-five to fifty feet away. The 
players run in pairs. Give the first two players of each team a four-foot 
stick, such as a broomstick. They stand back to back and straddle the 
stick, grasping it with both hands in front. At the signal, they move 
toward the turning line, one running forward and the other backward. 
Upon reaching the turning line, they stop and without turning around, 
return to the starting line, where they give the stick to the next pair who 
repeat. Continue until all have run. 

Swing-Around Relay 

Gymnasium, Club, Playground Late Elementary School to Adults 

The players race in pairs. At the signal, the first two players of each 
team join hands and run to the turning line, at which point they swing 
completely around, swinging each other around in a circle with joined 
arms. They then return to the starting line and touch off the next pair 
of runners who repeat. 

Broom-Riding Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 
Give the first player of each team an old house broom. The players 
run in pairs. The first player holds the end of the broom handle with 
both hands. The second player sits on the brush part of the broom as 
near the end as possible, places his feet on the broom stick and holds the 
stick with his hands. In this position they race to the turning line and 
back; then the second player pulls the third. Continue until the last 
player has ridden the broom. 

Bicycle-Tire Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 

An old bicycle tire is needed for each team. At the signal the first and 
second players, before crossing the starting line, stand dose together and 
dip the tire do#n over their heads and around their waists. In this posi- 
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tion they run to the turning line and back. They then remove the tire 
and give it to the third and fourth players who repeat. Continue until all 
have run. 

Over-the-Border Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 
Station the captain of each team behind the turning line, facing his 
team. At the signal, the captain runs forward, grasps the hand of the 
first player on his team and both run back to the captain’s original place. 
The captain then stays there, but the one whom he took over goes back 
and gets the next player, and so the race continues until all have been 
brought over and a new line formed behind the captain. 

Wheelbarrow Relay 

Gymnasium, Club, Playground Junior and Senior High Schools 

This is a thrilling and spectacular event both to spectators and con¬ 
testants. Old tricycle wheels at least a foot in diameter are used. Through 
the hub a sixteen-inch iron^od is inserted, just large enough to fit the hub. 
The wheel thus revolves om, the rod. 

At the signal the first player of each team places his hands on the bar 
of the wheel as near the ends as possible, and the second player grasps his 
ankles and lifts his legs. He pushes him to the turning line and back. 
Then the second player takes the wheel and the third player pushes him 
and so on. 

Human Wheelbarrow Relay. —The turning line should be twenty 
feet distant. The contestants compete in pairs. At the signal, the first 
player places his hands on the floor, the second player grasps his ankles 
and lifts his legs. In this position they travel to the turning line, the front 
player traveling on his hands. On reaching the turning line they reverse 
their positions and return, touching off the second pair who repeat. 

Ditch-Diggers Relay. —Give the first player of each team a wheel¬ 
barrow. At the signal player Number 2 sits in the wheelbarrow and is 
wheeled by Number 1 to the turning line and back. Then Number 2 
wheels Number 3, and so on. 

Plank-Sled Relay 8 

Gymnasium, Club, Playground Junior and Senior High Schools 

A plank is needed for each team, fifteen inches wide and two feet long.* 
Two six-foot ropes are attached to the plank, one at each end of one of 

8 The idea for the use of these planks was taken from A. B. Wegener, Play 
(fames, p. xx. Copyright, 1930. By permission of the Abingdon Press, publishers. 
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the long, sides. These are worth-while articles o£ equipment for super¬ 
vised play! 

The first player of each team takes the ropes of the plank and the 
second player stands on the plank, reaching forward and holding a rope in 
each hand. At the signal the first player pulls the second to the turning 
line and back. The second player then pulls the third, while the first 
player goes to the rear of the line. Continue until all have ridden the 
plank. 

Variation. —The rider stands on the plank but does not hold the rope. 
If he falls off, the plank must be returned to the spot where he first touches 
the floor in order to allow him to mount again. 

Tandem Hopping Relay, Number i 

Gymnasium, Club , Playground Junior and Senior High Schools 

The turning line should not be more than thirty feet distant. The two 
players face each other and raise their left legs toward each other. Each 
grasps the other’s raised leg at the ankle and in this position they hop to 
the turning line and back, touching off the second couple. 

Tandem Hopping Relay, Number 2.—The first two players stand 
one behind the other. The front player raises his left leg behind and the 
back player grasps the leg by the ankle in one hand. The back player 
also raises one leg, and in this position they hop. 

Tandem Hopping Relay, Number 3.—The two partners stand side 
by side, lifting their inside legs, and placing their inside arms around each 
other’s shoulders. In this position they hop to the turning line and back, 
touching off the second couple. 

Centipede Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 

This is a relay adaptation of the Centipede Race. At the signal the sec¬ 
ond player of each team wraps his arms completely around the waist of the 
first player in front of him, and in this position they run to the turning 
line and return, touching off the next pair, who repeat. Continue until all 
have run. 

Caterpillar Relay 

Gymnasium, Club, Playground Late Elementary to Senior High School 

The first player in each team bends down and places his hands on the 
floor; the second player bends down and grasps the first player by the 
ankles. In this position they move to the? turning line and return, touching 
off the next pair who repeat. The distances should be short. The turning 
line should be twenty to forty feet distant* 
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Chain-Crab Relay. —The first two players o£ each team sit on the 
floor, one behind the other, with feet pulled well up against the thighs. 
The front player leans back and grasps the ankles of the back player; the 
rear player places his hands on the floor behind him. In this position they 
move across the turning line, return and touch off the second pair of players 
who repeat. Continue until all have run. 

Reverse Chain-Crab Relay.—Same as the above except that the 
players face in the opposite direction and race backward. 

Pony-Express Relay 

Gymnasium, Club, Playground Junior and Senior High Schools 

Have each team select its lightest and smallest player to act as rider. 
At the signal the rider mounts the back of the first player who carries him 
to the turning line and back. The rider then transfers himself to the back 
of the second pony without touching the floor . The second pony then re¬ 
peats. Continue until all have run. The team finishing first wins. 

Horse-and-Rider Rel^y.—Have the players arrange themselves ac¬ 
cording to height with the ^rgest players in front. At the signal the sec¬ 
ond player mounts the first player’s back, and is carried by him to the 
turning line where he dismounts. The horse stays at the turning line, and 
the rider returns, picks up the third player, and repeats. Continue until 
all are behind the turning line. 

Carrying-the-Injured Relays 

Gymnasium , Playground, Club Junior and Senior High Schools 

These relays involve the use of various first-aid methods of carrying 
the injured. 

Arm-Carry Relay. —The players of each team are stationed according 
to size, the largest players in front. At the signal the first player of each 
team picks the second player up by the first-aid carry known as the arm 
carry: he holds him in his arms with one arm under his thighs and the 
other behind his back, while the man being carried puts one arm around 
his carrier’s neck. He carries him to the turning line and back, then the 
second player carries the third, and so on. 

Dead-Man’s-Carry Relay. —At the signal, the second player of each 
team places his arms over the first player’s shoulders; the first player grasps 
his waist, leans forward lifting him off the floor and runs with him to the 
turning line and back. The second player then carries the third, and so on. 

Fireman’s-Lift Relay. —At the signal the first player picks the second 
up by the first-aid carry known a$ the fireman’s-lift: the first player £a$e$ 
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the second, bends forward and puts his right arm under the second player’s 
crotch; the second player lies over the first player’s shoulders; the first 
player takes the second player’s right wrist in his right hand and straightens 
up. He runs to the turning line and back. The second player then car¬ 
ries the third, and so forth. 

When the players have become expert, they may be required to lift the 
rider from the floor where he is lying in prone position. 

Waist-Carry Relay.—At the signal the second player places his arms 
around the waist of the first player, picks him up and carries him to the 
turning line and back. The third player then carries the second, and the 
first player goes to the end of the file. 

Chair-Carry Relay.—Two players carry a third by the first-aid carry 
known as the chair carry. At the signal the first two players of each team 
form the chair as follows: they face each other, each grasping his own left 
forearm with his right hand, midway between the wrist and elbow; each 
then grasps the other’s right forearm with the left hand. The third 
player sits in the chair, putting his arms around his supporters’ necks, 
and is carried to the turning line and back. The second and third players 
carry the fourth. 

RIDING RELAYS 

In the following relays, the contestants propel and ride a vehicle of 
some sort. 

Roller-Skating Relays 

PlaygroundGymnasium, Rin\ Elementary to Senior High School 

Roller-skating relays follow the same method used in running relays. 
The following methods of skating may be used: 

Straight Relay.—The skaters race to the turning line and back, touch¬ 
ing off the second skater. 

Backward Relay.—The skaters start backward. 

Tandem Relay, Number i.—The skaters skate in pairs standing side 
by side and grasping right hands together and left hands together. 

Tandem Relay, Number 2.—One skater stands behind the other 
and holds him by the belt or shoulder. 

One-Skate Relay.—The skaters use one skate only, riding on it and 
pushing with the other foot on the floor. 

Scooter Relays 

Playground, Gymndsium, Club, Picnic t Elementary School to Adults 

Scooters are the basis o£ several relays which are most interesting to all 
ages. Aduks enjoy them as novelties as well aschildren. One scooter & 
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needed for each team. Arrange the teams in parallel files. The first con¬ 
testant races to the turning line and back, then gives the scooter to the 
second player who repeats. The following methods of travelling may be 
used: 

Standing. —The player places one foot on the scooter and propels 
by pushing with the other foot on the ground. 

Kneeling. —The player kneels with one knee on the scooter and pushes 
with the other leg. 

Sitting. —The player straddles the scooter and sits on it with one leg 
on each side. He propels himself by pushing with the feet on the floor. 

Backward. —The player, facing backward, places one foot on the 
scooter and propels himself by pushing with the other foot on the ground. 

Tandem Relay. —The first player sits on the scooter and places his 
feet on it near the tongue. The second player holds him and pushes him 
by placing his hands on his shoulders. On their return to the starting line, 
the second player rides and £e third pushes. 

* 

Skipmobile Relay 

Playground, Gymnasium Late Elementary and Junior High Schools 

Skipmobiles are home-made scooters using wheels taken from a roller 
skate. The construction of these is described under Skipmobile Races 
(page 24). 

The first player of each team is given a skipmobile. He places one foot 
on it and propels it by pushing with the other foot. He races to the 
turning line and back, giving it to the second player who repeats. 

Horseback-Riding Relays 

The mounted relays are described in Chapter XXVIII, “Horseback- 
Riding Activities.” 


MISCELLANEOUS RELAYS 

These relays are of an unusual nature and cannot be classified with the 
other relays described in this chapter. 

Standing Broad-Jump Relay 

Playground, Gymnasium, Club Late Elementary to Senior High School 
Arrange the teams in file formation, with the front players facing a 
common line. Place the most experienced and reliable player of each team 
at die front to act as captain. At the signal the captains toe die line 
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and jump. The second player places his toes at the point where the first 
player’s heels touched or at the nearest point where his body touched, and 
jumps as before. Continue until all have jumped. The team jumping 
the greatest distance from the starting line wins. 

When there are not enough officials for each team, have the captains 
determine where each successive jumper is to stand before jumping. After 
the captains jump they exchange places so that no captain is officiating for 
his own team. 

Human Croquet Relay 

Gymnasium, Playground, Picnic, Club Late Elementary School to Adults 

Two teams of nine players each are needed. Since one team must 
form the arches while the other team runs, the event must be against 
time. 

The players of team Number 2 form the arches and arrange themselves 
as in croquet: 

2 2 

IIIIIIIII o 22 2 22 *0 

2 2 

The Number 2 players bend down and place their hands on the ground, 
thus forming an arch; or, if preferred, they stand with legs at stride, forming 
an arch. Team Number 1 lines up at one end as illustrated. Place some 
object on the ground at the opposite end to represent the stake. 

At the signal the first player of team Number 1 crawls through the 
first two arches, runs to the right-wing arch and crawls through it, then 
to the center arch, to the lower right-wing arch, to the two lower center 
arches, and touches the stake. He then returns through the two lower 
center arches, to the lower left-wing arch, to the center arch, to the upper 
left-wing arch, and to the two upper center arches. He then touches off 
the second player, who repeats. Continue until all have run. The teams 
then change positions and team Number 2 runs. The team making the best 
time wins. 

Variation. —Have nine players form the arches as described above. 
Divide the remaining players into two teams and station one team in line 
behind each stake. At the signal the first player of each team runs through 
the arches following the course described above—they are of course run¬ 
ning in opposite directions. On returning, the first player of each team 
touches off the second who repeats. Continue until all have run. The 
team finishing first wins. 

The sport in this event centers around the fact fhat the opposing play¬ 
ers, running in opposite directions, frequently reach an arch at about the 
same time. The scramble that results adds a humorous touch and the con¬ 
test is excellent for such situations as picnics. 



RELAYS 'BASED ON LOCOMOTION 193 


Human-Hurdle Relay 4 

Playground, Gymnasium Junior and Senior High Schools 

Arrange the teams in circles, facing outward. The players seat them¬ 
selves with legs extended and close together, feet pointing away from the 
center of the circle. A space of at least one foot should exist between 
each player. Each circle counts off from left to right. At the signal 
Number 1 stands, faces right, and runs or jumps over the legs of all players 
until he is back to his position, then sits down and touches off Number 2, 
who then repeats. The team wins whose last player is first to reach his 
original sitting position with hands raised over head, provided no fouls have 
been committed. The following are fouls: (1) failure to jump or step over 
the legs; (2) jumping over more than one player’s legs at a time; (3) 
touching off a player before being seated. 

Variation. —As soon as Number 1 has jumped over the legs of Number 
2, the latter immediately stands and follows. Similarly, Numbers 3, 4, 
and so forth, follow. When each player reaches his original position he 
must sit down immediately in order that the players following may step 
over his legs. The last p$yer after returning to his position, remains 
standing. 

RUNNING RELAYS IN SOCIAL GAMES FOR RECREATION 

See Chapter VI, “Social Relays and Group Contests,” and Chapter 
XVIII, “Picnic and Outing Activities.” 

4 The idea for this contest was taken from N. P. Neilson and W. Van Hagen, 
Physical Education for Elementary Schools , p. 348. Copyright, 1929. By per¬ 
mission of A, S. Barnes and Company, publishers. 
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STRIKING, KICKING, <AND ‘BUTTING RELAYS 

T HE chief characteristic of the relays in this chapter is striking, kicking, 
or butting an object. A few of them involve striking, kicking, or 
butting only, but most of them combine running with striking, kicking, or 
butting. 


RELAYS INVOLVING STRIKING ONLY 
Zigzag Hockey-Driving Relay 

Playground Junior High School to College 

Arrange the teams in zigzag formation as diagrammed in Method B, 
Figure 29, Zigzag Ball-Passing Relay. The first player of each team drives 
the hockey ball with the hockey stick to the second player, who-stops it 
and drives it to the third, and so on. When the last player gets it, it is 
driven back as before to the first player. The team finishing first wins. 

Hockey-Driving Shuttle Relay 

Playground Junior High School to College 

Arrange the teams as in the Shuttle Relay (Figure 26). Player Number 
1 of each team drives the hockey ball to Number 2 with a hockey stick; 
Number 2 drives it to Number 3; and so on. The team finishing first wins. 

Circle Hockey-Driving Relay 

Playground Junior High School to College 

Arrange each team in a circle with one of its members in the center. 
Draw a three-foot circle in which the. center player must stand. All have 
i hockey stick and the center player also has a ball. 

At the signal the center player of each team drives die ball to one of 
the circle players who stops it and drives it back. The center player then 
drives to the neat circle player and so on around the circle. The team 
finishing first wins. 

, • 194 
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RELAYS COMBINING LOCOMOTION WITH STRIKING, 
KICKING, OR BUTTING 

Driving the Pig to Market 

Playground, Gymnasium, Club Elementary and Junior High Schools 

The teams are arranged in parallel files. Give the first player of each 
team a wand or three-foot stick cut from a broomstick, and a “pig” in the 
form of a pop bottle or milk bottle. 

At the signal the first player of each team drives the pig to the turning 
line and back by pushing and batting it with the wand. The wand and pig 
are then turned over to the second player who repeats. Continue until 
all have run. The team finishing first wins. 

Stick-and-Ball Relay.—Give the first player of each team a straight 
three-foot stick, such as a broomstick, and a softball. At the signal the 
first player runs to the turning line and returns, knocking the ball along 
the ground with the stick a| he goes. 

Dumb-bell Pushing &elay.—Place a dumb-bell or Indian club on 
the floor in front of each team and give the first player of each team a 
wand or short stick. At the signal the first player pushes the dumb-bell 
to the turning line, then pushes it back to the starting line and gives the 
stick to the second player, who repeats. The dumb-bell must be rolled 
and not batted or tossed with the stick. 

Croquet-Mallet Relay.—-Place the mallet heads on the floor or 
ground, the handle being separated and in the hands of the leading players. 
The object is to roll the mallet head to a turning line and return, where¬ 
upon the second player races. Since the mallet head will not roll straight 
forward, but will swerve in any number of directions, considerable uncer¬ 
tainty is provided. The steering must be done with the handles held per¬ 
pendicular to the ground. 

Hockey-Dribbling Relays 

Playground, Gymnasium Junior High School to College 

The relays involve the dribbling of a ball with a field-hockey stick. 
They are useful in lead-up and practice events for Field Hockey. 

Hockey-Dribbling Relay.—Arrange the teams in parallel files. Give , 
the first player of each team a field-hockey club and ball. At the signal 
the first player dribbles the ball to the turning line, stops it, dribbles back, 
and gives die second player the stick* The second player then repeats. 
Continue until afl have run. The tea m finishing first wins. 
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Hockey-Dribbling Shuttle Relay.— Arrange the teams as in the 
Shuttle Relay (Figure 26). Player Number 1 of each team dribbles the 
hockey ball with a hockey stick to Number 2, who dribbles it back to 
Number 3, and so on. 

Zigzag Hockey-Dribbling Relay.— Arrange the teams in parallel 
files and spread the players so that they stand ten feet apart. Mark the 
spots where the end players stand—the players at the end of the line must 
remain on these spots in order to prevent the teams from closing in toward 
the center. Player Number 1 holds a hockey stick and ball. 

At the signal Number 1 dribbles the ball in and out between the players, 
to the right of one, to the left of the next, and so on. On reaching the 
end of the line, he circles the last player and dribbles back as before. 
When Number 1 reaches the starting line, all players move one space 
toward the starting line and Number 2 takes the stick and repeats, while 
Number 1 runs down and takes the ehd position at the far end. Continue 
until all have run. 

Obstacle Hockey Shuttle Relay. —Arrange the teams as in the 
Shuttle Relay (Figure 26) and place a low obstacle between them. At 
the signal, player Number 1 dribbles the hockey ball with the hockey 
stick to the obstacle, scoops it over, and then dribbles it to Number 2, 
who dribbles back to Number 3, and so on. 

Circle Hockey-Dribbling Relay. —Arrange each team in a circle 
and mark the circle on the ground in front of the players. Player Number 
1 of each circle has a hockey stick and ball. At the signal Number 1 
dribbles to the right around the circle and when he reaches his original 
position, hands the stick to Number 2 who repeats. Continue until all 
have run. 


Pepper-Batting Relay 

Playground, Gymnasium Junior High School to College 

Arrange each team in a semicircle. Station one player in front of 
each team with a bat and give the end player at the right of the semicircle 
a softball or baseball. At the signal the player with the ball tosses the 
ball to the batter who taps it with the bat back to him. The player 
secures the ball and tosses it to the next player, who repeats by tossing 
it to the batter. Continue until the last player at the left has received 
the ball from the batter. This player runs and takes the bat, and the batter 
runs to the right of the semicircle and Tosses the ball to the new batter. 
The play continues until all have batted and the teams are in the position 
they held at the beginning of the contest.* The team finishing first wins. 

In case the batter misses the ball, he must secure it and throw it back to 
the thrower, who tosses it to him again, f 
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Foot-Dribble Relay 

Playground, Gymnasium Junior High School to College 

The teams are arranged in parallel files. Place a soccer football on the 
floor in front of the first player of each team. At the signal the first player 
of each team dribbles the ball with his foot across the turning line and 
then dribbles back to the second player who repeats. The first player, 
however, must place the ball directly in front of the second player so that 
he can \ic\ it without moving. The first player must direct the ball and 
move it only with his feet and the second player is not permitted to move 
from his position to reach the ball. Continue until all have run. The 
team finishing first wins. 


Goat-Butting Relay 

Playground, Gymnasium, Club Late Elementary to Senior High School 
The teams are arranged in parallel files. Place a basketball, volleyball, 
soccer ball, codeball, or even a softball on the floor in front of each team. 
At the signal the first pla^r drops to hands and knees and butts the ball 
toward the turning line with his head. He may run or crawl in following 
the ball, may dive at it in butting it, but may not strike it with any part 
of the body except the head. Having put the ball across the turning 
line, he butts it back to the second player who repeats. Continue until all 
have run. The team finishing first wins. 

Crawling events such as this should not be used unless the players have 
their legs covered. 

Tunnel Goat-Butting Relay. —This relay is suitable for a small space. 
The players of each team stand in file with feet at stride and well apart. 
Give the first player of each team a volleyball, soccer ball, or basketball. 
At the signal the first player rolls the ball back between the rows of legs. 
The last player drops to his knees, stops the ball with his head and crawls 
forward through the tunnel of legs, butting the ball forward with his head 
but not touching it with his hands. When he reaches the front he stands 
and rolls the ball back between the legs again. Continue until the player 
who headed the line at the start is back in that position. 
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OBJECT-PASSING RELAYS 

T HE competition in these relays is based primarily upon passing an 
object from player to player. 

The object-passing relays are of two types: (i) those involving passing 
and no running; (2) those involving both passing and running. 

In conducting relays involving the passing of objects, lines should always 
be marked on the floor on which the front and rear players are to stand. 
This keeps the players spread properly and equalizes the lengths of all the 
teams. 


RELAYS INVOLVING PASSING ONLY 

These relays are particularly well adapted for use in situations where 
space is limited. Since there is no running, they can be used in any space 
sufficient to allow the teams to stand in line. They are also excellent for 
use in groups of adults who do not care for much running. 

Passing Relay 

Playground, Gymnasium, Club, Schoolroom Elementary School to Adults 

Divide the group into two teams and place them facing each other about 
ten feet apart. Give the first player of each team a ball or other object. 
At the signal the object is handed from player to player until it reaches 
the end, then it is passed back to the first player again. The team finishing 
first wins. 

When the players are familiar with the contest, it will be well to make 
each contest consist of passing the ball down and back three times without 
stopping. 

Two-Object-Passing Relay. —Same as the above except that two 
objects are passed. Both objects are on the floor at the feet of the first 
player. At the signal he picks up one and passes, then picks up the other 
and passes it. 

Behind-the-Back Passing Relay.—Same as the above except that 
the ball is passed Behind the back from player to player. 

Combination Passing Relay.—The ball is passed down the line at 
in the Passing Relay, and back as in the Behind-the-Back Passing Relay. 

• * ■ 
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Spin-Around Relay 

Playground, Gymnasium, Club Late Elementary School to Adults 

Arrange the teams in parallel lines, facing sideways. The first player 
of each team has a ball or other object. At the signal, the first player 
spins around and passes the ball to the second, who spins and passes it to 
the third, and so on. When the last player gets it he starts it back to the 
front. The team finishing first wins. 

Two-Object Spin-Around Relay .—Same as the above except that 
two objects are passed one after the other, and each player spins around 
twice before passing each object. 

Overhead-Passing Relay 

Playground, Gymnasium, Club Late Elementary School to Adults 

Arrange the teams in parallel files, and give the first player of each 
team a ball. Have the players spread so that each can just touch the 
man in front of him, then mark the floor by the feet of the front player 
and the rear player—thes#two players must keep their feet on these lines. 

At the signal the ball is passed over the head to the rear of the line. 
When the last player gets it he calls “About face” whereupon the players 
turn around and the ball is passed back. 

Two-Object Overhead-Passing Relay.— Same as the above except 
that two objects are passed one after the other. When the last man 
gets the first object he lays it on the floor until he gets the second, and 
then calls “About face,” and the balls are passed back. 

Between-the-Legs Passing Relay. —Same as above except the ball 
is passed between the legs. 

Over-and-Under Passing Relay. —Same as the above except that 
the first player passes the ball over his head to the second player, and the 
second player passes it between his legs to the third. It thus goes over 
and under until the last player gets it. He calls “About face” and starts it 
back by passing it over his head. 

Pass-and-Tum Relay. —At the signal the first player passes the ball 
back overhead to the second player and immediately turns around facing 
the rear; the second player passes the ball and turns, and so on. When 
the last player gets the ball, he turns and passes it back, turning again and 
facing front. When the front man gets it he places it on the floor and 
throws his hands overhead. The team finishing first wins. 

The contest is usually conducted by passing the b^ll back and forward 
three times in succession without stopping. 
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Military Relay 

Playground , 4 Gymnasium, Club Late Elementary School to Adults 

This is a combination o£ the methods of passing listed under the 
Passing Relay and the Overhead-Passing Relay above. Arrange the teams 
in the same way. 

The first player of each team passes the ball overhead to the second 
player and it is thus passed back to the rear player. When he gets it he 
commands “About face” and the ball is passed back between the legs to 
the head of the line. When the front player gets it he commands “Right 
face” and the ball is passed sideways down the line. When the rear man 
gets it he commands “About face” and the ball is passed behind the bac\ 
to the front man to finish. The team finishing first wins. 

Beanbag Sidewise^Passing Relay 
Schoolroom Elementary School 

Place a beanbag or eraser on each desk of the row on one side of the 
room. If vacant places exist, move the players to the front or back so 
that all vacant seats are in one transverse row. When the signal is given 
each player in the rows having the bags passes his bag to the player across 
the aisle, and this continues until the bags are held by the players in the 
row at the opposite side of the room. This may be repeated, passing in 
alternate directions, and keeping score to show how many times each 
transverse row wins. 

Variation. —Place the beanbags on the floor beside the seats on one 
side of the room. At the signal each player sitting beside a beanbag picks 
it up with the near hand, transfers it to the other hand overhead, and 
places it on the floor on the other side of the desk. The next player then 
picks it up and repeats the process. 

Circle-Passing Relay 

Playground, Gymnasium, Club Elementary School to Adults 

Divide the group into two teams of from eight to sixteen players each. 
Arrange each team in a circle and designate a captain. Give the captain a 
ball, wand, or bat. At the signal, the captain passes the ball to the player 
on his right and the passing is continued around the circle. The ball is 
passed around the circle five times. The first time it passes the captain he 
calls “One,” the second time “Two,” and so forth. When it reaches the 
captain after the fifth time he holds the ball overhead and calls “Five.” 
The team finishing first wins. ^ 

The relay may be played as a social game with the players seated. 

$' 

Circle Spin-Around Relay.—Same as the above except that each 
player spins around once after he receives the baU and before passing it. 
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Circle Bounce-Pass Relay. —The ball is passed to the player on 
the right by bouncing it on the floor. 

Circle Overhead-Pass Relay. —Face the players in the same direc¬ 
tion. The ball is held overhead by both hands and passed forward from 
player to player. 

Single-Circle Passing Relay 

Playground, Gymnasium, Club hate Elementary School to Adults 

Arrange the players in a single circle and have them count off by two’s. < 
The Number i’s constitute one team and the Number 2’s the other. The 
two captains stand side by side, each with a ball. At the signal the 
Number I captain passes the ball to the right to the next Number 1 player, 
and the Number 2 captain passes to the left to the next Number 2 player. 
The ball is thus passed around the circle and the team wins which gets it 
back so that the captain can lay it on the floor first. 

If desired, the ball may be passed around the circle three or four times 
instead of once. 

Variation. —Use a bounce pass. 

Variation. —Each playefc spins around once before passing the ball. 

Variation.—Use two balls for each team, passed one after the other. 

Variation. —Use two balls with each player spinning around twice be¬ 
fore passing each ball. 

Circle Overtake Relay 

Playground, Club Late Elementary School to Adults 

Stand the players in a circle and have them count off by two’s, thus 
dividing the group into two teams, each team consisting of every other 
man around the circle. Designate as captains two opposing players who 
stand directly opposite each other, and give each a ball. The balls are 
passed by hand from player to player in the same direction, the object being 
to pass the other team’s ball. If the ball is dropped, the player who dropped 
it must get it, return to his position, and pass it again. 

RELAYS COMBINING PASSING OBJECTS AND LOCOMOTION 

These relays combine the passing of objects from player to player and 
locomotion of some type. 

Schoolroom Overhead Relay 

Schoolroom Elementary School 

Place an eraser on the front desk of each row. At a signal to start, the 
first child in each row takes the eraser with both hands and passes it oyer- 
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head to the child behind him. This continues till the last child receives it. 
The last child runs forward with it on the right side of his row and sits 
in the front seat; at the same time all players in the row move back a 
seat. The child in the front seat passes the eraser back as before and the 
play continues until the player who was in the front seat at the beginning 
is back in it again. The row wins which accomplishes this first. 

Beanbag Backward-Passing Relay.—Stand the players of alternate 
rows at the right side of their seats. The other rows remain seated and 
compete in the second race. The front player of each row holds a beanbag 
in both hands. At the signal the player raises the beanbag overhead with 
both hands and drops it to the floor; the second player picks it up and 
repeats. When the last player gets the bag he runs down the aisle to the 
left of . the seats and takes his place at the head of the line and repeats 
the passing. The other players move back to make room. The team wins 
which first brings the original first player of each row back to the head 
of the line. 

Hurly-Burly Beanbag Relay.—The players are seated in their seats. 
A beanbag is placed on each front seat. At the signal each front player 
takes the bag and tosses it up and back over his head. The player behind 
him must clap his hand after the bag is thrown and then catch it or pick 
it up and do the same with it. The rear player, on getting it, hops down 
the aisle to the front of the room and there executes some movement 
previously agreed upon; while he is doing this all the other players move 
back one seat. When he has finished the movement the player from the 
rear takes the front seat and begins as at first. This continues until the 
player who was in the front seat reaches it again and puts the bag on the 
desk as in the beginning. The row doing this first wins. 

Overhead Relay 

Playground, Gymnasium, Club Late Elementary School to Adults 

This relay is adapted to a small space. Divide the players into teams 
of from six to twelve players each and arrange them in parallel files, 
facing front. Draw lines on the floor marking the position of the front 
and rear players. Give the front player of each team a ball. At a signal 
the ball is passed back over the heads of the players; the rear player on 
getting it runs forward on the right side of his team, takes his place at 
the front, and at once begins the same play. This continues until the 
player who was in front at first comes to the same place again and holds 
the ball up. The team doing this first wins. It is a io id if any player foils 
to handle the ball in his turn, if any player who drops the ball does not 
himself get it and pass it on from his pace in the row, or if end players 
do not stand on the floor lines. 
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Variation.— Arrange the players so that the starting line is thirty to 
fifty feet from a wall, or, if outdoors, draw a turning line thirty feet in 
front of the starting line. When the ball has been passed back to the 
end man, he runs to the wall or line, then back to his position at the front 
of the line, and starts the ball back again. 

Over-and-Under Relay, Number 1.—Arrange the teams as in the 
Overhead Relay and space the players at arm’s length apart. At the signal 
the first player of each team passes the ball back over his head to the second 
player, who passes it back between his legs to the third, the third player 
over his head to the fourth, and so on. When the last man gets the ball he 
runs to the head of the line and starts the ball back again. The team wins 
that first returns the original player to the head of the line. t 

When possible establish a turning line and use the longer run as de¬ 
scribed in the preceding variation. 

Over-and-Under Relay, Number 2.—At the signal the ball is 
passed backward over the head until the last player receives it; the last 
player then runs to the fror# of the line and starts the ball back by passing 
it between the legs. The rftethod of passing thus alternates between over¬ 
head and between the legs. The team wins which first brings the original 
front player back to the front again. 

Stride Ball-Rolling Relay 

Playground, Gymnasium, Club Late Elementary School to Adults 

Arrange the teams in parallel files and have the players stand at stride 
with the legs widely spread. Give the first player of each team a ball. 
A wand or baseball bat may be substituted for the ball. At the signal 
the first player rolls the ball or slides the bat back between the row of 
legs. The last player takes the ball or bat, runs to the turning line and 
returns, taking his position at the head of the line. He then rolls the ball 
back between his legs and those of the others of the team. Continue until 
all have run and the original player at the head of the line is back in that 
position. The team finishing first wins. 

Stride Ball-Passing Relay.—Same as above, except that the ball or 
bat is passed back between the legs from player to player. Each player 
must handle the ball or bat, and not allow it to touch the floor. 

Variation for Small Space.—If there is not enough space for the 
distance run, it may be eliminated. The last {flayer, upon detaining the 
ball or bat, runs to the head of the line and rolls the baU or slides the bat 
back. Played in this way, the relay may be used in a small room. t 
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' i Pass-aiid-Run Relay 

Playground, Gymnasium, Club Late Elementary School to Adults 

Divide the group into two teams and line them up in two ranks facing 
each other about twenty feet apart. The players stand abreast with about 
two feet of space between them. Definitely mark the spots where the end 
players must stand; the end players must keep one foot on this spot. 

Give a ball or stick to one of the end players of each team. At the 
signal this player passes the ball or stick; to the next player and the passing 
is continued until the player at the other end gets it. This player then 
runs entirely around the opposing team and back to the head of his line, 
where the passing is started again. The play continues until the players 
are baclj in their original positions again. The team that finishes first wins. 

Chair-Passing Relay 

Gymnasium, Club Late Elementary School to Adults 

This contest is suitable when space is limited and is excellent also for 
sociable occasions. 

Divide the group into two teams and arrange them in two ranks facing 
each other. Give the end player of each team a chair. At the signal the 
chair is passed from player to player down the line; when the last player 
receives it he sits on it, raises his feet and knocks them together x three 
times, picks the chair up and runs with it to the other end, sits down again 
and knocks his feet together three times, and then passes the chair down the 
line again. When the last player in the line gets it, he repeats. Continue 
until the players are in their original positions again. The team finishing 
first wins. 

Variation.— As the chair is handed to each player, he sits on it and 
knocks his feet together three times, then stands and hands it to the next 
player. The relay is over when the chair reaches the end of the line. 

Tadpole 

Playground, Gymnasium, Club Late Elementary to Senior High School 
Arrange one team in a circle and the other in a file with the first player 
of the file within three feet of the circle as in Figure 28. Give a ball to 
the player in the circle who stands nearest the file. At the signal the ball 
is passed from player to player around the circle—it must make as many 
trips around the circle as there are players on the team. At the same 
time the first player in the file runs around the circle and back and touches 
off the second player, who repeats. Continue until all in the file have run. 
The players in the file are thus racing the ball as it is passed around the 
circle* The team wins which finishes first* 
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Since the ball can normally be passed more rapidly than the runner 
can run, it is well to specify a type of pass which will slow up the passing, 
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Figure 28. 

such as a bounce pass. If^i player fumbles the ball, he must secure it and 
return to position before passing it on. After a game or two the teams 
should be reversed. 

OBJECT-PASSING RELAYS IN SOCIAL GAMES FOR 
RECREATION 

See Chapter VI, “Social Relays and Group Contests,” and Chapter 
XVIII, “Picnic and Outing Activities.” 



CHAPTER XVI 


THROWING RELAYS 

T HESE relays are based upon throwing objects from player to player. 

Relays of this type are not only interesting and popular in themselves 
but provide excellent practice in handling a football or basketball and are 
thus valuable as lead-up and practice events for Football and Basketball. 

The throwing relays are of two types: (i) those involving throwing 
only; (2) those involving both throwing and running. 

RELAYS INVOLVING THROWING ONLY 

In this group of relays, the competition centers around throwing and 
nothing else—there is no running. 

Zigzag Ball-Passing Relay 

Playground, Gymnasium, Club hate Elementary to Senior High School 
Arrange the players in zigzag formation; any one of the three methods 
illustrated in Figure 29 may be used, but if space permits, Method B will 
probably be found most acceptable. Give the first player a basketball or 
football. At the signal the ball is passed from player to player; when the 
end player gets it he immediately starts it back. The team wins which 
first gets the ball to the first player. If a player fails to catch the ball, he 
must recover it and return with it to position before throwing. 

Variation. —The ball must be bounced once in passing it to the next 
player. 

Variation. —The ball is rolled instead of thrown. 

Variation. —The ball is passed by use of the center-pass of Football. 
Variation. —Specify any of the specific passes of Basketball. 

Throwing Shuttle Relay 

Playground, Gymnasium, Club Late Elementary to Senior High School 
\ Arrange the teams as in the Shuttle Relay (Figure 26), with the sec¬ 
tions fifty to sixty Jeet apart. 

A softball, basketball, or football may be used, depending on the skill 
to be developed. Player Number 1 throws the ball to Number a, who 

\ '. ■ *06 ; . / 
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throws to Number 3, and so on. If the ball is dropped, it must be recov¬ 
ered and returned to position before being thrown. The team finishing first 
wins. 

Variation.—Number 1 throws to Number 2, who throws back to 
Number 1, Number 1 then tosses the ball to Number 3 who throws to 
Number 4 and receives the return. 

Center-Pass Shuttle Relay 

Playground Late Elementary to Senior High School 

Arrange the teams as in the Shuttle Relay (Figure 26), with about ten 
yards between them. Player Number 1 of each team assumes the snapper- 
back position of football and at the signal snaps the ball to Number 2, 
who catches it, assumes the snapper-back position, and passes to Number 3. 
Continue until all have thrown. The team finishing first wins. 

Infield Throwing Relay 

Baseball Diamond Late Elementary to Senior High School 

Four players occupy the four bases of the diamond. At the signal the 
catcher throws to the first baseman, who throws to second, and so on 
around the circuit. The time is taken, then the second team throws. 


Catch, Throw, and Sit 


Playground, Gymnasium, Club Late Elementary to Senior High School 

Divide the group into teams of from eight to twelve players. Line 
each team against the walls of the gymnasium or room, or if outdoors, 
form them in a hollow square facing in so that they can see each other. 
Station the captain of each team fifteen feet in front of his team and give 
each captain a ball. Mark a three-foot circle in which the captain must 
keep one foot. 

At the signal each captain throws his ball to the first player to the right 
of the line, who catches it, throws it back, and then sits down on the floor; 
the captain then throws to the second player and so on until all players 
are seated. If any player or captain fails to catch the ball, he must recover 
it and return to position before throwing. The team wins which has all 


its players seated first. 

Vse the ball that is in season—softball, football, or basketball. 

When the players are familiar with the contest, specify the type of 
throw; the various basketball passes, bounce throws, football center-pass, 
and so forth. 

\ * 

Cattifc and Throw.— Like the above except that the .sitting feature is 
eliminate^. 
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Catch, Throw, and Squat. —Arrange the teams in parallel files. Sta¬ 
tion the captain of each team fifteen or twenty feet in front of his team, 
and facing it. Mark a three-foot circle in which the captain must keep one 
foot. At the signal the captain throws the ball to the first player who 
catches it, throws it back to the captain and sits down; the captain then 
throws over the head of the sitting first, player to the second player, who 
repeats. Continue until all are sitting. The team finishing first wins. 

Variation for Schoolroom. —The players stand in the aisles beside 
their seats with the captains standing ten to fifteen feet in front of their 
rows. When each player receives and returns the ball, he sits down in 
his seat. 

Ten Trips 

Playground, Gymnasium, Club Late Elementary to Senior High School 
Three players constitute a team. A basketball, volleyball, or softball 
may be used. Station the three players on each team in line, each player 
thirty to forty feet from the next. The players stand in this order: 1—2—3. 
Give the ball to Number 2. who acts as captain. At the signal the ball is 
thrown in this order: 2—£-3—1—2. This constitutes one trip and upon 
receiving the ball at the end of the trip, the captain calls “One.” Continue 
until the ball has made ten trips. The throwing is continuous—there is no 
intermission or hesitation between the trips. The team wins that com¬ 
pletes the ten trips first. 

Overtake Relay 

Playground, Gymnasium, Club Late Elementary to Senior High School 
This relay is well adapted to a small playing space. Arrange the players 
in a circle and have them count off by two’s. The one’s play against the 
two’s. One team should be marked by a colored sash, a handkerchief 
around arm, or some other way that will make players easily distinguish¬ 
able. Select a captain for each team and station him near the center of the 
circle. Give each captain a ball. Designate a player of Captain Number i*s 
team for him to pass the ball to, and directly opposite this player, desig¬ 
nate a player of Captain Number 2’s team for him to throw to. At the 
signal each captain tosses the ball to the designated player who imme¬ 
diately passes it back. The captain then throws to the next player of his 
team to the left, who passes it back. The ball is thus passed to each mem¬ 
ber of* the team in turn, and tossed back, going around the circle clock¬ 
wise. The throwing continues until one team’s ball passes the other— 
this team is the winner. 

Variation.— Instead of designating players on opposite sides of the 
circle to start the game, designate two opposing players standing side by 
side. One captain passes the ball around the circle as described above, 
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going clockwise, while the other captain passes going counterclockwise. 
The team wills that gets the ball back to the starting player first. 


RELAYS COMBINING THROWING AND LOCOMOTION 

In these relays the throwing of balls or other objects is combined with 
running or some other type of locomotion. 

Run-and-Throw Relay 

Playground, Gymnasium hate Elementary to Senior High School 

Arrange the teams behind the starting line in parallel files. Thirty to 
sixty feet in front of the starting line establish a finish line. Give the first 
player of each team a basketball, volleyball, or softball. At the signal 
Number i runs to the finish line, turns, and throws the ball to player 
Number 2, who runs to the finish line and throws to Number 3. Having 
thrown, Number 2 lines up behind Number 1. This continues until the 
last player crosses the finish line. If a player fumbles the ball, he must 
recover it and return to the starting line before beginning his run to the 
finish line. The team wins which finishes first. 

Variation.—Line the teams in file behind the end line of the basket¬ 
ball court, with player Number 1 of each team standing on the center Jine 
of the court. Number 1 throws the ball to Number 2, turns, and runs to 
the far end of the court Number 2, after receiving the ball, throws it to 
Number 1 at the far end, and then runs to the center line. Number 1 then 
throws the ball to Number 2 and remains at the far end. Number 2, on 
receiving the ball, throws to Number 3 to repeat. Continue until all are 
lined up behind Number 1 at the far end. 

Beanbag Run-and-Throw Relay.—The turning line should be 
twenty to forty feet distant. Give the first player of each team three bean- 
bags. At the signal the first player runs to the turning line and throws 
the beanbags, one after the other, to the second player, who catches them 
and repeats. If the catcher has to run to catch or pick up the bags, he 
must return to the starting line before beginning to run. The team with 
all across the turning line first, wins. 

Beanbag Target Relay 

Playground, Gymnasium, Club Elementary School 

Arrange the players of each team in file formation, one behind die other. 
Ten feet in front of each team draw a twelve-inch circle on the floor. 
Give die first player of each team three beanbags. At die signal, the first 
player tosses the bags, one after the other/attempting to put them in the 
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circle. The team is credited with one point for each bag resting in the 
circle or on the line. Immediately after the last bag is thrown the first 
player runs forward, gathers the bags and gives them to the second player, 
and then goes to the end of the line. When all have thrown the team is 
declared the winner which has the highest score, determined by adding 
the individual scores of each player plus three, two, or one for finishing 
first, second, or third. 


Pass-and-Toss Relay 

Playground, Gymnasium Late Elementary to Senior High School 

Divide the group into teams of ten to twenty players each. Then divide 
each team into two halves and place the two halves in lines facing each 
other and ten feet apart. The first player of one line has a ball. At the 
signal, the ball is passed as rapidly as possible from player to player of that 
line. When the last player gets it, he tosses it across to the opposite 
player of the other line and immediately crosses over and stands beside that 
player. The ball is passed up the second line and when the end player 
gets it he throws it across to the opposite player and crosses over after 
passing. The lines keep ifloving to make room for the players who cross. 
Continue until the player i&ho had the ball at first gets it again after he has 
moved entirely around and back to his original place. The team com¬ 
pleting the relay first wins. The ball must be handled by every player, or 
a foul should be called. 

Variation.—Use two balls, starting the second ball at the rear end 
of the second line at the same time the first ball leaves the front end of the 
first line. 

Comer Spry 

Playground, Gymnasium, Club Elementary and Junior High Schools 

Divide the group into four teams and place one team in each corner, 
players in file, and facing the center. The four team captains stand in 
the center of the floor facing their groups, each having a ball or beanbag. 
At the signal each captain tosses the ball to the first player of his team, 
who returns it to the captain, and steps to one side. The captain then 
throws to the second player who throws back and then steps behind the 
first player. It is passed in this way to all the players, and when it reaches 
the last one, the captain calls “Corner Spry,” at which the first player 
runs out and becomes captain, all the players move up one place, and the 
former captain takes the last place. Each player thus is captain in turn, 
and each tosses the bag to all the players before calling “Corner Spry.” The 
team whose original captain comes to the captain’s position and receives the 
ha]l first, after all the members of his team have served as captain, wins 
the contest 
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Over-the-Top Relay 

X 

Playground, Gymnasium, Club Late Elementary to Senior High School 
Arrange the teams in parallel files. Midway between the starting line 
and turning line stretch a volleyball net or rope across the floor, about 
eight feet high. Give the first player on each team a basketball or volley¬ 
ball. At the signal he runs to the net, throws the ball over it, runs under 
the net, catches the ball, runs to the turning line, returns, throwing the ball 
over the net again, and gives the ball to the second player who repeats. 
If the runner fails to catch the ball, he must return to the side of the net 
from which the ball was thrown and throw again. Continue until all 
have run. The team finishing first wins. 


Bowling Relay 

Gymnasium, Club Late Elementary and Junior High Schools 

Arrange the teams in parallel files. The turning line should be about 
forty feet from the starting line. Opposite each team, place three Indian 
clubs on the turning line, arranged in a row at right angles to the teams, 
the clubs being one foot apart. The first player rolls a basketball or volley¬ 
ball, attempting to knock down the clubs. He immediately runs and gets 
the ball and carries it back to the second person on his team, who has moved 
up to the starting line. The game continues until one team has bowled 
down all their clubs. The first team to bowl down the clubs scores one 
point. All the clubs are then set up and the contest starts again, with the 
next player in order bowling first. 

Tunnel-Rolling Relay 

Playground, Gymnasium, Club Late Elementary and Junior High Schools 
The teams are arranged in parallel files. Station one player on the turn¬ 
ing line directly opposite each team; have him stand at stride with feet 
widely spread. Fifteen to twenty feet out from the turning line mark a 
line on the floor. Give the first player of each team a basketball or volley¬ 
ball. 

At the signal the first player runs to the line, stops and rolls the ball, 
attempting to put it through the legs of the player at stride. Whether he 
succeeds or not, he runs to the turning line, recovers the ball, returns to 
starting line and hands it to the second player, who repeats. To determine 
the winner, one point is awarded a team for each timenhe ball was rolled 
through the legs of the player at stride, plus three points for finishing 
first, two for finishing second, and one for finishing third. The team 
with the highest score wins. 
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Center Run 

Playground, Gymnasium Late Elementary to Senior High School 

Divide the groups into two teams and arrange each in a circle. Number 
the players around the circle. Preferably there should be an odd number of 
players. Give player Number 1 of each team a basketball. At the signal 
Number 2 runs into the center of the circle and catches a pass from 
Number 1. Number 2 then immediately throws the ball to Number 3. 
As soon as Number 3 gets the ball, Number 4 runs into the center, receives 
the ball, and passes it to Number 5, and so on. In this way the ball is 
passed around the circle, and play continues until it has made four com¬ 
plete circuits. When the ball reaches player Number 1 after making the 
first circuit, Number 1 calls “One”; when it reaches him the second time, 
he calls “Two,” and so on. The team wins that completes the four circuits 
first. 

Basketball Pass-and-Shoot Relay 

Playground, Gymnasium Junior High School to College 

A basketball goal is needed. At the opposite, end of the court from the 
goal, line up the teams in §le formation with the players one behind the 
other. Give the first player in each team a basketball. The players run 
in pairs. At the signal the first two players of each team run toward the 
goal, passing the ball back and forth between themselves, following all the 
rules of making progress in Basketball. A player must not run with the 
ball in his possession. Reaching the vicinity of the basket, each player is 
given one attempt to throw for it, then they return as before to the starting 
line, and hand the ball to the next two players. A team scores one point for 
each goal made and one point for finishing first; one point is subtracted for 
each progress foul made. The team with the highest score wins. 

Basketball Dribble Relay 

Playground, Gymnasium Junior High School to College 

A basketball goal is needed. The teams are lined up in file formation 
at the opposite end of the court from the goal. Give the first player in 
each line a basketball. At the signal the first player advances by dribbling 
the ball, following all the rules governing dribbling in Basketball. Nearing 
the goal, he makes one attempt to make it, then dribbles back to the start¬ 
ing line, and hands the ball to the next player who repeats. One point 
is scored for each goal made and one point for finishing first; one point is 
deducted for each dribbling foul made. The team with the highest score 
wins. 

Variation. —Same as the above except that each contestant continues 
to shoot for the basket until he makes it, before returning to touch off the 
next runner. 
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Basketball Run-and-Shoot Relay 

Playground; Gymnasium Junior High School to College 

Arrange two teams in parallel files behind the end line of the basketball 
court and under the basket, with one player of each team (thrower) sta¬ 
tioned behind the center line. At the signal, the thrower of each team 
throws to the first player, who runs out to receive the throw, and imme¬ 
diately turns and shoots for the basket. He then recovers the ball and 
throws it to the thrower, who passes it to the second player. Continue 
until all have thrown. Score one point for each basket made plus one 
for finishing first. 

This relay may be varied by placing the teams at various positions in 
relation to the basket. 

The contest may also be conducted by having player Number i of each 
team run out, receive the pass from the thrower and shoot, retrieve the 
ball, and then take the position of the thrower. The thrower then goes to 
the end of the team. After Number 2 shoots for the basket he becomes 
the thrower. 
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CHAPTER XVII 


QOAL $AMES 

I N these games competition centers around getting possession of, or 
reaching a goal or base. In some games there are many goals but always 
at least one less than the number of players. In others there is a common 
goal. The goal games are divided into three groups, varying much in the 
degree of activity. 

GROUP I 

In this group of goal games only two or three players are active at a 
time, while the others stand and look on. 

Skip Away 
filling the Gap ) 

Playground, Gymnasium Elementary School 

Arrange all the players except one in a circle, close together and facing 
in. The extra player, “it,” is outside the circle. “It” runs around the circle 
and tags some player on the back. “It” immediately turns around and 
runs in the opposite direction around the circle. The player touched runs 
around the circle in the direction opposite to that taken by “it.” The 
player who first reaches the gap steps into it and wins. The other player 
becomes “it” for the next play. Players should be cautioned to avoid col¬ 
lisions as they pass each other. The passing should always be to the right. 

Swing Around. —When the running players meet on the opposite side 
of the circle from the gap they hook elbows, swing each other around, and 
then continue in their original direction to the gap. This is a more satis¬ 
factory game than the preceding, in that it avoids the danger of collision. 

Good Morning. —This variation is suitable for younger players. When 
the runners meet on the opposite side of the circle from the gap, they stop, 
shake hands, bow and say “Good Morning,” repeating these courtesies three 
times, and then continue in their original directions to the gap. 

Hop Away. —Played exaedy like Skip Away, except that the runners 
hop on one foot. 

Run for Your Supper. —The players are arranged in a circle. One 
player who is chosen by the teacher goes around inside, hplds out his hands 
between two players and says, “Run for your supper.” The two run around 
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the outside of the circle in opposite directions; the one who first returns to 
the vacant f>lace wins, and may start the next runners. The game may be 
varied by skipping, walking, galloping, flying, and so forth, instead of 
running. 

Partner Skip Away (Flying Dutchman). —All players except two 
stand in a circle, facing in, arranged in pairs, each pair holding hands. 
The odd pair is “it.” “It” runs around the circle and tags the joined hands 
of one of the pairs in the circle. “It” immediately turns around and runs 
around the circle in the opposite direction. The pair tagged runs around 
the circle in the direction opposite to that taken by “it.” The pair reaching 
the vacant space first wins. The other pair becomes “it.” 


Three Around. —Arrange all but one player in a double circle, facing 
in, the rear players directly behind the front players and four feet back. 
The odd player, “it,” runs around the outer circle to the right and tags a 
player, then turns and runs around the circle in the opposite direction. 
The tagged player immediately tags the player in front of him and the 
two run around the circle between the two lines, the rear man to the 
right and the front man to the left. The last of the three runners to reach 
the vacant space is “it” for the next game. 


Four Around. —Arrange a triple circle, thus causing four to run at 
once. 


Circle-Zigzag 
{Circle Weaving Race) 


Playground, Gymnasium hate Elementary and Junior High Schools 

Arrange all but one player in a circle, three feet apart and facing in. 
The extra player, “it,”, stands outside the circle. “It” runs around the 
circle to the right, and slaps a player on the back. “It” then darts inside 
the circle and starts back around the circle in the reverse direction, weaving 
in and out, passing in front of the first player, in back of the second, in 
front of the third, and so forth. The man tagged weaves around the circle 
in a similar fashion in the direction opposite to that taken by “it.” When 
they meet they stop, step inside, grasp hands and spin each other around 
once, then continue weaving around the circle. The runner reaching the 
gap first wins. The loser becomes “it.” 


Team Circle-Zigzag.—Divide the players into two teams and ar¬ 
range them alternately in a circle, facing in and three feet apart. Designate 
two opposing players who arc standing side by side to start the game. On 
a signal they run in opposite directions, weaving inland out around the 
circle. When they meet they join hands and spin each other around once 
as in Circle-Zigzag. They then continue weaving around the circle until 
they reach the vacant gap. The player reaching it first scores one point 
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for his team. Then the next two players run. The game continues until 
all have run. The team with the most points wins. 

Spake Tag 

Playground, Gymnasium, Club Elementary School 

This game is acceptable when space is limited as is often the case in a 
clubroom. 

Divide the players into groups of five to eight and arrange them as in 
the spokes of a wheel (Figure 27, page 164). There is one extra player 
who is “it.” “It” goes around the circle and slaps one of the end men on 
the back. The end man then hits the man in front of him and so the 
slap is passed until the end man at the hub end is hit. He calls “Hip” 
and all the players of the group then run around the circle to the right 
outside of the players, and attempt to get back into their original positions. 
“It” also attempts to get into one of the positions, and the player left with¬ 
out a place is “it” for the next game. No player in the line may start until 
the word “Hip” is called. 

The^Beater Goes Round 

Playground, Gymnasium Late Elementary School to Adults 

Arrange all the players except one in a circle, facing in with their hands 
behind their backs. Give the extra player a knotted handkerchief or small 
knotted hand towel. He goes around the circle and places the handker¬ 
chief in a player’s hand. The player immediately swats the player on his 
right and chases him around the circle, beating him as often as possible 
until he gets back to his starting place. The player holding the swatter 
then gives it to someone else. When the extra player hands the swatter 
to a player, he steps into the place the player vacates. 

Variation for Schoolroom. —The players are seated in their seats 
with eyes closed and hands held behind the back. A player with a knotted 
handkerchief goes up and down the aisles on tiptoe and drops the hand¬ 
kerchief in some player’s hand. The player receiving the handkerchief at 
once begins to beat the player in front of him between the shoulders with 
it. The one hit jumps up and runs around the room to escape and the 
beater chases him and hits him as often as he can until the runner has 
regained his own seat. The beater "then goes around on tiptoe, puts the 
handkerchief in another player’s hands, and the game goes on. 

‘Bulldog and Master 

PlaygroundGymnasium Early Elementary School 

Designate one player as “bulldog” and one as “master*” The others 
stand in a row facing the master. The bulldog chooses a color, which he 
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whispers to the master, so the others cannot hear. The master then gives 
the children turns in guessing the color. When a child guesses it, the 
master says, “Chase the bulldog,” and the child who guessed the color 
chases the bulldog. When he catches him, he must get back and touch 
the master’s hand before the bulldog does. If successful he is the new 
master and the master is the new bulldog and the game goes on as before. 
If the bulldog gets back to the master without being caught, he is the 
new master and the master is the new bulldog. 

Mailman 1 

Gymnasium, Club, Party Elementary School to Adults 

The players are standing or seated in a circle. Each chooses the name 
of a post office, which may be that of any city. One player stands in the 
center and is the mailman. He asks each one in order what post office he 
represents, and they must answer. He then calls the name of two or 
three post offices and the players having those names must change places. 
If the mailman can get a place during the exchange the one left out must 
be the mailman. If the players do not change places promptly the mail¬ 
man may count ten, and any player who has not then left his place forfeits 
it, and must change places with the mailman. 

Hopping Numbers-Change 

Playground, Gymnasium Late Elementary and Junior High Schools 

This is a more strenuous variation of the social games of Numbers- 
Change. Arrange the players in a circle and number them. Select an 
“it,” and have him stand in the center of the circle. “It” calls the numbers 
of three of the players and the players holding the numbers change places 
by hopping on one foot. “It,” hopping on one foot, attempts to get to one 
of the vacant places. If he succeeds the player without a place becomes 
“it”; if he fails, he remains “it.” 

Catch-the-Cane 

Playground, Gymnasium, Club Elementary School to Adults 

Arrange the players in a compact circle not more than fifteen feet in 
diameter. Number the players. Select an “it,” give him a three-foot stick 
or baseball bat, and place him in the center. “It” sets the stick upright on 
the floor and steadies it by placing his finger on top. He calls a number 
and the player holding that number darts for tho stick attempting to catch 
it before it hits the floor. In the meantime “it” takfs the player’s position 

1 There are a number of social games usable for all ages which are very similar 
to this, such as Numbers Change, Postman, and Fruit Basket. These are de- 
cribed in Social Gaines for Recreation. 



QOAL QAMES 


221 


in the circle. If the player succeeds, he returns to his position and “it* 
holds the stick again. If he fails, he becomes “it.” 

Variation. —If the player whose number is called, fails to catch the 
stick he has one point scored against him. Whether he succeeds or fails 
he holds the stick next time. A player having three points scored against 
him must pay a forfeit. 

Mathematical Catch-the-Cane.— Have the players number off. “It” 
calls a simple problem to indicate the number such as “Six plus three” 
or “Three times three.” The player indicated (Number 9 in this case) 
runs for the cane. 

Spin-the-Platter.— Same as the above except that a kettle cover is 
spun on the floor instead of using the stick. 

Catch-the-Balloon. —Same as the above except that “it” drops a toy 
balloon as he calls the number instead of holding the stick. The player 
must catch the balloon before it touches the floor. 

# 

* GROUP II 

All players are active in this group of goal games. 

Hunter 

Schoolroom Early Elementary School 

The players are seated in their seats. A leader is selected who walks 
around the room and says, “Who would like to hunt rabbits with me?” 
(The leader names any animal he chooses.) The players fall in line behind 
him and follow him. When all are marching, the leader calls “Bang” 
and all rush for their own seats. The first one in his seat may be the 
leader for the next game. 


Squirrels in Trees 

Playground, Gymnasium Early Elementary School 

Have three players stand so as to represent a hollow tree, facing center 
with hands on each other’s shoulders; have a fourth player stand within to 
represent a squirrel. Have the other players notice how this is done and 
then have them all form groups of four in the same way. There must be 
one extra player who is a squirrel without a tree. On the signal, all the 
squirrels must change trees and the homeless squirrel tries to get to a tree. 
This leaves another squirrel out and the game is repeated. After a few 
plays, have each squirrel choose one of the players of the tree to change 
places with him, so as to give all a chance to be squirrels. When the 
numbers are small, circles or other marks on the floor may represent trees. 
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Puss-in-the-Comer 

Playground, Gymnasium Early Elementary School 

Each player except one has a goal. It may be a mark, chair, stick, other 
object, or a corner. The one who has no goal goes up to another player 
and says, “Pussy wants a corner.” The answer is “Ask the next door 
neighbor.” During this time the others, by sly beckonings, change goals, 
and the odd player tries to get one. When he has tried several times with 
out success he may go to the center of the space and call, “All change,” 
and all must change goals, giving him a better chance. The one left out 
is “it” and the game begins as before. 

Ball Puss-in-the-Corner. —“It” is provided with a soft ball. He may 
secure a corner either by running to one as above, or by hitting a player 
with the ball as he is changing goals. In the latter case, “it” takes the hit 
player’s goal. 

The First of May 

(Moving Day) 

Schoolroom Early Elementary School 

Two adjacent rows play the game together. The first of May is moving 
time, and the seats are houses. The houses not occupied are haunted and 
are marked by placing a book on them; they thus become permanently 
unoccupied. There must at all times be one more player than houses. 
The player without a house is “it.” He walks up and down the street 
between the two rows. The residents along the street change houses be¬ 
fore and behind him and he tries to get a house while it is vacated. When¬ 
ever he chooses “it” may call “The first of May,” whereupon all players 
must change houses immediately. 

Poison Seat. —The players are seated at their desks. Place a book on 
each unoccupied desk and on one occupied desk. The book marks the 
desk as poisoned and it cannot be occupied. At the signal all players 
change scats and the one failing to obtain a seat goes to the front of the 
room. A book is placed on another occupied seat and the game is re¬ 
peated. Continue until all but two arc eliminated. These are winners. 

Music Rush 

Playground, Gymnasium Elementary School 

Mark as many places on the floor as there are players, less one, these 
marks being in four groups in different parts of the floor or play area. 
If there is a piano it may be used. When the music begins all the players 
follow the odd player in a march about thfc center erf the room; when the 
musiic stops, all rush for the marked places. The one left out is leader next 
time. Chairs may be used in place of floor marks if they are available. 
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The leader may give the signals when music is-not to be had, or the 
players may sing as they march, rushing for the goals when the last word 
is sung. 

Variation for Schoolroom. —The leader leads the marching line up 
and down the aisles. When the music stops all rush for a seat. Mark the 
seats which are not to be used by placing books on them. 

Snatch a Club. —Give all players but one an Indian club and arrange 
the players in a circle. The odd man,’ “it,” stands in the center. The players 
set their clubs on the floor in front of them. They then march around the 
circle to music, the clapping of hands, or the beating of a stick on the 
floor. When the music stops, all players including “it” try to snatch a 
club. The one who fails becomes “it” for the next game. 

The Ocean is Stormy. —All players except two are arranged in pairs, 
holding hands, and scattered about the playing area. Each pair draws a 
three-foot circle around its position. Each pair secretly selects the name 
of a fish. The odd players, known as sharks, hold hands and walk around 
the area calling the names of fish. When the name of a fish which has 
been adopted by a pair is failed, that pair falls in behind the sharks and 
marches after them. When the sharks have called all the fish they can 
think of, they say, “The ocean is stormy,” at which all run for the empty 
circles. The pair failing to secure a circle become the sharks for the next 
game. 

Change All. —Arrange all the players except one in a circle, facing in 
and four feet apart. Each player marks his position by drawing a circle 
or digging a hole. Draw a small circle in the exact center of the playing 
circle to be occupied by the odd player who is “it.” “It” calls “Change 
all,” whereupon all players exchange goals. Players are not allowed to 
take a position immediately to their right or left. During the exchange, 
“it” tries to get possession of one of the positions. The player left without 
a position not only becomes “it” but has one point scored against him. 
The game continues until some player has three points scored against him, 
when he must pay a forfeit. 

Come With Me 
(Come^Along) 

Playground, Gymnasium * Elementary School 

Arrange all players except one in a circle, facing in, about three feet apart. 
Each player marks his spot with a chalk mark on the floor, or by a stonfc 
or hole. The players sit behind their marks. The odd player, “it,” has a 
stick and walks around inside the circle. He taps his stick in front of a 
player and says, “Come along,” whereupon die player falls in behind; M iC 
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and places his hands on “its” shoulders. This continues until “it” has as 
many following him as he desires. He then calls “Going home” and all 
dash for a vacant place. The player failing to secure a place is “it” for the 
next game. 

Variation.—Arrange the circle of players as before but have them 
face to the right and hold their right arm out to the side. “It” goes 
around outside the circle and grabs a player by the arm, saying “Come 
along.” The player falls in behind tjie leader and grabs a third player. 
When several are in line, the leader says “Go home” and all dash for the 
vacant places. 

The Boiler Burst—Goal Form 2 

Schoolroom, Club, Party Elementary School 

All players except one are seated, there being one less seat than the 
number of players. The odd man, “it,” stands in front and tells a story. 
At the most exciting moment he says, “And then the boiler burst,” where¬ 
upon all players change seats and “it” attempts to secure a seat for him¬ 
self. The player left without a seat tells the next story. 

Grab a Partner 

Gymnasium, Club, Party Early Elementary School 

All players, except one, pair up in couples and form a circle, facing 
right, with three or four feet between the couples. The extra player K “it,” 
stands in the center. The music starts and the players march around the 
circle. When the music stops, every player on the inner side must move 
forward and join the outside player of the next couple ahead. The one 
who is “it,” tries to get a place. He must not leave the center till the 
music stops. The one left out must go in the center for the next play, 
When no music is available, the leader may clap his hands. 

Merry-Go-Round. —Arrange all players except one in a double circle, 
the inside line facing to the right, and the outside line to the left. The 
two lines then march in opposite directions. The odd player stands in 
the center. On a signal or when music stops, all stop marching and with 
right hand grasp the right hand of a partner; the odd player tries to get 
a partner. The one left out goes in the center the next time. 

Forest Lookout. —Arrange all the players except one in a double 
circle, facing in. The inside players are trees and the outside players stand 
directly behind the trees. The odd man is the fire warden and takes his 
place in the circles. The fire warden says, “Fire in the mountain, Run, 
Run, Run,” and claps his hands. The players in the ^outside circle begin 

2 There are many social games usable for §H ages which are very similar to 
this game, such as Fumble, Stage Coach, and Going to Jerusalem. These are 
described in Social Games for Recreation . 
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running to the left. Suddenly the fire warden stops clapping and dashes 
in front of a tree, and the runners do likewise. The runner who fails to find 
a tree becomes fire warden and the trees are now runners. 

Vis-a-Vis. —Divide all the players except one into two teams. The 
odd player is “it.” Members of Team A choose partners from Team B, 
and the couples scatter. “It” calls out instructions which the others execute, 
such as, “Face to face,” “Back to back,” “Join hands,” “Kneel on knees,” 
and so forth. When he calls “Vis-a-Vis,” the Team B men remain sta¬ 
tionary and the Team A players run for a new partner. The player failing 
to secure a partner becomes “it.” After a few exchanges, have the Team B 
men do the exchanging while the Team A players remain stationary. 

Back-tO~Back. —All players except one are arranged in couples, stand¬ 
ing back to back with elbows locked, and scattered at random over the 
playing area. The odd player, “it,” calls “All change,” at which each 
player must seek a new partner and hook elbows with him, back to back. 
The player failing to secure a partner is “it” for the next game. 

Goal Duck-on-the-Rock 

* 

Playground, Gymnasium Late Elementary and Junior High Schools 

This is a goal variation of the tag games of Duck-on-the-Rock and 
Circle Duck-on-the-Rock. 

Each player is provided with a beanbag. As traditionally played by the 
boys, each player uses a stone, but in the circle arrangement there is an 
element of danger in using stones. Arrange all the players except one in a 
forty-foot circle and have each player mark his position, either with chalk 
or by digging a hole in the ground. In the center of the circle a stool or 
large stone is placed. The odd player, “it,” places his beanbag (duck) on 
the large center stone or stool and takes a position just outside the circle. 
Each player in turn tosses or throws his beanbag at the duck, attempt¬ 
ing to knock it off. When the duck is dislodged, all the players who have 
thrown, together with “it,” rush to get a beanbag and return to one of the 
marked positions. They may pick up any beanbag and return to any po¬ 
sition. The player failing to obtain a position becomes “it” for the next 
game. 

Pig in the Hale 
{Kettle Drive) 

Playground Late Elementary and Junior High Schools 

The game is played with a small ball or other object known as the 
“pig.” Each player is provided with a stick of the size of a cane, A hole 
is dug in the ground having about twice the diameter of the pig. All the 
players except one form a circle around the hole, the players being about 
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ten feet from the hole. Each player in the circle digs a small hole in the 
ground in front of him (Figure 30). 

The pig is placed in the center hole and all the players put the end 
of their sticks under it. At the signal, they throw the ball out, run, and 
put the ends of their sticks in the holes in the circle. The player failing to 
get a hole is the driver. He immediately attempts to knock the ball into 
the center hole with his stick. The other players attempt to prevent this 
by knocking the ball away with their sticks. The driver may attempt, 
when he sees the opportunity, to put 4 the end of his stick in one of the 
holes in the circle, and if he succeeds, the owner of that hole becomes 
driver. The players may leave their holes at will to knock the ball away 
from the center hole, but are liable to lose possession of their circle hole 
in so doing. A vacant hole may be taken by any player. The pig may not 
be kicked or played in any way except with the stick. If the driver suc¬ 
ceeds in putting the pig in the hole, the game starts over again. 
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Goal Circle-Ball 

Playground, Gymnasium hate Elementary and Junior High Schools 

Select one player as “it” and arrange the remaining players in a double 
circle, the rear players standing directly behind the front. “It” stands in 
the center. Give the inner circle a basketball. The players of the inner 
circle pass the ball among themselves, and as soon as a player passes it he 
immediately changes places with the player behind him. While this ex¬ 
change is taking place, “it” attempts to get into one of the places. If he 
succeeds the player left without a position becomes “it.” Also, if a player 
is responsible for the ball hitting the floor, he exchanges places with “it.” 


Club Rush 

Playground, Gymnasium hate Elementary and Junior High Schools 

Place a row of Indian clubs or dumbbells near one end of the gymnasium 
and line the players up in a single rank at the opposite end. There should 
be one less club than players. 

At the signal the players dash for the clubs and attempt to secure one. 
The player failing is out of the game. Remove one club and repeat. 
Continue until only one player is left. This one is the winner. 

Cap Rush.—Boys like to play this in the yard using caps instead of 
clubs. 


GROUP III 

These are games with a common goal. For the most part they are all 
games of hiding and seeking. A goal or home is chosen; one player is 
usually “it,” and the others are given opportunity to hide in different ways. 
Most of the games are dramatic to a considerable degree. Counting-out 
rhymes arc used to decide who shall be “it” the first time. 

Gypsy 

Playground, Woodland, Yard Early Elementary School 

A playing area with hiding places is necessary. Designate one spot as a 
goal and place all the players in it except two, one of whom is “gypsy” and 
the other the “mother.” The gypsy hides and the mother says to her 
children, pointing to each in turn: 

I charge my children everyone 
To keep good house while I am gone; 

You and you, but especially you, 

Or else I'll beat you black and Hue. 

The mother goes a short distance away and blinds. The gypsy comes 
in, takes the children away, and hides each. The mother returns, finds her 
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children gone, and goes in search of them. When all have been found and 
returned to the goal, all choose the gypsy for the next game. 

I Spy 

Playground, Yard Early Elementary School 

An area providing hiding places is needed. The one who is “it” 
covers his eyes while he counts one hundred or some other number agreed 
upon. Then he seeks the players who have hidden. To catch a player 

the one who is “it” must see him, call “I Spy -,” and tag the goal. 

If one can reach the goal before “it” can do so, he is free. 

As frequently played by children, the games do not start over until 
all are captured. The captured ones assist “it” in finding the rest. The 
first one caught, however, becomes “it” for the next game. 

Go-Stop.—This game differs from the above only in the manner of 
blinding. The game starts with all the players touching the goal; the one 
who is “it” says “Go,” shuts his eyes while counting ten aloud, then calls 
“Stop,” and opens his eyes. Anyone seen moving must come back to the 
goal. This is repeated until all have gotten out of sight, then the search 
begins and proceeds as in “I Spy.” 

Animal Hunt.—Establish a circular goal six feet in diameter in the 
center of the play area, preferably around a tree or post. Select one of the 
players to be “hunter”; the remaining players are “animals.” The hunter 
blinds, counts one hundred, and calls “Coming.” In the meantime the 
animals hide. When the hunter sees an animal he calls “I spy,” and both 
run for the goal. If the hunter reaches the goal first, or tags the animal, 
the animal becomes prisoner and remains in the goal. If the animal reaches 
the goal first, he is free to hide again. The game continues until all but one 
animal is caught; this one is winner. 

Run, Sheep, Run 

Playground, Woodland Late Elementary and Junior High Schools 

This is a team game of hide and seek. Two teams are chosen, one 
hiding and the other blinding. The captain of each team is the shepherd 
and does not hide, but he hides the others. When the captain of the 
hiding team has his players hidden he returns to the goal and accompanies 
the searching team. He calls warning to the sheep as the others search, 
either directly or through the use of code words, previously agreed upon. 
When a member of the searching team sees one of the hiding team he tells 
his captain, who calls “Run, sheep, run,” whereupon aril players of both 
teams run for the goal. t 

If the hiding players are not detected and the captain of the hiding 
team dunks the searchers are far enough away from die goal to enable 
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his team to reach the goal first, he calls “Run, sheep, run.” The player 
reaching the goal first wins the game for his side. Then the other side 
hides, and so on. 

Wolf. —This game involves tagging, but it is so much like this group 
of games that it is best described here. Mark out a goal six feet in 
diameter around a tree or post, if possible. The player who is “it” is 
called the “wolf,” and he hides while the others all blind at the goal and 
count one hundred. Then they all go to hunt for him. When one sees 
the wolf, he shouts “Wolf,” and all race for the goal. If the wolf can tag 
any before they reach the goal, those tagged become wolves, and go and 
hide along with him. The game continues until all are captured. 

Bear Hunt.—This game is like the above except that “it” is called 
the “bear” and when a player sees “it” he cries “Bear,” whereupon all, 
including the bear, run for the goal. All who reach it after the bear are 
eliminated. The game continues until all are eliminated. The last player 
to be eliminated wins. 


Kick, Hide, and Seek 

# 

Playground, Woodland * Late Elementary and Junior High Schools 

This game is most successful in wooded areas where hiding places are 
many and near at hand. Mark out a goal three feet in circumference and 
place a soccer ball in it. Select an “it” and assemble the players around 
the ball. One of the players kicks the ball as far as possible and all run 
and hide. “It” recovers the ball, places it in the goal, and goes in search 

of the players. When he sees one he calls “I spy-,” and both run for 

the ball. The one reaching it first kicks it and runs for a hiding place. 
The other player is then “it” and must return the ball and search. 

While “it” is hunting the players, any player may steal into the goal 
and kick the ball which necessitates its return by “it” before further search¬ 
ing is possible. If “it” observes the player running for the ball, he may 
call his name and then no one but the player named or “it” himself may 
kick the ball. 

Green Wolf (Throw the Stick, Yards Off).— Make a goal on the 
ground six feet in diameter, preferably around a tree or out from a wall. 
Lean a stick up against the tree or wall. Select one player to be “it.” 
One of the players throws the stick as far as possible and all run and hide. 
“It” recovers the stick, sets it up on the goal, and sets out in search. When 

he sees a player he calls “I spy-and both “it” and the runner dash 

for the goal. If “it” reaches it first the player is a prisoner and must re¬ 
main in the goal. If the runner reaches the goal first he throws the stick 
and “it” must recover the stick before further searching. 

When there are prisoners in the goal, and a player is able to steal in 



230 


c ACTIVE QAMES <AN D CONTESTS 


and throw the stick, he and any one of the prisoners he may select are 
free to hidej again. “It” replaces the stick and continues to search. The 
game continues until all the players are prisoners, or if time is limited “it” 
is considered the winner if he has half of the players in prison when the 
allotted time ends. 

Kick the Can.—Instead of using a stick, place a tin can in the center 
of the goal. “It” counts one hundred while the others hide. When he 
spots a hider, the two rush to kick the can. In other respects the game is 
like the above. 

Last Man Across 

Playground, Gymnasium Late Elementary and Junior High Schools 

Mark out two goal lines about fifty feet apart. Arrange all the players 
behind one line. At the starting signal all the players run for the opposite 
goal. Players may trip, hold, or block the other players in order to retard 
them. The last man over the goal is eliminated. They then line up and 
run back. The game continues until all have been eliminated but one. 
This man is the winner. 


Swatter Pin-Guard 

Playground, Gymnasium Late Elementary and Junior High Schools 

In this game the goal to be reached is an Indian club. Stand the Indian 
club on the floor, appoint one of the players to guard it, and give him a 
swatter made from a knotted towel or handkerchief. The players attempt 
to knock the pin down with hand or foot. The guard tries to swat any 
player coming near the pin. Those who are hit withdraw temporarily 
and have one point scored against them. When a player knocks over the 
pin, he becomes the guard for the next game, and all eliminated players 
re-enter the play. A player having three points scored against him must 
pay a forfeit. 

Team Form. —Divide the players into two groups and arrange each 
in twenty-five-foot circles. Stand an Indian club in the center of each 
circle. Have each team select a guard, giving him a swatter, and place 
him inside the opposing team’s circle. Through strategy and decoying, 
the players attempt to knock down the pin with hands and feet, while 
the guard defends it by hitting all comers with the swatter. Those hit are 
eliminated. The team upsetting its pin before the opposing team upsets 
theirs scores one point. Play immediately stops in botl^ circles, the guards 
return to their teams, and two new guards are selected. The team scoring 
ten points first wins. The game may be varied by giving the guard two 
swatters. 
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Hot Butter and Blue Beans 

Playground, Yard Late Elementary and Junior High Schools 

Instead of the players hiding in this game a light wooden paddle is 
hidden while the players blind. “It” hides the paddle and calls “Hot but¬ 
ter and blue beans.” The players then hunt for the paddle. When they 
are far away from it, “it” calls “Cold*” “Colder,” or “Freezing.” When 
they get close he calls “Warm,” “Warmer,” or “Hot.” 

When a player finds the paddle he yells “Roasted,” and all players run 
for the goal with the player with the paddle chasing and paddling all he 
can catch. He then hides the paddle for the next game. 


GOAL GAMES IN OTHER CHAPTERS 


Mounted Musical-Chairs 


Mounted Hide-and-Seek 


GOAL GAMES IN SOCIAL GAMES FOR RECREATION 


Fumble 
Stage Coach 
Blow-Out 
Numbers Change 
Scoot 

Fruit Basket 
Flower Garden 
Toy Shop 

How 


^ Musical-Chairs 

Z Going to Jerusalem 

Tire Change 
Compass Point Change 
Tracking the Deer 
Hare and Hound Race 
Escaped Convict 
Hunting the Foxes 
Do You Like Your Neighbors? 



CHAPTER XVIII 


TAG QAMES 

H UNTING and warfare are symbolized by tag games, the main activi¬ 
ties being chasing and flight, ending in capture or escape. Capture 
is usually indicated by “tagging,” which means touching with the hand; 
sometimes one is captured by hitting him with a thrown object, or it may 
be required that a runner be actually held, at least long enough to tag him 
three times. Most of these games are entirely individualistic, but a few 
involve simple cooperation. 

Tagging is a characteristic feature of many games, even games of high 
organization such as Baseball or Football. In the games classified in this 
chapter as tag games, tagging and escape from being tagged is either the 
sole or at least the primary object of the game. 

The tag games fall into six groupings according to type, organization, 
and complicacy. The groups are discussed and the games described below. 

In most tag games the mythical “it” is something to be avoided and 
the players run from “it” to prevent his tagging them. In other games the 
mythical “it” is something to be coveted, and “it” runs away while'the 
others attempt to tag him and thus become “it.” These two types are 
illustrated below in Simple Tag and I Have It. 

Simple Tag 

Playground, Gymnasium, Home Elementary School 

One player is selected as “it” and chases the others who run to escape 
being tagged. When “it” tags one of them, that player becomes “it.” 

I Have It 

Playground, Gymnasium, Home Elementary School 

This is the opposite of tag—instead of “it” chasing the others and at¬ 
tempting to tag one of them, he runs with the others in pursuit and 
attempts to keep “it” as long as possible. The player tagging him becomes 
“it.” 

GROUP I 

In the games of this group, only a few players are active at once, usually 
only two or three who are selected by the leader. If the other players are 
active, it is for the purpose of helping or hindering the chaser in his efforts 
to capture the runner. 

* 3 * 
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Fox and Farmer 

Playground, Gymnasium Early Elementary School 

The players stand in a circle, hands at sides. The teacher appoints a 
farmer and a fox. The farmer tries to tag the fox. The fox runs in a 
zigzag manner among the players, and the farmer must follow in exactly 
the same path. When the farmer catches the fox, the teacher appoints two 
other players to be fox and farmer. 

In this game a runner and a catcher are both chosen by the teacher; 
the catcher must go in the exact path of the runner, and the other players 
have only to stand and look on while the chase goes on. It is suitable for 
special cases where there is liability to overdo and where the teacher should 
control every detail of exertion. 

Cat and Rat 

Playground, Gymnasium Early Elementary School 

Arrange the players in a circle, grasping hands. One player is outside 
and is the cat; another is within the circle and is the rat. The cat says, 
“I am the cat.” The rat replies, “I am the rat.” The cat says, “I will catch 
you.” The rat says, “Coi^e, pray do.” The cat then tries to tag the rat. 
The players assist the rat by letting him pass under arms and prevent the 
cat from doing so. 

If it proves too difficult for the cat to tag the rat, have two cats chase 
the same rat. If there are forty or more players, it will be better to have 
two games. When the rat is caught, let those who have been running go 
in the circle, and choose other runners. When older children are playing 
the dialogue may be omitted. 

Fox’s Tail 
(Fox and Geese) 

Playground, Gymnasium, Club Late Elementary and Junior High Schools 

Select one player to be the fox (“it”) and another to be the gander. 
The remaining players (geese) line up in file behind the gander, firmly 
grasping the shoulders of the man in front. Only the last goose in the file 
is eligible to be tagged. The gander attempts to keep the fox in front of 
him and thus protect his geese. When “it” succeeds in tagging the last 
man, the goose tagged becomes “it” and the fox takes the head position as 
gander. 

The last player in the line may be required to tuck a handkerchief 
under his belt. He is not tagged until the handkerchief is removed. 

Broncho Tag (Hook-on Tag).—This game, very similar to the 
ibove, is more suitable for older boys. Choose one player to act as “it” 
and divide the remaining players into groups of three. The players of 
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each group of three stand in file, one behind the other, with arms around 
the waist of the one in front, thus forming a unit called the broncho. “It” 
tries to hook on the tail of any broncho while the bronchos try to prevent 
this by running and whipping around. When “it” succeeds, the head of 
that broncho becomes “it” for the next game. 

Four-Man Circle-Chase 

Small Playing Space Elementary and Junior High Schools 

Arrange the players in a circle, facing in. Count off by fours. The 
leader calls a number from one to four. All players bearing the number 
run around outside the circle, attempting to tag the runner ahead. Runners 
who are tagged are eliminated from the game. Runners who tag players 
continue to run, attempting to tag others. Those who are not tagged be¬ 
fore reaching their original place in the circle, step into it. Call another 
number and proceed as before. When all numbers have been called re¬ 
number those who remain in the circle and start over. Continue in this 
way until only four are left who are the winners. 

The number of runners may be adjusted to the number of players— 
instead of using four, count off by threes, fives, or even sixes if conditions 
demand. 

Variation.—Have the players run two or three times around the circle 
instead of once. 

Maze Tag 

Gymnasium Late Elementary and Junior High Schools 

Arrange the players in parallel ranks, spread so that there is at least 
four feet of space between them. Each player stands about four feet di- 
reedy behind the player in the line in front of him. A runner and a 
chaser are chosen. The players all face the same direction and grasp hands 
with those on each side. The chaser tries to tag the runner, going up and 
down the rows but not breaking through or going under arms. The 
leader aids the runner by commanding “Right face” or “Left face” at the 
proper time. At this command the players drop hands, face, grasp hands 
in die new direction, thus blocking the passage for the chaser. 

If the runner is not captured in a period of one minute, the leader may 
assist the chaser by giving commands for turns which will make it difficult 
for the runner to escape. Two chasers may be used to pursue the same 
runner if tagging still proves difficult. Choose new runners at frequent 
intervals. 

GROUP II 

Tag games of the second type usually have bin two os three players 
active at once, but the play is made continuous by a rule that the winner 
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or loser of the first round shall start the next round. This furnishes added 
incentive to make each player do his best. 

Whether the winner or loser should be “it” for the next round depends 
in part on the game and in part on the temper of the players. If they 
look upon the chance to be “it” as a privilege, and all would like to be 
“it,” then the winner should have it, but if the position appeals to the 
players as a task, it should be assigned to the loser. It will be noticed that 
in the description of the games it is sometimes the winner and sometimes 
the loser who is said to be “it” for the next round, but it will often be 
desirable to reverse this rule to fit the inclination of the players. To make 
the winner “it” brings in the best players all the time, while the other 
plan calls out the slower and more indifferent ones. To make this group 
of games successful the teacher must study the problem and decide this 
point wisely. 

Circle Chase Tag 

(Slap Jac\) 

Playground, Gymnasium Elementary School 

Arrange the players in f circle with one outside who is “it.” “It” runs 
around the circle and tags a player on the back, then turns in the opposite 
direction and runs around the circle. The tagged player becomes “it” and 
pursues the runner around the circle. If “it” tags him before he gets back 
to the vacant place the runner becomes “it”; if he succeeds in reaching the 
vacant place, he is free. 

Skip Tag. —Have the players skip instead of run. 

High Windows. —Arrange the players in a circle holding hands. If 
“it” does not succeed in tagging the runner before he makes two circuits 
around the circle, the players call “High windows” and raise their arms. 
The runner runs under arms and is safe. “It” then tags another player. 

Drop the Handkerchief 

Playground, Gymnasium, Yard Early Elementary School 

All the players except one stand in a circle facing in. The extra player 
is the runner. He runs around the outside of the circle and drops a hand¬ 
kerchief on the floor behind some player, who then becomes chaser. The 
chaser tries to tag the runner before he can reach the vacant place the 
chaser has left. Both may run around, across, or through the circle. If the 
chaser tags the runner, the latter is runner again; if not, the chaser becomes 
runner for the next game, dropping the Handkerchief behind another player. 
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The Night Before Christmas 

Schoolroom, Home, Party Early Elementary School 

Arrange the players in a circle. Give each player the name of some¬ 
thing connected with the story of Santa Claus, such as sled, reindeer, snow, 
fur coat, chimney, Christmas tree, stocking, candy, pop corn, horn, drum, 
and so forth. One chosen to be “it” must stand in the center and tell a 
Christmas story. Whenever he mentions the name of any of these things, 
the one who has that name must turn around; if the name of Santa Claus 
is mentioned all must turn around. Any' player who can be tagged by the 
one who is “it” before he has turned completely around, must be “it” and 
go on with the story. The circle must be of the right size to make this 
game successful. 

Since the odds are against “it,” the game is often more successful when 
played with the players seated on chairs in a circle. In this case, they 
stand, turn around, and sit down again. 

Exchange Tag 

Schoolroom Elementary School 

The players are seated in their seats. The one chosen to be “it” stands 
in front of the rows of seats. The teacher calls the names of two players 
who must try to exchange seats before the one who is “it” can tag either 
of them. The one tagged becomes “it.” If neither is tagged, two other 
names are called with the same one “it.” 

Variation. —Play standing in a circle formation spread out at arm’s 
length apart. “It” must stand in the center of the circle and not at one 
side when calling. 

Line Tag. —Arrange the players in two lines about fifty feet apart, 
With “it” standing midway between them. “It” names a player in one line 
who immediately names a player in the opposite line. The two run for 
each other’s places and “it” attempts to tag one of them. A player tagged 
becomes “it.” 

Have You Seen My Sheep? 

Playground, Party Early Elementary School 

Arrange the players in a circle. One player is chosen to act as the shep¬ 
herd. He goes around the outside, taps a player on the back, and asks, 
“Have you seen my sheep?” The player asks, “How is he dressed?” The 
shepherd then tells something of the dress of one of the players in the 
circle, such as, “He wears a blue sweater and low shoes.” The player 
questioned tries to guess, as details are addled to the description. When 
he guesses correctly the shepherd says “Yes” and the guesser chases the 
one described. Both must run on the outside of the circle. If the chaser 
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catches the runner before the latter has returned to his place, the chaser 
becomes shepherd; if he does not, the runner becomes shepherd. Notice 
that the shepherd does not run. 

This is a good game for a hot day, when something is wanted to slow 
up the activity. 

Garden Scamp 

(Fox and Gardener) 

Playground, Gymnasium Elementary School 

The players form a circle, holding hands. Select one player for the 
“scamp” who stands inside the circle, and another for the “gardener” (“it”) 
who goes outside the circle. The gardener walks around the circle, sud¬ 
denly looks up and sees the scamp inside the circle and says, “Who let you 
in my garden?” whereupon the scamp replies “No one,” and the chase 
starts. The scamp runs across the circle in and out among the players, 
between their legs and performs any feats he chooses, with the gardener hot 
on his heels, following the exact path and antics of the scamp. When he 
catches the scamp, the gardener joins the circle and the scamp becomes the 
new gardener. If the gardener fails to follow the exact course and copy 

the antics, the leader stops Hie game, and the scamp selects a new gardener. 

% 

Circle Weave-Tag. —This variation is suitable for older children. 
Arrange the players in a circle, facing in the same direction with their 
hands on the shoulders of the one in front. “It” names the player he 
chooses to chase. The runner weaves in and out among the players with 
“it” following the exact course of the runner. “It” is permitted to skip 
players only when the runner skips. When the runner is tagged he be¬ 
comes “it” and names the next runner. Since slow runners will select 
slow runners to chase, it is wise to start the game with the faster players; 
otherwise they may not get a chance to play. 

Variation. —The runner has the advantage in the above game and it 
is often difficult for “it” to catch him. It helps the game if the leader 
gives a signal after a moment of chasing, at which time the players in the 
circle may hinder the runner by obstructing his passage between them, 
and assist “it” by opening convenient passageways. 

Variation.— Use a double circle instead of a single one. The runner 
weaves in and out among the players of both circles. 

Animal Tag 

{Animal Chase, Zoo) 

Playground, Gymnasium Elementary School 

Mark out two goals about fifty feet apart. Select one player as the 
hunter and station him behind one goal. The opposite goal is known as 
the 200—the remaining players are lined up behind it Each player is 
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secretly given a name of an animal. The hunter calls the name of an 
animal. If bo one holds this name, he calls another, and so on until he 
hits upon one that some player has. This player runs to the opposite goal 
and returns. The hunter immediately runs to the zoo, turns, and attempts 
to tag the runner on his return trip. If the animal is tagged he becomes 
the hunter. Whenever a runner successfully returns to the zoo after his 
name was called, he is given a new animal name. 

Center Base 

Playground, Gymnasium Elementary School 

Arrange the players in a circle and place a ball or other object in the 
center. Choose one player to be “it.” This player takes the ball and 
throws it to another player. The player receiving it must replace the ball 
in the center of the circle and then try to tag the one who is “it” before 
the latter can touch the ball. Either player may run around or through 
the circle in any direction. If the one who is “it” can touch the ball before 
he is caught, he may be “it” again. If he is caught, he goes in the circle 
and the chaser is “it.” 

Pass and Change 

Playground, Gymnasium Late Elementary and Junior High Schools 

The players stand in a wide-spread circle with “it” in the center. “It” 
calls the names or numbers of two players and at the same time passes the 
ball to a third. The players named immediately dash to each other’s 
places. The player in the circle who catches the ball throws it back quickly 
to “it.” “It” then throws the ball at one of the players who are exchanging 
places. If he hits him before he reaches his new position in the circle, the 
running player is “it.” Failing to hit the player, he remains “it.” 

Use a soft rubber ball, used softball, volleyball, or soccer ball, and ar¬ 
range the size of the circle accordingly—small balls which can be thrown 
swifdy call for a larger circle than a large ball. 

BuU-in-the-Ring 

Playground, Gymnasium Late Elementary and Junior High Schools 
From ten to sixteen players stand in a circle with hands firmly grasped, 
forming a closed ring. One player who is the “bull,” stands within. It 
is his object to break through the line and get away; it is their object to 
keep him inside. He walks about and examines the arms and hands and 
asks of what these parts of the ring are made. They reply, “Iron,” “Wood,” 
“Leather,” “Steel,” inventing something as best they can to suggest the 
difficulty of breaking through. He then tjics to break through; and, when 
he succeeds, he runs and the others give chase. The one who is first to 
tag him can be the bull next time. 
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Bull-and-His-Keeper. —This variation of Bull-in-the-Ring is popular 
among older boys, even among young men. The “bull” stands inside the 
ring and chooses a “keeper” who stations himself outside the ring. The 
keeper assists the bull in his efforts to get out of the ring by pulling up or 
shoving down arms, pulling the bull through, or shoving players aside. 
Once the bull is free, both bull and keeper run, and the players who can 
manage to tag them take their places as bull and keeper for the next game. 

Bear-in-the-Pit. —The players are arranged in a circle with hands 
firmly clasped. The “bear” is stationed inside and attempts to get out by 
diving under or over the arms, between legs, or by breaking through. 
Once free, all give chase—the one who tags him becomes the bear. It is 
less rough than Bull-in-the-Ring in that the option of crawling under or 
climbing over is usually selected in preference to smashing through. 


Last Couple Out 

Playground, Gymnasium Late Elementary School to Adults 

This game is popular with both sexes from the sixth grade to adulthood. 
It is suitable for groups* of from seven to thirteen players—if there are 
more, two games should be started. 

The players stand in couples and , - 

the odd player is “it.” The couples * 

stand in a column, one behind the 

other, with the odd player on a line ^ 

three feet in front, his back toward 

the players. The odd player calls, 

“Last couple out,” and the rear couple A A 

must separate, run forward, and try to 

join hands with one another in front of ^ 2\ 

the column before the odd player can 
tag either of them. The odd player 

may not look around and so cannot A A 

see the players till they have passed Figure 31. 

him. If they succeed, the odd player 

is “it” again. If he tags one, that one is “it” and the catcher has the other 
one of the couple for a partner. 


GROUP III 

In the games of this type all the players are kept on the alert by a rule 
to the effect that the runner may shift his liability to be tagged to another 
player by some device, which varies with the different games. In one or 
two cases other players may take his place if they wish to do so. The rule 
that any player tagged instantly becomes the chaser and the one who 
caught him becomes the runner, prevents any lag in the speed of the play. 



,240 


c ACTIVE QAMES <AND CONTESTS 


Cap Tag 

’5 

Playground, Gymnasium, Yard Elementary School 

Players scatter about the playing space. By use of a counting rhyme,, 
select one player to be “it”; also select a runner and give him an old cap. 
Only the one holding the cap may be tagged. “It” tries to tag the runner, 
who runs or passes the cap to some other player who must not refuse it. 
When a player holding the cap is tagged, he becomes “it.” If the cap is 
dropped, the chaser may grab it, and the one who touched it last is “it.” 
The cap must be passed by handing it, hot throwing it. 

Variations. —Instead of a cap, use a dumbbell, ball, handkerchief, or 
other object. The game goes by various names depending on the object, 
such as Dumbbell Tag, Handkerchief Tag, and so forth. 

Posture Tag. —The runner and chaser carry a beanbag on the head 
without using hands to keep it in'place. When the runner puts the bean- 
bag on any other player’s head, that player becomes runner. 

Cross Tag 

Playground, Gymnasium, Yard Elementary School 

The players are scattered about the area. One is chosen to be “it.” 
He names a player whom he will chase, and chases him until he tags him, 
unless some other player crosses the line between the runner and'the 
chaser. When this occurs the chaser chases the one who crossed and con¬ 
tinues until another one crosses. Whoever is tagged is “it” and the game 
begins anew. 

Stride-Ball Tag 1 

Playground, Gymnasium Late Elementary to Senior High School 

“It” stands at stride and places a tin can, soccer ball, or softball on the 
ground between his legs. The players maneuver around “it” in an effort 
to kick the can or ball, while “it” tries to defend it. When a player kicks 
the can or ball, “it” chases him. However, if another player kicks the can 
again before “it” tags the runner, “it” must chase that player rather than 
the original runner. When “it” tags the runner, the runner becomes “it,” 
and stands at stride over the ball. 

Chair Tag 

Gymnasium, Playroom, Schoolroom Elementary School 

The players are seated on chairs in a wide circle. Choose a chaser and 
a runner. The runner may become free by taking a seat with another 
player, or touching his chair; this player "must then jump up and be 

^ Ccmtributcd by J. H. McCulloch. 
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runner. If the chaser tags the runner, the latter at once becomes chaser 
and attempts to tag the one who caught him. 

In the schoolroom the game is played with the players seated in rows 
in the regular school seats. 

Three-Deep 

Playground , Gymnasium Late Elementary School to Adults 

Three-Deep is probably the best known and most commonly played 
circle game. Its popularity is doubtless deserved but some of its variations 
described below possess greater playing values. 

First choose a player for chaser (“it”) and another for a runner. Ar¬ 
range the remaining players in a circle, count off by twos and have each 
number one step behind the player at his right. This quickly gives a double 
circle. 

“It” chases the runner and attempts to tag him. The runner may 
become safe by going in front of any group of two and remaining there, 
thus forming one group that is “three deep.” The chaser can tag the rear 
one of any group that is three deep. The player who finds himself at the 
rear of a group of three, §hould hasten to go in front of a group before 
the chaser can tag him. ©ne who is tagged at once becomes chaser, and 
should tag the one who caught him if possible. 

The rules for chasing vary as follows: 

(1) Neither runner nor chaser are permitted to cut across the circle. 

(2) The runner may cut across the circle at will but the chaser is not per¬ 
mitted to do so. 

(3) Both runner and chaser may cut across the circle at will. 

Nothing is gained by the first method. The second method places the 
odds in favor of the runner and slows up the game. A much faster and 
more satisfying game with more frequent changes, is achieved by using 
the third method and permitting both to run across the circle as they 
choose. Running away from the circle should be prohibited by restricting 
the play to a zone close up to the sides of the circle. 

By frequent suggestions, the leader can discourage long runs and en¬ 
courage frequent changes. 

Two-Deep. —This is similar to Three-Deep except that players are in 
a single circle. When the runner steps in front of a player, that player 
becomes the runner. 

This is a better game than Three-Deep in that the latter game keeps too 
many players inactive. When there are enough players for Three-Deep it 
is usually better to start two games of Two-Deep. 

Three-Wide.—This is probably the most popular of the games of the 
Three-Deep type among boys and girls. The partners stand in a circle 
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with arms locked, ‘‘It” chases the runner, following the rules of Three- 
Deep, who hooks on the outside arm of one of the pairs, thus releasing 
the third player. 

Two-Deep Leap Frog. —Among boys, this is a very popular and 
vigorous variation of Three-Deep. Arrange the players in a single circle 
as in Two-Deep. They all stoop and grasp their ankles with their hands, 
or put their hands on the floor. The runner who is being chased leaps 
over the back of a player as in Leap Frog, thus shifting the responsibility 
to the player over whom he jumped. In other respects the rules of Three- 
Deep apply. If players put their hands on their knees instead of their 
ankles, the game is slowed up by the difficulty some players will encounter 
in leaping over. 

Underneath Three-Deep. —Arrange the players as in Three-Deep 
and have them stand with legs widely spread. To become safe the runner 
must crawl from behind under the legs of the two players and stand in 
front. The back player then runs. In other respects the play is as in 
Three-Deep. 

Underneath Two-Deep. —Arrange the players as in Two-Deep and 
play as in Underneath Three-Deep. 

Partner Tag.— This is essentially Three-Wide without the circle forma¬ 
tion. Select a runner and a chaser. All other players pair up, and join 
hands, and scatter around the playing field. If a runner hooks onto the 
arm of one of the members of a pair, the third man becomes runner. If 
the chaser tags the runner, the runner becomes chaser, and the chaser 
becomes runner. 

Fox and Squirrel.—Arrange the players in groups of three. Two 
players in each group face each other with hands on shoulders, thus form¬ 
ing a hollow tree and the third player (squirrel) stands inside the hollow 
tree. There must be an odd squirrel and also another player who is the 
fox. The fox chases the odd squirrel, who can escape the danger by going 
in a tree, since foxes cannot go there. But a tree will hold only one 
squirrel, hence the squirrel in a tree must run out as soon as a second one 
enters, and the fox has one squirrel to chase all the time. Any squirrel 
tagged by a fox, when out of a tree, instantly becomes a fox, and the fox 
then instantly becomes a squirrel and must run away and get in a tree to 
avoid being caught. Stop the game at frequent intervals and have the 
squirrels become trees and the trees squirrels. * 

This game can be played by using circles or marks on the floor instead 
of trees—this is more satisfactory than the traditional form in that fewer 
players are kept idle •, 
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Animal Cage (Basket Three-Deep, Third Man). —This is a very 
similar game to Three-Deep except that the partners face each other and 
put their hands on each other’s shoulders as in Fox and Squirrel. “It” 
chases the runner as in Three-Deep who may become free from being 
tagged by stepping inside the arms of the two players of any couple. The 
chaser must chase the one of this couple toward whom the runner turns 
his back. 

When players arc unfamiliar with the game, it often prevents confusion 
if the runner, as he steps between the players of a couple, names the player 
to be chased; otherwise both may think they are to run. 

Circle Broncho-Tag. —This is another game of the Three-Deep type. 
Select a runner and a chaser. Arrange a double circle as in Three-Deep. 
The rear man in each couple grasps the front man around the waist, thus 
forming a “broncho,” the front man being the head and the rear man the 
tail. “It” chases the runner following the rules of Three-Deep. The runner 
tries to grab onto the tail of the broncho and if successful he becomes the 
tail of the broncho and the former head becomes the runner. The broncho 
tries to prevent the runner from catching on by twisting, turning, and 
bucking, but the head of^the broncho must not use his hands to hinder 
the runner. If the chaser tags the runner when he is loose, the runner be¬ 
comes the chaser, and the chaser, runner. 

The circle may be abandoned and the couples allowed to scatter and 
move at random over the playing area. 

Last Man “It.” —In all the above games of Three-Deep type, the same 
“it” continues until he tags the runner, and when a player seeks safety by 
joining the players in the circle, the released player is chased by “it.” In 
Last Man “It,” when a player seeks safety by joining the players in the 
circle, the released player becomes “it” and chases the original “it.” All 
of the above games of the Three-Deep type may be played in this way. 

Circle-Ball 

{Center Catch, Touch Ball, Ring Ball) 

Playground, Gymnasium Late Elementary School to Adults 

This excellent game is popular with all from about the fifth grade to 
maturity. An alert vivacious leader can develop much sociability and fun 
with it. Business men like to play it with a medicine bail instead of a 
basketball. 

Arrange the players in a circle and spread at arm’s length; the one who 
is “it” stands within. The players in the circle have a basketball which 
they pass from one to another to keep it away from “it,” who tries to 
touch it or to catch it. If he touches it, the last player who touched it is 
“it” 
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The game is sometimes played with a rule to the effect that if a player 
makes a wild throw over the heads of those in the circle, he becomes “it,” 
but boys in the gymnasium prefer to allow “it” and the nearest players in 
the circle to scramble for the ball; in case a player gets it first he immedi¬ 
ately throws it back to the circle. The roughness and strenuousness of this 
appeals to the boys and adds excitement to the game, and the hazard of 
“it” touching it first is sufficient to prevent intentional wild throws. 

This game is at its best with not more than twenty-four players; more 
than that would call for two games. 

In football season, a football may be substituted for the basketball. 

Variation.—Instead of passing straight to another man in the circle, 
the ball must bound once on the floor as it crosses the circle. 

Variation.—The ball must be tossed to the man next to the player 
in either direction, instead of across the circle at random. 

Soccer Center-Ball.—Arrange the players in a circle with “it” in the 
center. The players kick a soccer ball back and forth in any direction 
across the circle while “it” attempts to touch it. When “it” touches the 
ball, the last person kicking it becomes “it.” The circle players may not 
touch the ball with their hands. If the ball is kicked over the heads of the 
circle players, the person kicking it is “it.” 

If the ball goes out of the circle between two players it is still in play 
and the nearest player runs for it, and “it” may pursue if he chooses.' In 
returning the ball to the circle the player must use his feet only. 

Channel-Ball.—Select an “it” and arrange the players in a circle, legs 
at stride, facing around the circle. “It” is in the center. The players pass 
a ball backward and forward between their legs while “it” tries to touch 
it. If he succeeds, the last person touching it is “it.” 

GROUP IV 

In the games of this group all players are equally liable to be tagged, 
but there is often some way to become exempt, either by going into a 
space where the chaser may not come, or by assuming some position agreed 
upon as making one free from liability to be tagged. In several cases it 
lies within the player’s choice to be active or comparatively quiet. Any 
player tagged when not exempt at once becomes “it” and the game goes 
on without delay. 

Scat 

Schoolroom, Playroom Earlys Elementary School 

The players form a line facing front. Qne is the “teacher” and stands 
a few feet away. She goes through certain exercises, the class following. 
Suddenly she cries “Scat,” and all run to the “home,” a place marked off 
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at the one end of the room, the “teacher” chasing them. If one is caught, 
he becomes “teacher.” If no one is caught, the same teacher acts again. 

The Shepherd and the Wolf 

{Wolf, Wolf, and Sheep) 

Playground, Gymnasium, Yard Early Elementary School 

Select one player to act as the wolf (“it”) and another as the shepherd. 
The remainder are sheep. Mark out a sheepfold. The shepherd assembles 
the sheep in the fold and the wolf finds a hiding place. When the wolf 
is hidden, he howls and the shepherd leads his sheep cautiously in the direc¬ 
tion of the noise. When he sees the wolf he cries, “I spy a wolf.” The sheep 
bleat and run frantically back to the field, with the wolf in pursuit. If 
the wolf tags a sheep, the sheep becomes wolf. 

Frog in the Sea 

Schoolroom, Playroom, Hyme Early Elementary School 

Mark a two-foot circle on the floor in which the frog sits with legs 
crossed. The other players mill around just out of reach saying: 

“Frog in the sea 
Frog in the sea 
Frog catch a firefly 
But can’t catch me.” 

The frog must remain in the squatting position while he tries to tag 
the teasing players. When tagged, a player becomes frog. 

Old Mother Witch 

Playground, Gymnasium, Yard Early Elementary School 

All the players chase after the witch, poking, pulling, and teasing her 
in every possible way as she walks along. As they follow after her they 
call 

“Old Mother Witch fell in the ditch, 

Picked up a penny, and thought she was rich.” 

The witch then turns and asks, “Whose children are you?” Any narm 
may be given and the witch goes on, but if they should say, “Yours,” the 
witch gives chase and the first one caught takes her place. 

The children are not so apt to want to be caught in this game because 
of the teasing the witch has to endure. ' * 
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Tommy Tiddler’s Ground.—Played exactly like Old Mother Witch 
except with the use of the following rhyme: 

‘Tm on Tommy Tiddler’s ground, 

Picking up silver by the pound.” 

It is more suitable for boys than Old Mother Witch. 


King’s Land 

Playground, Gymnasium, Yard Early Elementary School 

Mark a space for the king’s land and select a player to be king. The 
other players try to tease and annoy the king by stepping on his land; 
then he tries to tag them. One who is tagged becomes king and the 
game continues. 

Variation.—Have the players join hands and march up toward the 
king, who is seated on his throne, keeping step with the words: 

“I’m on the King’s Land, the King’s not at home. 

The King cannot catch me till I say ‘Come!’ ” 

At the word “come,” the king gives chase. 

His Royal Highness.—Select one player for His Royal Highness 
and appoint two royal guards. The remaining players are rebels. His 
Royal Highness stands on his throne, a small circle in the center of the 
area, with his royal guards beside him. The three then stroll around the 
kingdom (play area) and as soon as they leave the throne the rebels annoy 
the king and attempt to spank him. As soon as the king is struck, he 
names the player who hit him and the royal guards give chase. The king 
runs tor the throne, being spanked by any rebels who can catch up with 
him. Once on the throne, he is safe. The guard who tags the rebel who 
struck the king is free, the rebel becomes the king, and the king becomes 
a royal guard. 

King’s Bodyguard. —The king and his guards are selected and sta¬ 
tioned just as in His Royal Highness. The three venture forth with the 
guards in the lead who have their hands clasped. The players attempt to 
tag the king while the guards prevent them by blocking, tackling, and 
holding. The king protects himself by moving around-the guards. When 
the king is tagged he loses his position, the player who tagged him becomes 
the second guard, and die first guard becomes king. 
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Charley Over the Water 

{Sally Over the Water) 

Playground, Gymnasium Early Elementary School 

This old game is always popular among small children. Arrange the 
players in a circle with “it” in the center. The players march around the 
circle singing: » 

“Charley over the water 
Charley over the sea 
Charley catch a blackbird 
But can’t catch me.” 

When the last word is sung, all stop and attempt to place a hand on 
the floor before “it” can tag them. Anyone tagged becomes “it.” 

Pincho 

Playground, Gymnasium Elementary School 

Establish a line, the area behind which is the safety zone. All the 
players except “it” line ud on the line and hold hands. “It” stands five 
paces in front with his bask to the line and walks forward with the players 
advancing behind him. 

The player on the left end of the line pinches the next player’s hand 

when he chooses, and the second player passes on the pinch at any time 

he desires. When the last player’s hand is pinched he yells “Ouch” and 
the players release hands and run back to the safety zone with “it” in 
pursuit. If “it” tags a player before he reaches the line, that player be¬ 
comes “it.” 

Hand-Slapping Tag 

Playground, Playroom, Home Elementary School 

This quiet game is a tag variation of the dual combat, Hand Slapping. 
Arrange the players in a circle, elbows at sides, holding hands in front 
with palms up. “It” goes around inside the circle and unexpectedly slaps 
some player on the hands. The player may avoid being slapped by with¬ 
drawing his hands or turning them over. A player when slapped becomes 
“it.” Players may not withdraw or turn their hands until “it” slaps at them; 
if they do so they become “it.” 


Squat Tag 

Playground, Gymnasium, Yard Elementary SchoA 

Choose one player to be “it.” The players scatter about the area and "it” 
'tries to tag them. The players may become safe from being tagged by 
assuming a squatting position. When “it” is not near they stand up and 
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run again. Each player may use this method of escape three times, and 
then may *escape only by running. If “it” retreats five steps from a player 
who has escaped by assuming the squatting position, and then returns, 
the player must run or is liable to be tagged. Anyone who is tagged 
becomes “it” and the game continues. 

Turtle Tag. —Same as Squat Tag except that the players to become 
exempt must be on their backs with hands and feet up in the air. 

Hindoo Tag (Mohammedan Tag).— Same as Squat Tag except 
that safety is achieved by dropping to hands and knees and putting the 
forehead on the ground. 

Skunk Tag.— Same as Squat Tag except that safety is obtained by 
grabbing the toe with one hand and the nose with the other, thus standing 
on one foot. Variation: The safety position is with the arm under one 
knee and the hand of the same arm grasping the nose. 

Floor Tag. —Same as Squat Tag except that the safety position is 
With one hand on the floor. 

Hang Tag. —Same as Squat Tag except that freedom from being 
tagged is secured by hanging from some support by the arms and lifting 
the feet from the floor. Desks and seats can serve as supports in the school¬ 
room, but the game is more satisfactory in a gymnasium where there are 
bars, rings, and other apparatus, or in the open where there are trees. 

Sole-Mate Tag. —Same as Squat Tag except that all the players except 
“it” pair up in couples and achieve safety by sitting on the ground with 
the soles of their feet touching those of their partners. 

Statue Tag. —Same as Squat Tag except that “it” demonstrates a 
comic position or statue which is to be used as the safety position. The 
players do not attempt to run but tantalize “it” by assuming first a natural 
and then the demonstrated position. Each new “it” demonstrates a new 
position. 

Ankle Tag. —In order to avoid being tagged, a player must catch and 
hold another player by the ankle. The player being held is eligible to be 
tagged and must break away and run or get hold of another player’s 
ankle. 

Wood Tag 

Playground, Yard Elementary School 

Select one player to serve as “it.” He chases the ether players who are 
safe only when touching wood. A playej may not touch wood for safety 
more than three times, however, and thereafter must run to escape. A 
tagged player becomes “it.” 
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Variations. —Tree Tag, Iron Tag, Plaster Tag, Paint Tag, Grass Tag, 
Leaf Tag, Stone Tag. 

Fence Tag 

Playground Elementary School 

This is a good game when there is a low fence or obstruction easily 
leaped over. 

“It” is on one side and the players on the other. They jump the fence 
to “it’s” side and are eligible to be tagged, and must leap back to gain 
safety. “It” may not tag anyone whose feet are in the air as he is jumping 
the fence. A player tagged becomes “it” and may tag back immediately. 

Straddle the Pole 

Playground, Gymnasium, Yard Elementary School 

Lay a long pole on the ground, or draw a line to represent the stick. 
Children playing in the streets frequently use a crack in the pavement. 

Select one player to serve as “it.” At the start all the other players 
straddle the line. When straddling the line they are safe but when off it 
they are liable to be tagge#. “It” may not step over the line or reach over 
it, but must always run around the ends to tag a player. When a player 
is tagged he becomes “it.” 

Tire Tag 

Playground, Yard Elementary School 

Each player has an old automobile tire which he rolls as he runs. 
“It” must roll his tire with him as he attempts to tag players. A player 
is safe if he stands astride his tire with both feet on it. This of course 
is an uncertain position to hold and upsets are many. When a player 
is tagged he becomes “it.” 

Steps 

Playground, Gymnasium, Club Elementary and Junior High Schools 
Select an “It” and have him blind against a wall or post. Line the 
players behind a starting line about sixty feet distant. “It” calls “Go” 
and counts ten out loud rapidly, and then turns so that he can see the 
players. On the word “Go” the players immediately start toward “it” but 
must not be seen moving by “it” when he turns. All who are seen moving 
are sent back to the starting line. Continue until some player advances 
close enough to touch “it.” This player wins. 

Statues.— Line the players in a single rank. “It” stands about twenty 
feet in front. The players demonstrate the statue or pose they will assume. 
“It” turns his back to the players, counts ten, and turns to observe the 
players* Any player whom he sees moving or whose pose is not like that 
demonstrated, exchanges places with “it” 
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Advancing Statues.— This is a combination of Steps and Statues. 
Arrange fhe players in single rank on the starting line. Select an “it.” 
Each player demonstrates the statues or pose he will assume. “It” closes 
his eyes against a wall or post about sixty feet in front of the starting line. 
He calls “Go” and counts ten out loud rapidly. While he is counting the 
players advance toward him, but when he ceases counting they stop and 
assume the pose. “It” turns at the count of ten and orders back to the 
starting line all those whom he sees moving or whose pose is not as demon¬ 
strated. Continue until some player reaches and touches “it.” This player 
is the winner. 

Shadow Tag 

Playground, Yard Elementary School 

The game requires a sunshiny day. “It” tags the players not by touch¬ 
ing them but by stepping on their shadows and calling the names of the 
player making the shadows. A tagged player immediately becomes “it.” 

Sore-Spot Tag 

(Japanese Tag ) 

Playground, Gymnasium, Yard Elementary School 

The players are scattered about and “it” attempts to tag. When a player 
is tagged he must place his hand on the spot where he was tagged and in 
this position try to tag someone else. 

The game is often slowed up considerably because of the inability of 
“it” to run rapidly when holding his hand in the spot where he was hit. 
To eliminate this, the game is often played by requiring him to have his 
hand in the spot only when in the act of tagging another player. 

Couple Tag 

Playground, Gymnasium Elementary School 

The players pair up in couples, each couple with right hands clasped. 
One couple is “it.” “It” attempts to tag the other couples and, if successful, 
the tagged couple becomes “it.” All couples including “it” must keep hands 
clasped throughout. If a running couple breaks their handclasp they 
become “it.” If “it” breaks hands while tagging, the tagging does not 
count. 

Couple Change-Tag 

Playground, Gymnasium Elementary School 

Arrange the players in couples* holding hands, with one extra player 
who is “it.” Designate one player in each couple $s Number 1 and the 
other as Number 2. Each couple marks its b ase on the ground dir door. 
“It,” standing in the center of the area, calls “One's change,” “Two's 
change/ cur “AH change.” In the first case the Ontfs rim and j^ir taji 
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with another partner; in the second case, the Two’s run, and in the third 
case all pairs run with hands joined and exchange bases. Any player 
tagged by “it" while not standing on a base with hands joined with his 
partner becomes “it.” 

Goal Tag.— Mark as many three-foot circles (goals) on the floor or 
ground as there arc players. Designate one player to be “it.” When “it” 
leaves his goal, all players must leave theirs and seek a new goal. They 
cannot return to the goal just left, nor can two players occupy the same 
goal. “It” tries to tag a player during the exchange and if successful, 
that player takes his place as “it.” A player is safe if any part of his 
body is in the goal. 

Circle Spot-Tag (On the Spot).— Arrange the players in a widely 
spread double circle with “it” in the center. Each player marks his posi¬ 
tion on the floor or ground. Supply “it” with a basketball, volleyball, soccer 
ball, or softball. The players exchange positions with each other at will. 
“It” attempts to hit them with the ball when they are not standing on a 
marked position. “It” may run with the ball if he chooses. A player hit 
while off a post becomes 

v 

Blind Hop-Tag 

Playground, Gymnasium, Yard Elementary School 

Select an “it” and blindfold him. The remaining players hop about 
on one foot. “It,” however, may run and attempts to tag someone while 
blindfolded. If a player touches both feet to the ground he must stand on 
the spot until “it” tags someone. A player tagged while hopping or 
standing still becomes “it.” 

Blindman’s Swat-Tag. —Select an “it,” blindfold him, and give him 
a swatter. Appoint a partner for him. The remaining players scattei 
over a limited area thirty to forty feet square, depending on 1he number 
of players. The players must hop on one foot when moving, but “it” 
and his partner may run. “Its” movements in attempting to tag the 
players with the swatter are determined by his partner who directs him. 
When a player is tagged he becomes “it” and the former “it” becomes his 
partner. 

Blindman’s Buff 

Playground, Gymnasium, Yard Elementary School 

Arrange the players in a circle, holding hands and facing in. “It” is 
in the center, blindfolded and carrying a stick the size of a cane. The? 
circle walks to the right and whenever “it” chooses he halts it by rapping 
the floor with his stick. He then points toward the circle with the stick 
at^ if he pointsbetween two players the circle continues to move. Ifc hc 
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points 2X. a player, that player enters the circle and “it” attempts to tag him. 
If he ha^ trouble locating him, as he doubtless will, the leader calls “One 
step in,” whereupon every player in the circle takes one step inward and 
thus reduces the size of the circle. This is repeated as often as necessary. 
When tagged, the player becomes “it” and the former “it” joins the circle. 

Question Blindman’s Buff.—When pointed out, the player goes 
up to “it” and is asked three questions which he answers in any way he 
chooses. He will, of course, disguise his voice. If “it” guesses his name, 
they exchange places. 

Feeling Blindman’s Buff.—When “it” tags the player in the center, 
he runs his hands over him and attempts to identify him. If he fails, he 
continues to be “it.” This variation is only possible when the players all 
know each other. 

Animal Blindman’s Buff.—When “it” points at a player in the circle 
he does not have to catch the player but rather names a bird or beast; 
the player goes up to “it” and imitates the call of the creature named three 
times. If “it” guesses the player’s name, the player becomes “it ” 

Singing Blindman’s Buff.—Instead of being asked to imitate a bird 
or beast, the player, when pointed out, sings the scale, up and down. If 
“it” guesses his name they exchange places. 

Still Water, Stop.—Blindfold “it” and station him in the center of 
the play area, with the remaining players gathered around him. “It” spins 
around three times and calls “Still Water, Stop”; while he is spinning, the 
others scatter and stop on the command. “It” then attempts to locate and 
tag the players who can take one step only to avoid him and thereafter 
must remain stationary. When “it” locates a player he runs his hands 
over him and has two guesses as to his identity. If the guess is correct, 
the player becomes “k,” otherwise “it” continues until successful. 

Blindman’s Ten-Steps.—Same as the above except that after calling 
“Still water, stop,” “it” takes ten steps, long or short as he chooses, in an 
effort to tag a player. If successful the tagged player becomes “it.” Other¬ 
wise, “it” spins again and repeats the process. 

Circle Blindman’s Tag.—Arrange the players in a circle, facing in 
and holding hands. “It” is in the center, blindfolded. “It” attempts to 
tag a player in the circle, while the circle moves about attempting to keep 
its players away from “it.” Hands must remain clasped throughout. When 
“it” tags a player he runs his hands o#er him and* has t^o guesses as to 
who he is. If he guesses correctly, th^ two exchange places; if he fails, 
hec^ as “it.” . + :■ ■ ■' . 

nay be used as described inFecliftgB^ 
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Animal Blindman’s Buff, Singing Blindman’s Buff, Question Blindman’s 
Buff. 

Circle Blindman’s Swat-Tag. —Same as Circle Blifldman’s Tag ex¬ 
cept that “it” carries a swatter made from a towel or loosely rolled news¬ 
paper. He tags with the swatter., 

Blindman’s Numbers Change .—Number the players in the circle 
and put the highest number in the center as “it,” and blindfold him. Give 
“it” a swatter. “It” calls three numbers and the players holding these 
numbers exchange places. “It” tries to hit one with the swatter while they 
are doing so. If successful the hit man becomes “it.” If unsuccessful “it” 
continues. 

Barley Break 

Playground, Gymnasium Late Elementary and Junior High Schools 

For this very old game, a rectangular strip of ground or the gymnasium 
is divided into three equal spaces as in Figure 32. The center area is known 
as the barley field. The players pair up in couples, an equal number in 
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Figure 32. 


each area. Players in the center area must keep their arms locked, while 
the others do not need to do so. 

The couples in the end zones venture into the barley field, tramping 
down the barley and taunting the couples who have their arms linked 
by saying “Barley Break!” When one is caught he remains inactive in 
the barley field until his partner is captured. When the two arc caught 
they become “it” (custodians of the barley field) and the others return 
to the end zones. The custodians of the barley field cannot go outside the 
field* nor can the other players take refuge in the field opposite to their 
own* ■ 1 > • 
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Help Tag 

Playground, Gymnasium Elementary School 

A player is selected for “it” and is given a beater, such as a knotted rag, 
or rolled newspaper. He secures his first helper by tagging him three times 
with the swatter. The helper catches and holds another player and calls 
“Help,” whereupon “it” rushes over, and if the player has not escaped 
before he gets there, swats him three times with the swatter. All swatted 
players become helpers. The game continues until all are caught The first 
one caught becomes “it” for the next game. 

Tagging Champion 

Playground and Gymnasium Elementary and Junior High Schools 

Establish two goals about forty feet apart. Line up the players behind 
one goal and number them. Number 1 takes his place midway between 
the goals as “it.” The leader gives the signal, whereupon all run to the 
opposite goal. “It” tags as many as possible, calling “one,” “two,” and so 
forth, as he tags each player. When all have reached the opposite goal, 
Number 2 becomes “it” and the process is repeated. When all have been 
“it.” scores are compared and the one who has tagged the most players is 
the champion. 

Duck-on-the-Rock 

Playground, Gymnasium, Yard Late Elementary School to Adults 

When played outdoors each player has a small stone. Place a large 
rock or block of wood on the ground and draw a throwing line thirty feet 
away from it. When played indoors, beanbags may be used instead of 
stones and a stool is placed on the floor instead of the large rock or block of 
wood. 

The first play is to decide who is “it.” Each player stands behind the 
throwing line and throws his stone or beanbag at the rock. The one whose 
stone or bag is farthest from the rock is "it.” 

“It” places his stone or bag, known as the duck, on the rock and stands 
by to guard it. The others stand behind the throwing line and in turn 
throw their stones or bags in an effort to knock the duck off. If a player 
fails, he may stand back of the line and wait until someone succeeds, or if 
he chooses, he may run out, pick up his rock, and try to get back to the 
throwing line before “it” tags him. He may gain safety by putting his 
foot on his stone, but once he picks it up, he is not permitted to put it 
hack on the ground for safety. If he returns safely hemaythrowagaio. 

When someone knocks die duck o& all who have dirown run out, 
pick u£ heir smnes, and run back to the line. Before “it” may attempt 
to tag them hemust replace his duck on "the rock. At^cme tag^ becpmn 
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“it.” If two stones or bags lie touching each other, the owners may get 
them without being tagged. 

If any player, while throwing, steps over the line he becomes “it.” 

Variation.—Draw a twelve-foot square and place the rock in its 
center. The throwing line is thirty feet away as before. A player who 
fails to knock the duck off may venture up to the twelve-foot square with 
safety and is liable to be tagged only when inside the square. 

Spud 

(Ball Stand, Stone Ball, Call Ball) 

Playground, Gymnasium Late Elementary to Senior High School 

This is a very popular game among boys, who always seem to derive 
particular joy in throwing to hit each other. Girls of high-school age 
also enjoy it. 

A used softball or a soft rubber ball of the size of a softball is needed. 
The player starting the game stands with the ball in the center of the 
gymnasium, with the othgr players gathered around him. He tosses the 
ball in the air and at the feme time calls the name or number of a player. 
The player named dashes for the ball and all others scatter. As soon as he 
gets it he calls “Halt,” whereupon everybody stops instantly. Then with¬ 
out moving from the spot where he picked the ball up, he throws it at one 
of the players, who may dodge in any way he chooses, provided he keeps 
one foot in place. If the thrower misses, one “spud” is scored against him 
and all gather around while he throws the ball up again and calls another 
name. If he hits the player, however, one “spud” is scored against the 
player hit and he immediately picks up the ball, calls “Halt,” and attempts 
to hit someone else. This goes on until someone misses his mark. 

The real fun of the game comes when a player has three “spuds” scored 
against him. He must then stand up against the wall, back toward the 
players and hands on his knees. The players line up behind a throwing 
line twenty feet away and each gets a free throw at him. 

Additional sport may be added to the game by allowing the man against 
the wall to throw back at every player who misses him. In this case the 
man who misses turns around on the firing line and takes the same posi¬ 
tion as the man took against the wall. 

To speed the game up, two “spuds” instead of three may be used to 
cause a man to become the target of the firing squad. The game is some¬ 
times played by counting a “spud” against a man only when he misses |n 
throwing and not when he is hit; this is undesirable, however, in that fewer 
players face the fifing squad which is the angle of the play to which the 
look forward. . 

smaHer children, or groups varying greatly in age, the half may 
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be rolled at the players instead of being thrown. In this case, no dodging 
whatevet is permitted. 

When played outdoors, mark off limits beyond which players cannot 
run. 

Buddy Spud. —In this interesting version of Spud, each player has a 
partner (buddy). The game proceeds just as in Spud except that the 
player whose name is called has the option of throwing to hit a player, 
or throwing to his buddy who may be in a more favorable position to hit 
someone. The ball may not be passed more than once, however. If the 
partner fails to catch the ball, or fails to hit a player, one “spud” is counted 
against the pair. When a pair has three “spuds” (or two if desired) 
counted against it, both partners stand up in turn before the firing squad. 

Wall Spud (Stand Wall Ball). —This popular adaptation of Spud 
requires a wall or high board fence. A soft rubber ball or playgroundball 
is used. The player selected for the thrower throws the ball against the 
fence or wall and calls the name of a player. This player secures the 
ball while the others scatter, calls “Halt,” and from then on the procedure 
is exactly as in Spud. 

Blocking Wall Spud. —This rough variation is very popular among 
older boys. It is played as described above except that when the ball is 
thrown against the wall and a player’s name is called, everyone tries to 
block the player and prevent him from catching the ball, which he must 
catch either on the fly or first bound. They must not touch the ball, 
however. If he succeeds in catching it, he throws it against the wall and 
calls another name. If he fails to catch it, all scatter, and when he secures 
it he calls “Halt” and from then on the rules of Spud apply. 

Days of the Week. —This version of Wall Spud is suitable for younger 
boys. It is usually played with a group of not more than six or seven. 
The players are named by the days of the week—Monday, Tuesday, and 
so forth. One starts the game by throwing the ball against the wall and 
calling the name of a day in the week as he does so. The player, holding 
this name, tries to catch the ball and the others run away. If he fails to 
catch it he can make up for the failure by hitting a player with the ball. 
He must throw from the place where he picked it up, calling “Halt” when 
he secures it. If he fails to make the hit, a point is scored against him. 
The player whose name was called makes the next throw against the walk 
In other respects the procedure is as in Spud. 

Mounted Spud.—This is a team form of Spud* and is more prop¬ 
erly classified under Group V of the tag games, but for convenience it is 
listed here with the other types of Spu<|. 

Divide the players into two teams and decide which team is to act 
as bronchos and which as riders. The bronchos form in a circle and the 
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riders pick their bronchos and mount their backs. The riders pass a soft- 
ball among themselves and the bronchos attempt to cause the riders to 
fumble by rearing and bucking, but cannot leave the circle. When a 
rider misses, all riders dismount and scramble for the ball, while the 
bronchos scatter. The rider getting the ball attempts to hit a broncho; if 
he fails one spud is scored against his team. If he succeeds, the broncho 
who is hit tries to hit a rider and if he fails a spud is scored against his 
tdam. After each failure the riders and bronchos change positions and the 
former bronchos mount the former riders. The team getting three spuds 
scored against it must line up its players as a team against the wall, and 
the members of the other team get one throw each at them as in Spud. 
• 

Roly Poly 

(Nigger- Baby ) 

Playground, Gymnasium Elementary and Junior High Schools 

Establish a line at one end of the playing area. Each player then 
digs a hole in front of thifc line about eight inches in diameter and three 
or four inches deep. IndoSrs a circle of chalk may be drawn instead. Ten 
feet in front of this line establish a throwing line behind which the players 
stand. 

One player starts the game by rolling a soft playgroundball from behind 
the throwing line endeavoring to cause it to enter one of the holes. When 
it enters a hole the owner of that hole runs forward and secures the ball, 
then calls “Stop.” In the meantime all others have scattered. When “Stop” 
is called they must all stop and not move a foot thereafter. The player 
with the ball then throws it at one of the players. If he hits him one 
point is scored against the hit player. If he misses, one point is scored 
against the thrower. When a player has three points scored against him 
he must stand before a wall and all are given a throw at him from a 
line twenty feet distant. 

Variation. —When played indoors with chalked circles instead of holes, 
the player starting the game walks along in front of the circles then sud¬ 
denly places the ball in a circle and runs. 

Ball in Cap. —The players lay their caps in a straight row on the 
ground. About ten £eet in front the players stand. The first player tosses 
a tennis ball or small rubber ball at the caps, attempting to have it lodge 
in one of the caps. He continues throwing until he succeeds. The owner 
of the cap runs and the tosser chases him. Hie owner tries to touch his 
cap before he is tagged by the tosser. If he succeeds he becomes the tosser 
for the next game. If he fails the original tosser continues to toss in the 
aesetgsmte. 
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Poison Cirde 

. 4 

Gymnasium, Playground Late Elementary to Senior High School 

Arrange the players in a circle with hands firmly clasped, spread as wide 
as possible. About four feet inside draw a circle on the floor or ground. 
In the center place a softball. 

At the signal everyone pulls and pushes in an effort to force one another 
into the poison circle. When a player steps in, everyone calls “Poison” 
and runs away, while he gets the ball and tries to hit one of them. If 
more than one is pulled into the circle they scramble for the ball and the 
one getting it throws. After the throw, the circle is formed again. 



PiGuas 33. 


Poison Spot.—This game is better suited for oldfr boys than the above. 
Use a three- or four-foot poison circle-ahe center dtdcof the basketball 
court is ideal. la it place a piano stool or a bos of sitmlardaae. Tbedtde 
forms around it and the game proceeds as before. Anyone stepping in die 
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circle or touching the stool in an effort to jump over it, is out of the game* 
Also, when two players break their grip both are out. When the circle 
gets down to three players, they form a circle beside the poison circle 
and attempt to force each other in. The last man to remain in the game 
wins. 

Poison Snake. —This game is much used by children for informal 
play. Instead of using a poison circle, place a rope such as the clothesline 
on the ground, circling and twisting it around. The players join hands 
in a circle around the rope, and attempt to pull each other into the snake. 
Anyone touching the snake is poisoned and out of the game. Continue 
until one is left. 

Soccer Tag 

iPlayground, Gymnasium Late Elementary to Senior High School 

The players are scattered about in a limited area. “It” has a soccer 
ball or a codeball which he kicks at the players. Anyone touched by it 
becomes “it” and has one point scored against him. If “it” touches the 
ball with his hands or kicks it so that it goes higher than the chest, he has 
a point scored against hiffi. 

When a player has thr& points scored against him he must stand facing 
the wail with his hands on his knees, and the players each get one chance 
to kick the ball at him from a line fifteen feet away. The ball is placed on 
the line and kicked from the floor. 

Jump the Shot 

Playground, Gymnasium Late Elementary to Senior High School 

This exciting, active, and very popular game calls for a rope about 
fifteen feet long at the end of which a weight is tied. An old tennis shoe 
is ideal, or a bag of beans may be used. 

Arrange the players in a circle with plenty of room for jumping between 
them. The leader or other experienced person stands in the center with the 
rope and begins swinging the weight around the circle, gradually letting 
out more rope until it reaches the players and is moving close to the floor. 
The players jump the rope as it passes. If the rope or weight touches a 
player he is out of the game. The last man standing wins. When only a 
few players are left, much fun can be added by changing the speed of the 
rope—this calls for constant alertness on the part of the players. 

Considerable skill is required in swinging the rope satisfactorily. It 
may be swung standing, the swinger turning with the rope, but is best 
handled by sitting or lying flat on the back—this facilitates a swing of even 
Height from the floor. 

: players face to the left and run around the circle 

toward the on-coming rope. ^ 
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Variation.-— The players stand on one foot and hop the rope. They 
change f&t only when the leader so orders. 

Variation. —The players face to the left and hop around the circle on 
one foot toward the on-coming rope. 

Variation. —When a player is hit, count one point against him and let 
him continue to play. When three points are checked up against him, have 
him stand up against the wall and face the firing squad ks in Spud. 

Variation. —Instead of eliminating a player when he is hit, have him 
exchange places with the swinger. This is possible only with older players 
because of the skill required in swinging. 

Jump the Stick.—This is very similar to Jump the Shot but is a 
faster and more exciting game. A slender bamboo pole fifteen or more 
feet in length is used instead of a rope and weight. Arrange the players 
in a circle, facing in. The leader stands in the center and swings the pole 
around so that the end passes a few inches above the floor. The players 
jump it as in Jump the Shot. Those who touch the pole are eliminated. 
The last player remaining in wins. 

Dare Base 

Playground and Gymnasium Late Elementary to Senior High School 

Goal lines are marked off at each end of the field as in Pom-Pom-Pull- 
Away, and another line is marked directly across the center of the field 
which is called the “dare base.” On the dare base two catchers stand. The 
players run from one goal to the other with the catchers running out and 
trying to tag them. They may stop for safety on the dare base, but must 
continue in the same direction when they run again; that is, they cannot 
return to the goal from which they came. Players caught are out of the 
game. The last player caught becomes the catcher for the next game and 
chooses his assistant. 

This game must be rated as inferior to Pom-Pom-Pull-Away, owing to 
the fact that the players are eliminated and out of the game as soon as they 
are caught. 

GROUP V 

We now have, for the first time, games involving simple co-operation 
in place of the complete individualism of the previous games. These games 
differ a little on account of the playing space, but mosdy in the dramatic 
features of the play. 

Giant's Cave 

Playground EdHy Elementary School 

Select one player for the mother. She assembles her children on a 
goal. Meetanother player for the giant and have him hide; his hiding 
place is known the giant’s cave. 
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Children: “Mother, may we go out to play?” 

Mother: “Yes, but don't go near the giant’s cave.” 

The children run out and play around until mother calls, “Children, 
come home or the giant will catch you.” 

They all run for the goal and the giant runs out and catches as 
many as he can. Those caught are giants and aid him in capturing the 
others as the game continues. 

Run, Rabbit, Run.— Divide the players into two groups, one desig¬ 
nated as foxes and the other rabbits. The rabbits are safe in their home, 
a goal at one end of the play area. The foxes scatter through the forest. 
The old mother rabbit takes her children out for a walk. They tiptoe 
gently for the fox may be near. Suddenly the leader of the foxes calls out 
“Run, rabbit, run,” whereupon all the rabbits dash for their home while 
the foxes try to tag them. All who are caught become foxes and help 
catch the remaining rabbits in the next game. The game continues until 
all rabbits are caught. 

Twelve O'Clock at ♦light. —Mark off a fox’s den in one corner and 
a chicken yard in another. Choose a player to be the fox and another to be 
the mother hen. The rest of the players are chickens. The mother hen 
arranges the chickens in a compact group and then leads them up close to 
the fox’s den and inquires: “If you please, Mr. Fox, what time is it?” 
If he replies any hour except midnight, they are safe and may play about; 
the hen lets them play a moment and then gets them together again and, 
moving a little closer to the fox’s den, asks the time once more. When 
he replies “Twelve o’clock at night,” they must run to the chicken yard, 
and the fox tries to tag them. Those who are caught must go into the 
fox's den and help him catch the chickens the next time. 

Bring out the dramatic features of the game. Have the hen cluck 
to her brood and the chickens peep and otherwise mimic little chicks. 

Sheep, Sheep, Come Home. —One player is the wolf and has a 
den at one side of the field. The mother sheep is in the middle of the 
field and the sheep are at one end. 

The game begins by the mother sheep calling, “Sheep, sheep, come 
home.” They answer, “We're afraid.” 

Mother: “Of what?” 

Sheep: “The wolf ” 

Mother: “The wolf has gone to Dixieland and won't be back for seven 
days, so sheep, sheep, come home.” 

The sheep then run to the opposite end of the field, while the wolf 
runs out end catches as many as possible* Those caught go to the den to 
help catch the others and the game is repeated* ; ■ 
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Brownies and Fairies.— Establish two goals thirty to forty feet apart; 
divide th$ players in two equal groups and station one at each goal. One 
group (fairies) turn their backs while the others (brownies) creep up as 
quietly as possible. One fairy is watching and when they are near, calls, 
“Look out for the brownies.” The fairies then chase the brownies to 
their goal and tag as many as they can. All who are caught are fairies. 
Then the brownies turn their backs and the fairies come up quietly, and so 
on. The side wins that has the greatest number when play ceases. 

The Flowers and the Wind 

Playground, Gymnasium Early Elementary School 

Divide the players into two equal groups and the playing space into 
three equal parts. One side represents the flowers and the other side the 
wind. The flowers meet at their end and choose a flower they will repre¬ 
sent. Then they play about in the middle or neutral space until the 
players representing the wind guess the right flower; then all the flowers 
run to their goals and the wind tries to tag them. The flowers caught 
are put in a vase (section of the floor). Repeat until all the flowers have 
been caught. 

Spider and Fly 

Playground, Gymnasium, Yard Early Elementary School 

Establish two goals at each end of the playing area with a circle drawn 
in the center equally distant from them. The “spider” (“it”) sits motion¬ 
less in the circle. The “flies” mill around the circle buzzing as they go; 
they circle closer and closer, buzzing more loudly the nearer they get. Sud¬ 
denly the spider jumps up and chases them to either goal. Those who are 
tagged join the spider and sit down in the circle to assist in tagging when 
the original spider gives the signal to chase again. The last fly caught 
wins and becomes the spider for a new game. 

Oyster Supper 

Playground, Gymnasium Early Elementary School 

The two teams line up facing each other at least thirty feet apart. The 
players of Team A extend one hand. A player chosen from Team B crosses 
over to Team A and goes down the line touching each hand. When this 
player decides which member of Team A shall be the chaser, that hand 
is dapped and the player runs back to his own line, If die player from 
Team B reaches his line without being tagged, he is safe. If the runner 
is tagged, he then becomes a member ^ opposite team. The chaser 
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Cirde Squat-Tag 

Playground, Gymnasium Early Elementary School 

The players are arranged in a circle with “it” inside in a squatting posi¬ 
tion. About twenty feet out from the circle of players, a circle is drawn 
on the ground. The players tantalize “it” with remarks and suddenly “it” 
jumps up and chases the players who are safe only when they reach the 
outer circle. All who are tagged become “it” and join the original “it” 
in the squatting position. When the original “it” gives the signal they all 
give chase. The game continues until all are caught. The last player caught 
is “it” for the next game. 

Injun Tom 

(Nigger Tom) 

Playground, Gymnasium Early Elementary School 

Establish two base lines about twenty-five feet apart. “It” stands on one 
line and the other players on the other. The following dialogue takes place; 

“It”: Did you ever? 

Players: No I never! 

“It”:^See an Injun? 

Players: Injun who? 

“It”: Injun Tom. 

Players: Tom who? 

, “It”: Tom Chase. 

Players: Chase who? 

“It”: Chase-! 

“It” then names a player who must run to the other goal while “it” 
runs out and attempts to tag him. If he is tagged he becomes “it” and 
assists in tagging the others. The dialogue is then repeated. 

Fox in the Morning 

Playground, Gymnasium Early Elementary School 

This game is similar to Pom-Pom-Pull-Away but is more suitable for 
small children because of the dramatic angle. 

The goals should be about forty feet apart. “It” is called the fox and 
stands midway between the goals. The players are called geese and stand 
behind one goal. 

Fox: Fox in the morning. 

’ ** Geese: Goose and gander. 

Fox: How many of you? 

. Geese: More than you can handle. 

Fox: Ill see. 
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At this signal the geese run to the opposite goal and the fox attempts 
to tag th^m. All who are tagged become the fox’s helpers. The play is 
then repeated. The last one caught is the fox for the next game. 

Dodgeball 

Playground, Gymnasium Late Elementary to Adults 

Divide the players into two groups. One side forms a circle and the 
other scatters inside it. The circle men throw a volleyball, soccer ball, 
codeball, or sport ball at the inside men, endeavoring to hit them. The 
center men dodge in any way they choose but must not leave the circle. 
Those hit withdraw from the circle. In the case of girls, a player hit above 
the hips is not considered hit. 

Instead of throwing directly at the center men, a circle man may pass 
to someone else in the circle in an effort to confuse those in the center. 
The last man remaining in the center is declared the winner. When all 
have been eliminated the sides reverse and the center men form the circle. 

The practice of using two balls is not recommended. It eliminates the 
opportunity to use one’s skill in dodging, for one cannot hope to watch 
and dodge successfully more than one ball at a time. If the numbers 
are large, start two games instead of using two balls in one circle. 

Instead of eliminating the center men who are hit, the game may be 
played by having them join the players in the circle until the center is 
cleaned. Another method is to have the center men, when hit drop dead 
inside the circle and remain there until all have been dropped. 

Bombing the Enemy.—This form of Dodgeball is popular among 
boys for informal play. Draw a circle on the ground fifteen or twenty feet in 
diameter. All the players except one stand in the circle. The single player 
stands outside the circle with a volleyball, small rubber ball, or used soft- 
ball. He throws the ball at the players in the circle who run around and 
dodge in any way they choose. When a player is hit below the shoulders 
he leaves the circle and joins the thrower in bombing the players. Con¬ 
tinue until only one is left in the circle. This player wins the game and 
becomes the bomber to start the next game. 

Soccer Dodgeball.—Arrange the teams as in Dodgeball. A soccer 
bail, codeball, or sport ball is, given to the outside team. The outside team 
kicks and butts the ball, attempting to hit the inside players with it. The 
ball may not be touched with the hands. If the ball stops inside the circle, 
one of the outside players may recover it by kicking it or dribbling it with 
the feet, but it, may not be kicked at the inside team until the player is 
outside the circle. When a player is hit he is eliminated. When all are 
eliminated, the sides change. The team eliminating the other in the shortest 
time wins, ' ■■■ . V. »v ' f *: 
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Chain Dodgeball. —Select five players and arrange them in file, each 
firmly grasping the player ahead around the waist*—this is the horse. The 
remaining players form a circle around the horse. The circle players 
attempt to hit the horse on the tail (last player). The horse avoids 
this by keeping his head toward the ball. The first man in the file 
may use his hands to knock the ball back to the circle. When the tail 
is hit, the player drops off and goes into the circle, and the player who hit 
him becomes the head. When the circle is large, use two horses. 

Locomotive Dodgeball. —This is exactly like the above except in the 
dramatic features. The chain of players is known as the train and the circle 
players attempt to hit the caboose. 

Snow Dodgeball. —See Snow Dodgeball in Chapter XXVII, “Winter 
Activities.” 

Team Dodgeball. —The various team forms of Dodgeball are classi¬ 
fied in Group VI of this chapter, under the team tag games. See Dodge¬ 
ball—Team Form, Three-Team Dodgeball, Progressive Dodgeball, Field 
Dodgeball. ^ 

* New Orleans 

Playground, Gymnasium, Club Elementary School 

Two goal lines about sixty feet apart are needed. Divide the group into 
two teams and place them behind the opposite lines. Team Number 1 
secretly decides upon some trade it will represent and then approaches 
Team Number 2 with the following dialogue: 

Number 1: Here we come. 

Number 2: Where from? 

Number 1: New Orleans. 

Number 2: What’s your trade? 

Number 1: Lemonade. 

Number 2: How’s it made? 

Team Number 1 then acts out the motions of the trade selected. Team 
Number 2 tries to guess the trade. When a member of Team Number 2 
guesses it correctly, Team Number 1 runs for its goal with Team Number 2 
in pursuit. All who are tagged before they reach their goal join Team 
Number 2. Team Number 2 then selects a trade. 

Austin-Boston,—Establish two* goals about sixty feet apart. One team 
lines up behind each goal. One team is known as the folks from Austin 
and the other is known as the folks from Boston. 

The Austin folks decide on some trade and approach within six feet 
of Boston’s goal. The Boston players say “Who are you?” to which the 
others answer *WeVe, the folks from Austin.” The Boston folks Am 
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ask “What’s your trade?” The Austin players then give the initials of 
the trade they selected such as T S for teaching school, and go through the 
motions of teaching school. 

When a Boston player guesses the trade the Austin players run for their 
goal and the Boston folks chase them. All who are tagged join the Boston 
side. Then the Boston players select a trade. 

Black-and-White 

( Oyster . Shell) 

Playground, Gymnasium, Club Late Elementary to Senior High School 
Divide the players into two teams of equal number and name them 
“Black” and “White.” Draw two parallel lines three feet apart across the 
middle of the playing space—this is neutral territory. At each end of the 
gymnasium, or thirty to forty feet away, draw a goal line. The players 
line up beside the neutral zone, toeing the lines, the blacks on one side and 
the whites on the other, as in Figure 34. A disk, one side of which has 
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been colored black and the other white, is tossed up so that it falls in the 
neutral zone. If the black side comes up, the blacks run back to their own 
goal with the whites in pursuit. All who are tagged join die white side. 
If the white side of the disk comes up, the whites are chased by the blacks. 
A player may tag as many of the opposition as possible. The game is won 
by the. side which secures all the opponents or which has the largest num* 
ber when play ceases. If there is no leader the captains take toms in 
tossing up the disk. A ' “'s;. ' Vy.-'-.'.-xt % 

In order to avoid confusion and' ar^tskiaettK^ ■. *fee- v'MMxcul 

players they tag and lead them back totheir own aide.: 
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Variation. —A particularly interesting variation is obtained by using 
a large die or cube of wood instead of the disk. It is painted black on 
three sides and white on three sides. Make the cube by sawing four inches 
off the end of a piece of four-by-four. 

The cube is rolled between the, two lines of players as in rolling lawn 
dice. The color that is up when the cube comes to rest indicates the team 
which is to run back to its goal. 

Heads-and-Tails. —Instead of a black and white disk a coin is tossed 
and the teams are named “Heads” and “Tails.” The leader examines the 
coin and calls out which side comes up. 

Oyster Shell. —An oyster shell is frequently used in place of the disk, 
the daik side representing black and the light side, white. Hence the 
name Oyster Shell, which in some localities is given to the game. 

Crows-and-Cranes 

Playground, Gymnasium,$Club Late Elementary to Senior High School 

This is a game similar in nature to Black-and-White, but more popular 
among those familiar with both games. 

Establish two goals sixty to eighty feet apart and line up one team 
behind each goal. One team is known as “Crows** and the other as 
“Cranes.” The leader stands in the middle and gives the command, 
“Forward March,” whereupon the teams march forward. Just after he 
gives the command, the leader calls, “Cr-r-r-rows” or “Cr-r-r-ranes,” hold¬ 
ing the word until the teams are close together. If the call terminates 
in “Crows” the crows dash back to their goal with the cranes in pursuit, 
or if the call is “Cranes” the cranes run beck. All who are tagged join 
the other side. 

Much of the fun element in the game depends upon the cleverness of 
the leader. The calls should be drawn out as long as possible, thus adding 
to the suspense and uncertainty of the players. Occasionally after starting 
the call the leader terminates it with either “Crackers’* or “Crawfish,” which 
confuses the players momentarily; he then immediately calls the proper 
word. 

In order to satisfy the players that the teams are being called by 
chance, the leader often tosses a coin just as he gives the command, 
“Forward, March,” examines it quickly and if it shows heads, he imme¬ 
diately starts to call “Crows.” * 

Black-and-Blue.—- Use the names “Bl-l-l-lack* arid “BH-lue” instead 
if %kws” ahd “Cranes.” The deceiving words then are “Blank,^“Bkst,” 

' ■ "" r 



I ACTIVE gAMES <AND CONTESTS 


Tale,of the Crows and Cranes* —Line the players up toeing the 
neutral zdae instead of the goals. The leader tells a brief story involving 
many words starting with “Cr-r-r-r,” trailing out each of these words. 
As soon as “crows” or “cranes” is mentioned the chase is on. For example, 
he might say, “The room was cr-r-r-rowded with cr-r-r-abbed cr-r-r-reatures 
cr-r-r-rawling around eating cr-r-r-rackers. One cr-r-racked individual said 
‘Cr-r-rackers make me cr-r-razy, I prefer to cr-r-runch on Cr-r-r-rows’ ” 

Crows, Cranes, and Crabs. —This is exactly like Crows and Cranes 
except that the leader may call “Crbws,” “Cranes” or “Crabs.” When 
“Crabs” is called no player may move. Those who do move, go to the other 
team. 

Signal Chase. —Establish two goals sixty to eighty feet apart, and line 
up one team on each goal, both teams facing in the same direction. On 
command the rear team marches forward until it is live or six feet behind 
the front team. At this point the leader blows a whistle and the rear team 
runs back to its goal with the front team in pursuit. All players tagged 
join the other team. The teams then line up as before but facing in the 
opposite direction and the game is repeated with the positions of the teams 
reversed. The team wins which has the most players when play ceases. 

Pom-Pom-Pull-Away 

(Pull Away, Rushing Bases) 

Playground, Street Elementary and Junior High Schools 

Establish a goal line at each end of the playing space. The one who is 
“it” stands in the middle ground and calls, 

“Pom-Pom-Pull-Away 
Come away or I’ll fetch you away.” 

At this all of the players, who have taken places behind one of the 
goals, must run across to the other goal. All those tagged join the original 
tagger and help to tag the rest, who must run across again when the call is 
repeated. All the taggers yell the call in unison under the leadership of 
the original “it.” The game continues till all are caught. The first one 
tagged is “it” for the next game. 

Hin Dill.—This game is played exactly like Pom-Pom-Pull-Away ex¬ 
cept for the call: 

“Hill Dill, come over the hill 
Or else Ill catch you standing still ” 

Ham, Chicken, Bacon.— Played exactly like Pom-Pom-Pull-Away 
exc^t for the call: “Ham, ham, chicken, ham, bacon.” On the word 
“bacon,” all must leave the goal. 
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Red Rover. —This version of Pom-Pom-Pull-A way is commonly played 
between the curbs of the city streets. The call is “Red Rover, come over, 
or Ill pull you over.” 

One Step Off and All the Way Across. —This variation, familiar 
in many sections, is played just like Pom-Pom-Pull-Away, except for the 
call: “One step off and all the way across.” 

Come Blackey. —This is played the same as Pom-Pom-Pull-Away ex¬ 
cept that the starting phrase is “Come Blackey” and a player must be 
slapped on the back three times or held for a count of three to be tagged. 

Chinese Wall. —This is similar to Pom-Pom-Pull-Away, except that 
the area in which “it” can tag is limited. Two lines ten feet apart are 
drawn across the center of the area—the ground between these lines is the 
wall and “it” stands on it to guard it. The players run across the wall at 
will while “it” tries to tag them. All who are tagged assist “it.” 

Tackling Pom-Pom-Pull-Away. —This is like Pom-Pom-Pull-Away 
except that the tagging is done by tackling the runners so as to bring them 
to the ground. Consequently, the game calls for old clothes. Mark out 
an area that is thirty yards long and ten yards wide, and in the center 
mark out a ten-yard area equally distant from the two end lines. “It” 
stands in the center area and must do his tackling within this area. 

The players line up behind one end line and at the signal run for 
the other end. “It” attempts to tackle them as they go through the center 
area. All who are tackled becomes “it’s” helpers. A runner is considered 
tackled if he runs out of bounds across the side lines. The last player 
tackled is “it” for the next game. 

Black Tom. —This is very similar to Pom-Pom-Pull-Away. Mark two 
lines on the floor, dividing the playing space into three equal parts. One 
player is “it,” and stands in the middle space and the other players stand 
in one end. When “it” calls “Black Tom” three times all the other players 
must run through the middle space to the other end, and he tags as many 
as he can. If they do not start promptly he may go after them and tag 
them at any time until they reach the other end space. All who are tagged 
go in the middle space and help catch the others. 

Only the one who was “it” at first can call the players legally, and if 
any of them run into the middle space when anyone else calls or when any 
call is given other than “Black Tom,” they are considered as caught without 
being tagged. Likewise, any player who leaves the goal before the original 
“it” calls “Black Tom” three times is considered caught, and to trick them 
into starting too soon “it” may call “Black Tom, Black Tom, Blue Tom” 
or “Black Tom, Red Tom, Black Tom.” When all are caught another 
game begins with the first one caught as “it” 
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Black Man. —Exactly like Black Tom except for the call, “Who’s afraid 
of the Blick Man?” 

Wheel Away. —In some sections the above game is played with the 
call “Wheel Away, Wheel Away, Wheel Away.” 

Stingo. —Stingo proceeds like Pom-Pom-Pull-A way except for the 
climax of the game. When all but one have been caught, instead of this 
player becoming “it” for the next game he cries “Stingo” and runs in any 
direction he chooses with the others,in pursuit. He tries to keep “it” as 
long as possible and the person tagging him automatically takes “it” and 
attempts to escape the others. 

This game is particularly effective on ice skates. 

Bears and Cattle 

Playground, Gymnasium, Street Elementary and Junior High Schools 

Mark off a goal at each end of the playing area and a bear’s den at one 
side opposite the center. Select one player to be the bear who takes his 
place in the den, and divide the remaining players (cattle) into two sides, 
one behind each goal. The cattle run across to the opposite goals and the 
bear gives chase. All whom he tags become bears and join hands with him 
in the den. The original bear is at one end of the line and the first player 
tagged is at the other end throughout the game. The end players only 
may tag. If the line breaks, the cattle may chase the bears back to the 
den and all who are tagged become cattle. The last player to be tagged is 
the bear for the next game. 

Red Lion. —This is a more complicated form of the above game. Select 
a player to serve as the “red lion” and have him take his place in the lion’s 
den, a large circle drawn at one end of the area. The players gather around 
the den, taunting the lion with the rhyme: 

“Red lion, red lion, come out of your den 
Whoever you catch will help you then.” 

The lion rushes out and attempts to capture a player by holding him 
long enough to call “Red lion” three times. The lion then takes the player 
back to the den to assist him capture the rest As they go back to the den 
the players may spank them with the open hand below the waist. 

The players gather and call the rhyme again, but this time the lion 
and his helper come out with hands joined. To capture a player they 
must hold him encircled in their arms while they*adl “Red Bob’ 1 three 
times* IS 

way in which thclions come out depends upon the 
directions given by the leader. If hccalls theli^ 
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pairs as before. If he calls “Cow catcher” they come out in a chain and a 
player is captured whenever any two of the lions in the chain pass their 
clasped arms over his head. If the call is “Tight” the chain comes out and 
captures the player by surrounding him; they go back to the den with the 
prisoner inside the circle. 

Whenever the lions are out, players may try to break apart their hands. 
If this is done, the lions must scramble back to avoid being spanked. 

The game ends when all players are captured. The last caught becomes 
the red lion for the next game. 

If the players seem too old for the use of the rhyme, it may be 
eliminated. 


Tiddle-de-Winks 

Gymnasium, Club Late Elementary and Junior High Schools 

This is a game much loved by boys. It is played at night in a gym¬ 
nasium or clubroom. Divide the group into two teams and station them 
at opposite ends of the gymnasium or room. If the players do not know 
each other well, mark one team in some conspicuous way. 

At the signal the tear#s advance toward each other attempting to cap¬ 
ture opposing players ancf take them back to their own goal. As the teams 
near each other the leader turns out the lights and thereafter flashes them 
on and off about every ten seconds. The players thus get merely a glimpse 
of the opponents for a second and must proceed in darkness most of the 
time. 

A captured player may resist as he is being taken to the goal, but once 
there he becomes a member of the team capturing him. He must remain 
at that* goal until time is called. Time is called at the end of each minute 
of play and the lights are turned on to allow all to determine who have 
been captured and how the personnel of the two teams stands. The team 
having the most men at the end of the game wins. 

Chain Tag 

Playground, Gymnasium Elementary School 

Place limitations on the play area so that the players cannot scatter 
too widely. Select an “it” who picks another player to assist him and the 
two join hands. When a third player is tagged he takes hi.s place between 
the two, and so the chain grows. The first two “its” remain at the end of 
the line throughout. Only the end players may tag. When the chain 
closes on a player it is permissible for him to break through the line or 
crowd under the hands. When the chain breaks, it must be reunited 
before tagging is legal. When girls are playing it is wise to prohibit break¬ 
ing through. The game ends when the chain is complete. The last two 
.wttrt -.next gaxiie. 
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London Loo. —This game is more suitable than the above for girls 
and playels who are liable to become injured. If players try to break 
through the line or crowd under the hands they may be tagged with the 
clasped hands of the chain players. This rule tends to eliminate roughness. 

Chickidy Hand.—Select an “it” and assemble the players around him. 
All clasp their own hands. “It” counts ten and the players scatter, each 
with his hands still clasped, with “it” in pursuit. When a player is tagged 
he unclasps his hands and joins hands with “it.” From then on the game 
proceeds as in Chain Tag except for the rule that untagged players must 
keep their own hands clasped. 

Catch of Fish 
(Fish Net) 

Playground, Gymnasium Elementary School 

Mark off a goal at each end of the playing area and establish side lines. 
Divide the players into two teams, one behind each goal. The players at 
one goal join hands to form the fish net; those behind the other goal are 
the fish. At the starting signal all the players run for the opposite goal, 
and the fish net tries to catch as many fish as possible by encircling them. 
The fish cannot break through the net or go under the hands, but can 
escape only through the opening at the ends. When the net is closed all 
who have been captured join that side. The players go back to their goals 
and the other side forms the net for the next game. The game continues 
with each side alternating as fish and net until all the players on one side 
have been captured. 

Variation. —After each catch of fish, count the fish and allow them to 
remain with their own team. After each team has had a given number of 
turns as the fish net, count up the score to determine the winning team. 

Variation. —When older players are playing allow them to charge the 
line in an effort to break through. Charging is not permitted after the 
net closes. This rough element appeals to the boys. 

Ante Over 

Playground, Gymnasium , Yard Elementary and Junior High Schools 

This old and popular boys* game requires a building over which the 
ball is thrown. In the gymnasium a curtain is often stretched across the 
center. 

The two teams take their places on opposite sides r of the building. A 
player of Team A calls u Ante Over” and throws a softball over the build* 
ing. The Team B players attempt to catch it. If someone succeeds, he 
and his team mates dash around the building and the player holding the 
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ball attempts to hit one of the Team A players, who may take refuge by 
running around the building. If he succeeds, the hit player joins Team B 
and the ball goes to Team A. If no one catches the ball when it is thrown 
over the building, the side doing the catching calls “Ante Over” and the 
ball is thrown back. The side wins which has the most players when play 
ceases. 

In some sections the boys call “Pigs tail” if the ball hits the building 
and bounds back. It is then thrown over again. 

GROUP VI 

These are team games. A player remains loyal to his team, and if 
caught remains a prisoner until released. 

Snatch-Ball 

(Club Snatch, Snatch the Hat, Steal the Bacon) 

Playground, Gymnasium, Club Late Elementary to Senior High Schools 
This game is always popular among both sexes and is widely played. 
Divide the players intojjtwo teams and line them up facing each other 
about thirty feet apart. Midway between the two lines, place a hand- 
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Figure 35. 

kerchief, cap, or used softball. Number the players of each team from 
opposite ends of the line as in Figure 35. The leader calls a number, and 
the two players holding that number dart up to the handkerchief, each 
attempting to grab it and get back to his position before the other player 
can tag him. If he succeeds he scores one point for his team; if he fails, 
the player tagging him scores one point. The team scoring ten points 
first wins. * 
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The-tendency is for the players to rush for the handkerchief and grab it 
immediattly. This usually leads to defeat. Experienced players pause be¬ 
side the handkerchief and feint until their opponent is nervous and un¬ 
certain. 

Calling the numbers at random rather than in rotation keeps all players 
alert and in a state of expectancy. Care should be taken to see that all 
numbers are called with equal frequency. 

Snatch the Bone.—Players familiar with Snatch-Ball will enjoy this 
more strenuous and difficult variation.' Place two or three benches in a row 
midway between the two lines and parallel to them. The benches extend 
the length of the teams if possible, and should never be less than twelve 
feet in length. Place the ball or handkerchief on the center of the benches. 

When a number is called, the two holders of this number run forward 
and leap the bench into the enemy’s territory, or straddle the bench with 
one foot across the line, and from this position attempt to snatch the ball 
and return to their position without being tagged. The ball may not be 
snatched unless at least one foot is in the opponent’s territory. Having 
snatched the ball, the player must return to his place in line without being 
tagged to score the point. No player may run around the ends of the 
benches—the barrier must be leaped or stepped over. 

Plus-and-Minus Snatch-Ball.—Designate one of the teams as “plus” 
and the other as “minus.” The leader calls two numbers such as “Six and 
two.” The player in the plus team to run for the ball would be Number 
8 (6+2). In the minus column it would be Number 4 (6—2). 

Bottle-Change Snatch-Ball.—Place three circles in a row midway 
between the teams, one in the center and one at each end (see Figure 24, 
page 155). One end circle is designated as belonging to one team and the 
other to the other team. Place two bottles and a handkerchief or ball in 
the center circle. When a number is called each of the two players holding 
the number runs to the center circle, secures a bottle, runs to his end 
circle and places the bottle in it, then runs back to the center circle and 
attempts to secure the handkerchief and get back to his place without being 
tagged. In other respects the play is as in Snatch-Ball. 

Champion Snatch-Ball.— Arrange all the players except one in a 
straight line and about forty feet in front station the odd player, known 
as champion. Midway between place the ball or handkerchief. The 
champion challenges one of the players and the two run out and proceed 
as in Snatch-Bal). If the champion wins he remain? champion; otherwise 
he exchanges places with the player he challenged 



TAG GAMES 

Prisoner’s Base 

Playground, Gymnasium Late Elementary and Junior High Schools 
This game, centuries old, is played in various ways in different localities. 
It is a daring, fighting game which deserves the widespread popularity it 
enjoys. The varying forms differ in detail only, mosdy in regard to the 
layout of the play area. Two forms are suggested here. 2 


PRISON 


TEAM A 


TEAM A 


PRISON 


Form Number i. —The play area is laid out as in the accompanying 
diagram. Too large an area is defeating to the game. An area sixty feet 
wide and sixty to eighty feet long depending on the number of players, is 
recommended. Two prisons are marked out in diagonal corners, each six 
feet square, as in Figure 36. 

•For other forms of Prisoner’s Base see J. H. Bancroft Games for the Hay- 
ground, Home, School, and Gymnasium, p. 156 S. New York: The Macmillan 
<3omp«rqvipop. , . * ^ i 
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Teams A and B occupy their respective territories. They venture into 
each others territory and when there arc liable to be tagged. If tagged, 
they are taken to prison. A prisoner may be freed from prison when a 
free member of his own side goes to the prison and tags him. Only one 
prisoner may be freed at a time by a player. Both prisoner and rescuer 
are eligible to be tagged while running back to their own territory. A 
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team wins under the following conditions: (i) if it captures all of the 
opposing players; (2) if it has more prisoners than the other team in a 
given length of time; (3) if one of its players enters the opponent’s prison 
when there are no prisoners there. 

Form Number 2.—This is quite generally regarded as the best and 
most characteristic form of Prisoner’s Base. Arrange the play area as in 
Figure 37—sixty by sixty feet is ideal for a. fast gaihe, but may be increased 
slightly for a large number of players. 

Teams A and B are behind their respective goals. The play starts when 
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a member of Team A ventures into neutral ground. As soon as he does 
this, a member of B enters in pursuit. The Team A man retreats and 
may reenter his goal if he chooses. As soon as the B man crosses into the 
neutral zone a second Team A man goes out to chase him. A second B 
man may then go after the second A man. A player may tag any opponent 
provided that opponent left his goal before the player did. That is, a 
player may capture any opponent who preceded him into the neutral zone. 
When a player captures an opponent he leads him to the prison and cannot 
be captured while doing so. 

Once in the prison, the prisoner must remain there until freed by some 
free member of his own team who comes to the prison and tags him. 
Only one prisoner may be freed at a time by one player. Both prisoner 
and rescuer may return to their goal without being tagged. When more 
than one prisoner occupies the prison, they may join hands, and extend 
the line out into the neutral zone, provided the rear man has one foot in 
the prison. A rescuer then frees the end man of the line. The first pris¬ 
oner captured is at the end of the line and new prisoners fall in at the 
rear of the line. 

Prisoner’s Base makes possible considerable strategy and team work. 
Once prisoners occupy tha prison, the game centers more around freeing 
prisoners than tagging opponents. 

The game is won when a team (i) captures all of the opponents, (2) 
succeeds in sending a player into the enemy’s goal and touching their 
base located at the far side of the goal (Figure 37), (3) possesses more 
prisoners than the other team at the end of a given length of time. 

Every Man in His Own Den. —This is a simplified form of Pris¬ 
oner’s Base, suitable for younger players. 

Each player marks for himself a den two or three feet in diameter, 
these dens being scattered as far apart as possible over the playing space. 
Trees, rocks, or sticks may be used to indicate the dens. They start on 
the plan of Prisoner’s Base, the players trying to make prisoners of one 
another, but if one is captured he must join his captor in the game in¬ 
stead of being a prisoner. The main rule of “Prisoner’s Base” applies: 
for example, if players 1, 2, 3, 4, 5, and 6 leave their dens in the order of 
their numbers, player 1 can be caught by any of the others and player 6 
can tag any or all of the others he can reach; but as soon as player 1 
touches his own den again, that makes him able to tag any of the others. 

The play begins by the players “making dares” to induce their opponents 
from their dens; as they are captured they form fewer and stronger groups, 
until finally there are two groups of about equal strength or one group 
that rapidly captures all the rest. That player wins who> with his captives, 
finally captures all the rest or who has the greatest number of prisoners 
when the ends* ■ j ■ 4 
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Stealing Sticks 

Playground, Gymnasium Late Elementary and Junior High Schools 
This is a game similar to Prisoner’s Base, requiring team work, strategy, 
daring, chase, and capture. 

Arrange the play area as in Figure 38, and place three or four sticks 
in each stick base. The game proceeds just as in Prisoner’s Base with all 
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the taka at Prisoner’s Base applying in regard to capturing and freeing 
prisoners. It presents the additional objective of stealing the opponents’ 
stick. When a player succeeds in reac hing the enemy’s stick base and 
touching a stick without being tagged,'he is permitted to take one stick 
back to hi* own territory without beingjagged. Teams should organize 
and elect a captain and a stick gaard. The stick guardstaads in front of 
the stick base but cannot enter it until an opponent 
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is determined by the number of sticks stolen. The rules of Prisoner’s 
Base, Form 2, should be studied carefully before using this game. 

Flag Raid.—Mark out an area approximately fifty by one hundred 
feet and draw a line across the center dividing it into two fifty-foot courts. 
On each of the back lines, set up six sticks in the ground and tie white 
rags or handkerchiefs on them. Team A occupies one of the courts and 
Team B the other. Each team has a six-foot “prison” marked out at the 
rear corner of its court. 

Each team attempts to enter the other’s court and secure its flags. If 
a player secures a flag without being caught he may return with it without 
being molested. If a player is caught and held while his captor counts five 
he is placed in his captor’s prison. A team may rescue a prisoner by en¬ 
tering the opponents’ prison and tagging the prisoner. Both then go back 
unmolested. Only one prisoner may be rescued at a time and no flag 
may be captured by a player as he frees a prisoner. 

The team securing all of the opponents’ flags first wins. 

§ Relievo 

v ( Ring-a-Uevo ) 

Playground, Woodland Late Elementary and Junior High Schools 

Mark out a six-foot circle on the ground, known as the prison. Divide 
the players into two teams. One team enters the prison, blinds, and counts 
one. hundred. In the meantime the other team hides. When through 
counting, the team in the prison calls “Coming” and starts the search. 
Two or three players of the searching team should be left to guard the 
prison, but must not enter it. When a player is sighted he is chased and 
if captured brought back to the prison. Although boys like to play the 
game by allowing captured men to fight all the way to the prison, it is 
better to consider a player captured when he is thrown to the ground. 
If a member of the hiding team is able to evade the searchers and reach 
the prison, he may enter it and tag one of the prisoners, calling “Relievo,” 
thus releasing him. Both are then free to hide again. The game continues 
until all of the hiding team are captured. 

Boys familiar with this game enjoy jt particularly at night. 

Robbers and Soldiers. —This rough and strenuous old- game, when 
properly played, calls for considerable strategy and clever maneuvering. 
Establish a goal ten feet square. Divide the players into two groups, one 
group known as soldiers and the other as robbers. There should be five 
times as many soldiers as robbers. Have the soldiers select a general and 
tiie robbers a chief. The soldiers occupy the goal while the robbers hide. 
Moretimeshouldbegiven for hiding than in the average hiding game 
minutes. The soldiers then set otrt in search. Captured 
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Three-Team Dodgeball.— The area is divided- into three courts as 
illustrated in Figure 39, each twenty by thirty feet in size. Players are 
divided into three teams: Team 1 occupies one end court; Team 2 the 
opposite end court; and Team 3 the middle court. The ball is given to 
one of the end teams. Appoint a timekeeper to record the time. Teams 
1 and 2 throw to hit members of Team 3 in the center court. Any mem¬ 
ber of Team 3 hit by a fly ball on any part of his body except his head 
leaves the court. If a player is hit by one of the end court men who has 
one or both feet over the line, he is not counted out. When the center 
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court has been cleared the teams change courts and Team No. 2 occupies 
the center court. When all teams have occupied the center court, the 
timre are compared and the team wins who occupied the center court the 
longest. 

Use a basketball when boys or girls are playing alone; in mixed groups 
a volleyball or sport ball should be used. When girls are playing, hitting 
above the hips is prohibited. 

Progressive Dodgeball.— The court and the teams are arranged ex- 
aedy as in Three-Team Dodgeball. A referee and a scorer are needed, the 
latter being equipped with a large score board. The scorer also keeps 
time. 

The game is started with the ball in the possession of the center team. 
It is thrown at either of the end teams in an eflort to hit the playera. 
When an end team has possession of the ball, it ibempts to hit the players 
in the center court or opposite end oeurt. Whenever a player is hit by a 
fly ball jon any part of ins body except his head, the whikle sounds and* 
'■pbint "is scored against his team. The whisde then sounds again to iimt 
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the play, the ball remaining in the possession of the team scored against. 
When a player steps over the boundary lines, a point is scored against his 
team and any points he makes by hitting players on the play do not 
count. When the ball strikes the floor, players in that court try to get it 
before it rolls into another court. 

The game is played in three five-minute periods. At the end of the 
first and second periods the teams change courts. Thus each court occu¬ 
pies the center court once. The team with the lowest score at the end 
of the game wins. 

The ball may be thrown directly at the opposition or may be passed 
to another player who may be in more strategic positions to make the 
throw. In order to prevent stalling for time on the part of a team which 
is in the lead, the ball may not be passed more than once to members of 
the same team and the referee begins to count slowly when a player has 
possession of the ball; if he does not throw before the count of three, a 
point is scored against him. 

The game may also be played by using two teams instead of three. 
Team 1 is divided between the two end zones, and Team 2 occupies the 
center zone. Proceed as before, playing in two five-minute halves. 

Field Dodgeball.—A starting line about twenty-five feet long is drawn 
on the floor or ground. Sixty feet out from the middle of this line a base 
is placed. Divide the players into two teams. The team in the field 
scatters between the starting line and the base, and the running team lines 
up behind the starting line. The leader throws a soccer ball or basketball 
into the field and immediately starts two players of the running team who 
run around the base and back to the starting line. 

The fielding team attempts to hit the runners with the ball* The 
fielders may run for the ball but once a player holds it he must stand still 
to throw it, and may throw either directly at the runner or to another 
fielder who is in a better position to hit the runners. As soon as a runner 
is hit or as soon as a runner crosses the starting line another player is 
started. A score is counted for each runner reaching home safely. After 
all the players have run the sides change and the game goes on for any 
number of innings. 

Variation .—This is the same as the above game except that one runner 
instead of two is started at the beginning of the game. The ball is given 
to this runner and he throws it into the field, then runs around the base 
and back. In case the runner is hit by the ball and thus retired, he throws 
up his hands as a signal for the next runner to start. The ball is not 
returned to the starting line each time a new runner starts, but remains in 
the possession of the fielding team. 

Vmvtimr-rTkk is the same as Field Dodgeball except for the arrange- 
mentof the field. Thesurtinglineis thirty feet long, and from fifty to 
^ fr a baseline of equal length is drawn, parallel to the start* 
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ing line. At each end of this baseline an Indian club or similar object is 
placed. *The runner must run around both of these Indian clubs before 
returning to the starting line. 


WATER TAG GAMES 

The following tag games are described in Chapter XXVI, “Water Ac¬ 
tivities”: 


Simple Water Tag Games 

Water Poison 

Cross the Pool 

Duck in the Pool 

Water Fish-Net 

Log 


Water Black-and-White 
Water Crows-and-Cranes 
Water Dodgeball 
Water Spud 
Water Center-Ball 


WINTER TAG GAMES 


The following tag games are described in Chapter XXVII, “Winter 
Activities”: 


Fox and Geese Snowball Tag 

Snow Dodgeball Relievo in the Snow 

Snowball Pom-Pom-Pull-Away 

TAG GAMES IN OTHER CHAPTERS 

Soccer Snatch-Ball Champion Hockey Snatch-Ball 

Champion Soccer Snatch-Ball Mounted Tag 

Hockey Snatch-Ball Mounted Pom-Pom-Pull-Away 

TAG GAMES IN SOCIAL GAMES FOR RECREATION 

Hot Potato Plus-and-Minus Snatch the Hand- 

Our House is Falling Down kerchief 

Snatch, the Handkerchief Champion Snatch the Handkerchief 
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QAMES OF PERSONAL COMBAT 

B OXING and wrestling are familiar examples of a group of games 
in which personal combat is the main feature. Fencing is a less 
familiar example. All three of these are relics of ancient warfare. Other 
games of the combat type have been devised to satisfy the fighting desire 
of boys. 

The fact that these activities are games is often overlooked, since people 
think of team games as the type and forget that tennis singles, checkers, 
and chess are games, although there is but one contestant on a side. The 
essential features of a game, including strategy, deception, and free choice 
of the manner of attack, are conspicuous in combats, making them games 
rather than simple contests. 

Both wrestling and boing demand quick thinking and are excellent 
for developmental purposes? as they bring almost all the muscles into play. 
Boxing also requires speed and footwork. Many adults find these sports 
useful in a recreative sense. They are strenuous, however, and only those 
who are in training should be allowed to enter tournaments. 

The major combats, boxing and wrestling, will be discussed first and 
the minor combats later. 

Wrestling 

Playground, Gymnasium Junior High School to Adults 

Wrestling is a sport practically as old as civilization, and is popular with 
people of all lands. There are many distinctive types, the most important 
of which are the Greco-Roman or European; the catch-as-catch-can, preva¬ 
lent in America; and jiu-jitsu, a novel form used by the Japanese. 

In the catch-as-can style there are two positions from which holds are 
obtained: standing and kneeling. In actual wrestling matches both types 
of holds are used. The competitors stand, facing each other on the mat, 
and after the signal is given, each tries to get a hold that will be to his 
advantage. The winner must force his opponent on his back so as to 
make the two shoulders touch the mat at the same time, called a pin fall* 
This means that the opponents may lose their standing position and fall 
to the mat without a pin fall being secured. Then the kneeling holds are 
employed to win the match. 

The competitors are allowed to use any legal hold, the term legal 
because there are several dangerous holds that are barred in 
amateur bouts* ' ■ ./ 
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A few $f the fundamental principles of holds, first standing, then kneel¬ 
ing, will be explained, together with the defense that may be used against 
them. 

Wrestling Holds 

Standing Holds.— -First of all, a strong standing position is necessary, 
one that will allow the person to be well braced, and yet permit him to 
move quickly when an opening is presented. This is called the “on guard” 
position. It is-a crouching one, with knees slightly bent and the body 
inclined forward from the waist up. The feet are set well apart, pointed 
outward, and the left in advance of the other. The arms are somewhat 
extended, the left more so. 

From this “on guard” position the two rivals will usually grasp each 
other in the so-called Referee's Hold . This hold is a fair one to each 
opponent, and is the one the referee arbitrarily uses to bring both of them 
together in case there has been needless delay in seeking openings. In 
this hold, each boy places one hand over the back of the opponent’s neck, 
at the same time grasping with his other hand his opponent’s arm near 
the elbow. The feet are well spread and back out of reach. 

There are any number of good methods of taking an opponent off his 
feet. A few of the simpler ones follow: 

Arm Drag .—Grasp opponent’s right elbow with your left hand, turn 
to the left, placing right foot outside of his right foot, and slide right arm 
over his right arm, clamping it above the elbow between your arm and 
side. Continue turning to the left and drop to the mat as opponent loses 
his balance, forcing him to land squarely on his back or right shoulder. 
(Break —step outside aggressor’s tripping leg or grasp him under the thigh 
with your free hand.) 

Head Lock *—Grasp his. elbow and turn, as in the preceding hold, but 
clamp his head between your arm and side instead of his arm; fall to mat 
as before. (Brea \—as above, jerking the head backward at the same time.) 

Tackle or Double Leg Lock .—Stoop suddenly and, rushing under op¬ 
ponent’s arms, grasp him around the knees as in making a football tackle. 
Stand erect, lifting him on your shoulder. Assuming his body is over 
your- right shoulder, swing his legs to the left and drop forward and to 
the right, whipping him forcibly to the mat on his back. {Breaks extend 
kgs backward and spread them, throwing your weight on aggressor to 
force him to the mat under you. A still better way is to lean over op¬ 
ponent’s shoulder and grasp him around the wai^ widi bodi anus.) 

From Waist Locke -Push upward on opponent’s jibow with one hand, 
and at the same time place other hand under jaw an# push head back. 

an opening to grasp him around the waist, yo^ 
agahist hi! chest and forearms across the small of his back. 

, shoulder, at the same time ^ 
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of his body under you, and force him backward to the mat. After prac¬ 
tice, combine this with a leg trip. (Brea \—jump quickly backward and 
throw weight forward; place open hand against aggressor’s chin and push 
his head upward and backward.) 

Rear Waist Locf ^—-The opening may be made in the same way as for 
the front waist lock. Another way is as follows: With your left hand push 
opponent’s right elbow forcibly across his chest, turning his body toward 
the left. Step in rapidly to a position behind him and grasp him around 
the waist. From this position you can raise him, and swinging his legs 
to the side as in the double leg lock, whip him to the mat. A method 
requiring less effort is to turn sideward and drop to the mat, pulling him 
backward over your extended leg. The rear lock is not so apt to end in 
a fall, but is useful only to bring opponent to the mat. ( Brea \—grasp 
aggressor’s fingers and force his arms apart, stepping forward away from 
him. If he attempts to lift you twine your leg around his leg.) 

Mat Holds.—On the mat, the defensive man is usually upon his 
hands and knees. It is advisable to turn the feet inward and flex the legs 
sufficiently so that you a# practically sitting upon your feet, with the 
knees spread rather far aplrt. The elbows are bent and kept fairly close 
to the sides, but the hands are placed wider than the shoulders. The head 
should not be allowed to droop. This insures a low substantial position, 
from which you will not be easily dislodged, and which in itself protects 
you from the more dangerous holds. The aggressor may assume a va¬ 
riety of positions dependent upon the hold he is seeking, but space will 
not permit a detailed description here. 

Nelsons v—The holds most commonly used on the neck are the nelsons, 
and chiefly the half nelson on the near side. Assuming the aggressor is 
to the opponent’s right side and facing in the same direction, the near 
half nelson is secured by passing the right arm under his right arm, the 
forearm passing upward in front of his shoulder so that the hand may be 
placed on the back of the under-man’s head. By raising slightly and 
straightening the arm the opponent’s right shoulder is forced upward and 
his head downward, so that he is thrown over onto his left shoulder or 
back. The half nelson is always used in combinations with some other 
hold, for example, reaching beneath the chest with the left arm, grasping 
his crotch or farther leg at the knee, and so forth. The quarter or bar, 
three-quarter, and full nelsons are modifications of this fundamental hold. 
(Brea\— 4 t press the shoulder, bring the arm close to the side and push 
Ae head backward; keep low and extend the opposite arm and leg side¬ 
ward toi afford a wider base. Also, a good way is to roll left shoulder 
backward, gra^>ing for a backhanded hold with the left arm; at the same 
MWft tight to your sideto keep him frqm releasing it) 
importance to the nelsons are the sdssdi 
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holds, in^which some part of the opponent is imprisoned between the thighs 
of the aggressor, the feet being crossed to assist in applying pressure* When 
applied to the head or body, this can be made a very painful hold and 
may force the opponent to yield even when his shoulders are not touching 
the mat. One of the best methods of securing the body scissors is to first 
obtain a half nelson on the near arm of the opponent, then straddle him 
and throw your weight in the direction your half nelson is forcing him. 
As he turns over, lock your legs tightly around his body and, encircling 
his head with your free arm, hold it firmly against your chest. Keep his 
arm and head locked and apply pressure with the scissors. ([Brea ^—the 
safest and simplest break is to force the aggressor’s legs apart with your 
arm or leg.) 

This should give a general idea of a few of the fundamental positions 
and holds of wrestling. In case the beginner desires to practice other 
holds, it is highly advisable to do so under the direction of a capable 
instructor, as serious injuries are quite liable to result from unsupervised 
wresding by inexperienced men. 


Wrestling Rules 

Equipment .—The standard area of the mat is twenty feet square when 
ropes are used and twenty-four feet square when ropes are not used. 
When ropes are used they should be one inch in diameter, wrapped and 
stretched two, three, and four feet, respectively, above the mat. These 
ropes are stretched from turnbuckles attached to the four corner posts. 
The posts must be placed at least eighteen inches from the corner. The 
ropes are kept from spreading by vertical ropes, three-eighths inch thick, 
three of which are placed equidistant on each side of the ring. 

Full-length tights, sleeveless shirts, and heelless gymnasium shoes laced 
by means of eyelets are recommended. Colored anklets should be worn 
to distinguish the legs of the wrestlers. 


Weight Classification\y —Competition is divided into the following weight 
classifications; 


Flyweight 

Bantam 

Feather 

Light 

Welter 



College 

n8 lbs. and under 
126 lbs. and under 
135 lbs. and under 
145 lbs. and under 
155 lbs. and under 
165 lbs. and under 
i?5 lbs. and under 
Over 175 fbs. 


Secondary School 

95 lbs. and under 
105 lbs. and under 
115 lbs. and under 
125 lbs. and under 
155 lbs. and under 
i45lb$.and under 
i55 lbs. and under 
Ik.' and under ' 
*85 : ; a mi under 
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In secondary school competition the 95 pound class and the 185 pound 
class are optional. 

Legal and Illegal Holds< —In college circles, any hold, lock, or grip is 
allowed except the following: 

1. Hammerlock above the right angle. 

2. Twisting hammerlock. 

3. Over-scissor$. 

4. Strangle holds. 

5. Full (double) nelson. 

6. Toe hold. 

7. Body slams, unless the attacker’s knee touches the mat before the upper 
part of his opponent’s body hits the mat. 

8. Holds over mouth, nose, or eyes. 

9. Interlocking of fingers, hands, or arms around body or legs while con¬ 
testants are on the mat. 

10. Bending or twisting of fingers for punishment or to break holds. 

11. Any hold used for punishment alone. 

12. No striking, kicking, gouging, hair pulling, butting, elbowing, strangling, 
or anything that endangers lif^or limb shall be allowed. 

* 

In secondary school competition, all the above holds and tactics are 
illegal and in addition the following are barred: 

1. All slams from the standing position. 

2. The fail-back (falling backward when opponent is on the contestant’s back). 

Falls.—Any part of both shoulders held in contact with the mat for a 
two-second count constitutes a fall. No fall is allowed if the head or one or 
both shoulders of the defensive contestant are off the mat. 

Off the Mat.—It the contestants are interlocked off or on the edge of 
the mat, they should be brought to the center of the mat. If neither had 
the advantage just before leaving the mat, they resume by taking a stand¬ 
ing position. If one held the advantage, he is given the position of ad¬ 
vantage in the referee’s position on the mat. If a fall was imminent and 
the defensive wrestler intentionally left the mat, the contestants are given 
as nearly as possible the same positions which they held when the bout 
was stopped. If a contestant persists in going off the mat intentionally, 
the referee may award the match to the opponent. 

Stalling^ While on their feet, the contestants must wrestle; they must 
make an honest effort to gain a position of advantage, and having gained 
it, to secure a fall. If a contestant in a position of advantage on the mat, 
is stalling, the referee should order both men to their feet in a neutral 
position* If a contestant in a neutral position on the mat is stalling, both 
are ordered to the floor in the refereeVpos&fen, with the offender undet- 
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Injuries .—If a contestant is injured he is allowed a three-minute test, 
after wf&ch the bout continues as if he had gone off the mat. If he is 
unable to continue and the injury was accidental, his opponent is awarded 
the match by fall. If the injury resulted from an illegal hold, the bout is 
forfeited to the injured player and scored as a fall. 

Decisions .—If no fall has resulted after the expiration of the regular 
period of wrestling, the referee awards the bout to the contestant who 
shows the greater wrestling ability and aggressiveness, provided the con¬ 
testant has a time advantage of at least one minute. The time advantage 
begins when he brings his opponent to the mat and continues as long as 
he has clearly a position of advantage, even though his opponent may 
regain his feet temporarily. 

Scoring .—In dual meets, when only one of the two contestants in a 
match secures a fall, five points are awarded to the contestant securing 
the fall; if both contestants secure falls, the contestant securing the fall in 
the shortest time wins the bout and is credited with -five points, and his 
opponent is credited with three points for his fall. A decision counts 
three points. If a contestant secures more than one fall he is credited with 
points only for one fall. The team securing the highest total of points is 
declared winner. 

Length of Bouts .—College bouts are ten minutes in length unless a fall 
occurs. If no fall occurs and the referee does not award the bout, two 
extra periods of three minutes each are wrestled. 

If a contestant brings his opponent to the mat and secures a position 
of advantage within two minutes the bout becomes a continuous bout for 
the remainder of the period or until a fall terminates it. If neither con¬ 
testant secures a position of advantage within two minutes, the referee 
stops the bout and the remaining eight minutes are divided into two four-> 
minute periods. A coin is tossed and the winner chooses between the 
underneath and behind positions in the referee’s position on the mat. At 
the beginning of the second four-minute period, the positions are reversed. 
If a hill is obtained in the first four minutes, this terminates only the first 
four-minute period, and the second four-minute period must be wrestled' 
as if no fall had been made. 

In championship meets, in case both contestants secure falls in four* 


minute or extra-period bouts, the one securing the fall in the shorter tithe' 
is awarded the points for die fall, 

" After die main bout and between the extra-period bouts, an intermission 
of one minute is allowed. Between the periods of the regular bout no ' 
more time is taken than is necessary. - 
Secondary school bouts are seven or dg 
contestant secures an advantage within 

'^“'ded ihto two three-minute bouts-.aiid ; «fii^^ :sii <SnO 


minutes m 
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Officials .—The match is in charge o£ a referee who starts the bouts, en¬ 
forces the rules, determines when falls are made, and awards decisions. 
Three timekeepers keep the time of the bout; one is assigned to each 
contestant to keep a record of his time advantage. 

Bbxing 

Playground, Gymnasium Junior High School to Adults 

Boxing is too intricate a sport to be described in more than a general 
way. It takes long experience to master the more scientific details of 
offense and defense, and the beginner should concentrate on perfecting 
the fundamental principles that are taught him. A correct start is all 
important. 

The most fundamental technique to learn is the method of striking 
properly. With this advantage, beginners will avoid injuries to the hands. 
It is important, when striking a blow, to have the thumb bent against the 
front of the clenched fingers; also to hit with the hand making a continuous 
line with the forearm as it strikes. 

Next it is important to learn the proper boxing position. This is one 
in which the left foot is eftended and pointed almost straight ahead. The 
right foot is also pointed forward, but to the right at the same time, and 
the heel is raised so that the weight is on the ball of the foot. The two 
feet are from a foot to a foot and a half apart, giving the person a well 
braced position. 

Most boxers assume a slightly crouching attitude. The position of the 
arms is as follows: The right arm is bent, with the fist brought past the 
center of the chest, and in a position to protect either heart or chin; the 
elbow is low and kept close to the body, ready to block many of the body 
blows. The left arm is extended forward toward the opponent’s chin, with 
the forearm inclined slightly upwards. Both palms face downward. The 
body is bent at the waist so that the head and right shoulder drop slightly 
and the latter slants slightly away from the opponent. 

From this position many blows can be made, but the two that are 
most fundamental and which every beginner should learn first, are the 
straight left jab and the right cross . 

The straight left jab is a very important blow in boxing. It is carried 
both to the opponent’s face and body* A step forward is made with the 
left foot, a push being made off the ball of the right foot. If the blow is 
carried through effectively, the right foot will drag forward although 
holding to the floor; if not carried through, the boxer may step back 
with the left foot so that the position is the same as that from which the 
movement started. As the straight left is made, the right hand is m^in- 
taining a defensive positkm.This permits a block for your opponent, who 
cither over or under your extended left arm; and also a chance 
for a foliow-up bk>w with the right hand if there is an opening. 
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This' blow is parried by a block with the protecting right hand, again 
by slipping the head to the side, or by stepping back with the right foot, 
inclining the head and the body back, thereby causing the opponent’s blow 
to fall short. 

The blow just described is useful in winning bouts on points, as the 
opponent may be reached often, even though not for a hard blow. The 
second blow mentioned above, the right cross, is a dangerous one that 
carries much force behind it. It is usually successful when the opponent 
has made a left jab to the body. The tight cross is made over the opponent’s 
left arm and driven against his chin. This blow is often used to follow 
up a feint with the straight left, after the opponent has countered. Be¬ 
ginners are first taught to use the right cross to the opponent’s head. There 
is, however, another blow frequently made with the right hand, which is 
called the straight right . The difference is that this blow goes under the 
opponent’s left arm instead of over it as does the right cross, and is deliv¬ 
ered straight-away to the body or chin. 

The most successful defense to the right cross blow is to duck the head, 
keeping the chin low, and raising the left shoulder at the same time to 
ward off the blow or change it into a glancing one. 

Another blow frequently employed is the uppercut . This is usually 
delivered at close quarters. It is started lower than usual and the force 
is carried upward, usually to the opponent’s chin or solar plexus. 

The blows commonly known as hoo\s are delivered with either hand, 
but from a sidewise position with the arm curved considerably. 

There is one defensive safeguard that applies to all situations, and 
that is, always keep the chin down when advancing. 

When the two men get hold of each other, as in wresding, what is 
known as a "clinch” results. No striking is allowed during a clinch. 
The referee orders the two men to fall apart. As they do so, each man 
tries, as a protective measure, to keep his arms outside of the opponent; 
holding the latter’s forearms together, so as to prevent a blow being struck 
while at close quarters. 

An inflated striking bag is helpful in practicing the blows of boxing by 
oneself. This is suspended from a low ceiling. The bag allows the boxer 
to practice all the blows that are used, dodging when the bag rebounds. 
Hitting a heavy bag is also useful in developing striking ability. 

Another way in which the boxer practices alone is by the method of 
"shadow boxing,” in which he practices against an imaginary opponent, 
following him around the ring, leading, feinting, countering, and dodging, 
as the case may be. This is very vigorous, but an excellent developer of 
footwork. *' 1 ■ 
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Boxing Rules 

Ring. —The ring should not be less than sixteen or more than twenty 
feet square. The floor shall extend beyond the ropes for a distance of at 
least two feet. The ring is enclosed by at least three rope rails with cloth 
wrappings. The posts should be properly padded. The floor should be 
padded at least one inch thick with corrugated paper, matting, felt, or 
other soft material. For an outdoor ring, a good padding is dampened 
sawdust covered with tight canvas. 

During a match the ring must be cleared of all buckets, chairs, and so 
forth. 

Equipment .—Gloves are to be of the recognized pattern, weighing not 
less than ten ounces. (Professional boxers often use six- and eight-ounce 
gloves; twelve-ounce gloves are excellent for practice.) Boxing shoes hav¬ 
ing spikes or cleats are barred. Sleeveless shirts and trunks reaching to 
within six inches of the knees are worn. 

Weight Classification .—Same as in Wrestling. 

Seconds .—Each contestant may be assisted by two seconds. The sec¬ 
onds must not speak, signal, or coach the contestants during the round; 
must remain seated and ei^er the ring only at the termination of the con¬ 
test. They may not enter the ring between rounds. 

Fouls. —The following are fouls: 

1. Hitting below the belt. 

2. Hitting an opponent who is down or who is getting up after going down. 

3. Holding an opponent or deliberately maintaining a clinch. 

4. Holding an opponent with one hand and hitting with the other. 

5. Pushing, or butting, with head or shoulder or using the knee. 

6. Hitting with inside or butt of the hand, wrist, or elbow. 

7. Hitting with open glove. 

8. Wrestling or roughing at the ropes. 

9. Going down without being hit. 

10. Striking deliberately at that part of the body over the kidneys. 

ix. Using abusive or insulting language. 

12. Any physical action that may injure a contestant except by fair, sports¬ 
manlike boxing. 

13. Failure to obey the referee. 

14. Coaching or advice from spectators or applause when in the opinion of the 
xeferee and judges the occasion warrants. 

Penalties .—It is recommended that the referee immediately disqualify a 
contestant who commits a deliberate foul and award the decision to his 
opponent. The referee should not give more than one warning for ,a 
foul which, although unintentional, may incapacitate the opponent. In 
the case of minor fouls the referee has the option of awarding die decision 
to die opponent. The judges penalize contestants in points for all fouls, 
both major and minor. ' * 
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Down.—A contestant is considered down under the following conditions: 

1. WHen any part of his body other than his feet is on the floor. 

2. When he is hanging helplessly on the ropes. 

3. When he is rising from a down position. 

When a contestant is down, his opponent must retire out of striking dis¬ 
tance and not resume boxing until ordered by the referee. 

Scoring.— A maximum of twenty points is awarded to a contestant in 
each round. Fourteen of these points are for attack and defense. Attack 
involves clean hits, aggressive action; and well-delivered partial hits. De¬ 
fense covers blocking, making the opponent miss, balance, and readiness for 
counter attack. Four points is awarded for generalship, and two for 
aggressiveness. 

Points are deducted for all fouls, and for stalling, covering up with 
hands, clinching, and hitting while holding opponents. 

Number of Rounds .—A contest consists of three founds. A round is 
two minutes long in college competition and may be reduced for secondary 
schools. The intermission between rounds is one minute. If the judges 
disagree, a fourth round may be ordered. 

A bout is terminated if a contestant who is down fails to take his feet 
in ten seconds. 

Officials .— The officials consist of a referee, two judges, two timekeepers, 
and a medical officer. The referee has general charge of the match. The 
judges are stationed at opposite sides of the ring, and record points, rounds, 
and pick the winner. If they disagree, the referee casts the deciding vote. 
The timekeepers indicate the beginning and end of each round. 1 

FENCING 

Fencing is a sport of major interest in Europe and has been gaining 
popularity steadily in this country. Fencing is done with three types of 
weapons: foils, sabres, and epees. 

Fencing Events 

Gymnasium Senior High School to Adults 

The Foil.—The foil is a thrusting weapon and the object is to thrust 
it at the opponent so that the point contacts him some place on the target. 
The target consists of a vest covering the fencer from the neck to the hip 
hones and then tapering down to the crotch. 

Fencing takes place on a mat forty feet long and three feet six inches 
wide. The two contestants stand at the center facing each other. They 
cross h step back one step, and th^ referee calls ^Feoee^ 

? Sse ^ Association Rules forBoxing,” Art of 

f Defcnse. New York: American Sports PuUishingCompa^ ; t ; ^ 
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There are eight standard thrusts, with parries for each, which are used 
by fencers. Each of these thrusts is designed to hit a different section 
of the target on the opponent. There are of course a great many variations 
of these standard thrusts. 

Each time a fencer contacts the target with the point of his foil, he 
scores one point. That is, he scores one point if the end of his foil 
touches his opponent any place below the neck and above the crotch and 
hip bones, including the back. The arms are not part of the target. 

The player wins who first scores five points, except that when the score 
is four all, one player must score two points in succession to win. 

The Sabre. —The sabre is a cutting and thrusting weapon and is 
heavier than the foil. 

The rules for sabre fencing are the same as those used for foils with the 
following exceptions: (i) the target includes the entire body except the 
legs—trunk, head, and arms are all within the target; (2) a fencer may 
score by hitting the target with the point of the sabre, with the front 
cutting edge, and with the upper third of the back edge. 

The foils and parries are the same as in fencing with foils, with some 
adaptation for the protection of the head. 

The Epee. —The epee is a dueling sword and is heavier than either 
the foil or the sabre. 

The rules are the same as in foil fencing with the following exceptions: 
(1) the entire body is the target; (2) the player wins who makes the first 
three hits; (3) at the start, instead of crossing swords, the points of the 
weapons are touched. The thrusts and parries are about the same. 

Team Competition in Fencing.—A fencing team may consist of 
either seven or three players. When seven-man teams are used, three 
fence with the foil, two with the sabre, and two with the epee. 

• Each of the three foil fencers must meet all of the three opposing foil 
fencers. Likewise, each of the two sabre fencers must meet both of the 
opposing sabre fencers; the same applies to the two epee fencers. Thus 
there are a total of seventeen matches. The winner of each* scores one 
point for his team and the team with the highest score wins. 

When three-man teams are used, one player uses the foil, one the sabre, 
and one the epee. There are three matches, and the team wins that wins 
two out of the three. 

MINOR COMBATS 

Tilting 

Playground, Camp, Club Laic Elementary id Senior High School 

; This game, originated by Ernest Seton Thompson, is unexcelled in pop* 

. tflarity inciMp, boys 1 clubs, and scout troops. It has excellent possibilities 
poperiy handled, and is thrilling both to participants and spectators* 
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Equipment.—The. equipment, being homemade, is frequendy faulty in 
dimensions and consequently the game falls short of its possibilities. The 
spears should be of bamboo—no other material is usable—and should be 
about two inches thick at the heavy end. The bamboo poles on which 
rugs are shipped are the best source. The length of the spears should be 
not less than six nor more than seven feet—the game is usually played 
with poles much too long. A hardwood disk is pegged on the end as 
shown in the illustration, this disk being three-and-one-half-inches in diam¬ 



eter and two inches thick. Pad the end tightly with hair stuffing—excel¬ 
sior soon pulverizes and should be avoided. Cover the padding tighdy 
with canvas and hold by tying it to die pole and then wrapping adhesive 
tape, as in Figure 40. 

The contestants stand on stools. Barrels are frequendy used but are 
too high and dangerous. Small wooden tubs are usable but it is difficult 
to dislodge good tilters from them. It is better to make stools with a 
fifteen-inch top and widely spread, strong kgs. Place the tops of the 
;^peaf’s length apart. 
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Object. —The object is to dislodge the opponent from the stool by 
pushing and punching him with the spear. 

Start. —The contestants mount the stools and place the ends of the 
spears on the ground, touching each other, until the starting signal. 

Seconds .—Each contestant has one second who stands behind him and 
catches him in case of a fall. 

The Play. —The contestants push, shove, and punch each other above 
the knees and below the head. It is permissible to place the spear on the 
back of the opponent’s neck and push down, but not to strike above the 
neck. The pole may not be used as a club in striking the opponent—the 
blows must be of the punching type. The spear may be swung, however, 
to strike the opponent’s pole in an attempt to cause him to drop it. De¬ 
fense is accomplished by manipulating one’s own spear, batting off the 
attacking spear with the hand, and wriggling the hips and body. 

Fouls .—The following are fouls: 

1. Deliberately striking the opponent above the neck (punching straight at 
the head). 

2. Deliberately striking below the knees (punching straight at the legs below 

the knees). f 

3. Striking the stool in an effort to dislodge the opponent. 

4. Swinging the spear as a club at the opponent. 

5. Deliberately rapping the opponent’s hand as it holds the spear. 

6. Grasping the opponent’s spear with the hand. (The hand can be used 
to ward off the spear but must not close on it.) 

Scoring.—A contestant wins under the following conditions: 

1. When his opponent touches the floor with any part of his body. 

2. When his opponent commits a foul. 

3. When his opponent drops his pole. 

4. When he is awarded a judge’s decision. 

If no fall occurs the judges select the winner on the basis of blows 
struck, defense, and aggressiveness. 

Length of Bouts.— The rounds are a minute and a half long with thirty 
seconds rest between them. A bout consists of three rounds, or until 
terminated by the fall. If no fall takes place, the judges award the bout 
at the end of the third round. Championship matches consist of winning 
two out of three bouts. 

Officials. —The officials are a referee, two judges, and a timekeeper. 
The referee starts the bout and calls fouls. The judges select the winner in 
case there is no fall. If the judges disagree, the referee casts the deciding 
vote. 

Canoe Tilting*— See Canoe Tilting in Chapter XXVI, “Water Ac¬ 
tivities.” 
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‘ ■ Pillow Fighting 

Camp Late Elementary to Senior High School 

This perennial favorite of the summer camp is a strong fighting game 
when properly handled. 2 

Equipment.—N pole five inches in diameter and about eighteen feet 
long, free from bark and knots, is needed. It is erected parallel to the 
ground, just high enough so that when the larger contestants hang by 
their legs from it their heads will clear the ground by about six inches. 
It may be supported by lashing it to trees, but it is better to build two 
movable tripods to hold it. Mats or mattresses should be placed under it. 
Each contestant needs a pillow. 

The Play. —At the signal the contestants strike each other with the 
pillows in an effort to dislodge each other from the pole. A contestant 
may use his free hand to steady himself op the pole or to ward off his 
opponent’s pillow but may not grasp his opponent’s pillow or touch his 
opponent’s body. When a contestant loses his balance and swings under 
the pole he is not defeated unless he actually falls to the ground. When 
hanging from the pole he may continue to fight or may attempt to climb 
back on top; his opponent may prevent him from climbing back by 
striking him with the pillow. Each contestant should have a second to 
hand him his pillow if he drops it. . - , 

Fouls. —The following are fouls: (i) grasping the opponent’s pillow, 
(2) striking the opponent with the free hand. 

Length of Bout.—Each. bout consists of three rounds of a minute and 
a half, with a thirty-second intermission. The bout is terminated immedi¬ 
ately if a fall takes place. Contestants are not permitted to leave the pole 
during the intermission. If a contestant is hanging from the pole at the 
end of a round his second assists him back on top of the pole without 
allowing him to touch the ground. 

Scoring.— A contestant wins when his opponent falls from the pole or 
commits a foul, or when he is awarded the judges’ decision. . 

If no fall occurs before the end of the bout, the judges select the winger , 
on the basis of blows struck, defense, and aggressiveness. \ 

Officials.— The officials consist of a referee, a timekeeper, and tom 

m Pole Boxing.—This game is similar to Pillow Fighting. Insteitt of 
i&tfog pillows, each -player wears one boxing glove. 'Ehe tries ^di&erfttfm 
Pillow Fighting in that a player is defeated if he fal ls under the ^ 
efra thow^i hc.^U clings to it. y -V v . : - 

, v.-'? 1 -.-. '' " :. 1 ■ • ■■■ ; • ? 
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Swing Ball 2 

Gymnasium Senior High School to Adults 

This game was originated by Max Breidenbach o£ Mainz, Germany, 
It is a form of combat using an inflated ball of the punching bag type 
which is suspended from the middle of a rope, the ends of which are held 
by the two contestants. 

Court.-—' The court is eight meters long and one meter wide, divided 
into two equal halves by a center line. Each player is limited to one-half 
of this court and may not step over the center line. 

The Play. —Each player holds one end of the string and cooperates in 
swinging the ball in a horizontal circular motion. When the ball is moving 
in this fashion they lunge at will in an effort to strike the opponent with 
the ball. The opponent runs, dodges, ducks, and leans to defend himself. 
There are several thrusts used to throw the ball at particular parts of the 
opponent’s body. 

Fouls. —The following are -fouls: 

1. Stepping over the boundary lines or center line. 

2. Faulty swinging. g 

3. Allowing the ball to tojach the floor. 

4. Stalling or delaying the game. 

The game starts anew after a foul. In case of repeated violations the 
referee may penalize by awarding points to the offended player. 

Scoring— The scoring is done according to form and technique dis¬ 
played by the player and the hits registered. The hits score as follows: 

A partial hit, touching the body only slightly—one point. 

A full hit noticeable on the break of the swing—two points. 

A hit on the wrist of the playing hand does not score. 

Length of Game. —The game may consist either of a previously agreed 
upon number of rounds, or an agreed upon number of points. 

Wrestling-Hold Combats 

Playground, Gymnasium, Club Late Elementary School to Adults 

In these little wrestling events a specified hold is taken and the players* 
endeavor to throw each other or cause the other to lose the hold. 

Advantage Wrestling. —The players stand facing each other until 
the signal. The object is to get behind the opponent’s back and grasp him 
around the waist with the arms from behind. When so grasped a player 
is defeated. 

< * This description is condensed from rules contributed by W. K. Streit, Gin- 

' v ■ ■ V 1 ’ '*>' 
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Square Hold. —In the Square Hold each contestant grasps his op¬ 
ponent’s arins, one near the shoulder and the other near the elbow, and 
the two wrestle facing each other. The contestant wins who makes the 
other lose his feet or lose his hold. 

Collar-and-Elbow Wrestling. —The object is to make the opponent 
touch the ground with any part of the body other than the feet. The left 
hand is placed back of the opponent’s neck and the right hand grasps the 
opponent’s left elbow. The opponent takes the same hold. The feet may 
be used to trip up the opponent and make him lose his balance. 

Cumberland Wrestling.— Each contestant puts the right arm over 
the opponent’s left shoulder and grasps hands behind his back. The object 
is to lift the opponent clear of the ground. 

Side Hold.—In the Side Hold the two players stand side by side, each 
grasping the other around the body with one arm. The taller player puts 
his arm over the shorter player’s shoulder and, reaching across his back, 
grasps his opposite arm. The shorter player takes hold in the same way, 
except that his arm goes back under the taller player’s arm. They grasp 
the free hands toward the front and try by bending, lifting, and tripping, 
to throw one another. 

Tire Wrestling 

Playground, Gymnasium, Club Late Elementary to Senior High School 

Place two old automobile tires on the ground so they touch each other. 
The two players stand one in each tire. At the signal they wrestle to 
throw each other out of the tire. The one wins who first causes the other 
to fall or step out of the tire provided he himself remains on his feet in 
his tire. Any tactics are fair except unnecessary roughness or striking. 

Ring Wrestle 

Playground, Gymnasium, Club Late Elementary to Senior High School 

Draw a ten-foot circle on the floor. Two contestants, standing in the 
circle, attempt to throw each other out. Any tactics are fair except striking 
blows and unnecessary roughness. When any part of the body crosses the 
line, the player is out. 

Shoulder Shove.—This is an event particularly well adapted for girls. 
Establish a circle six feet in diameter. Two contestants enter the circle, 
fold arms and raise the left foot. The contest is to shove the other out of 
the circle or cause her to drop her foot. * 

Master-crf-the-Ring.—This is a mass form of Ring Wrestle. Es* 
tablish a cNie fifteen feet in diameter. In the gymnasium the drde 
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around the free-throw line may be used. Twelve or fifteen players stand 
in the circle. At the signal they all attempt to throw each other out. All 
tactics are fair except unnecessary roughness. When any part of the body 
touches the floor across the line the player is out and leaves the circle at 
once. The player who remains in the circle when all others are out is the 
Master of the Ring. Two or three officials scattered around the circle are 
needed to spot those who cross the line. 

Cock Fight 

Playground', Gymnasium, Club Elementary and junior High Schools 
The two contestants raise the left foot to the rear and grasp it with the 
left hand. The right arm is free but must be kept in close to the side 
with fist closed and not used to strike, shove, or pull. At the signal they 
try to upset each other by charging and shouldering, or to cause each other 
to drop the left foot to the ground. 

Free-for-all Cock Fight. —Have ten or a dozen assume the position 
described and go after one another. The player who remains standing 
longest wins. Two referces^are needed. With large numbers have them 
play in groups of ten and then put the winners against each other. 

Cock Fight on Stilts 

Playground, yard\ Club Junior High School 

Lay out a circle six feet in diameter. The contestants compete in pairs. 
The two opponents lay the stirrup end of their stilts in the circle at oppo¬ 
site sides of the ring. 

At the signal they both mount the stilts and endeavor to force each 
other from the circle or off the stilts. The player loses who first is forced 
to the ground or outside the circle. 

Hop Fight 

Playground, Gymnasium, Club Late Elementary to Senior High School 
Establish a circle of about eight feet in diameter. The two players 
stand inside the circle facing each other, fold their arms, and lift one leg 
in front. At the signal they try to upset each other or force each other 
from the circle by use of the lifted leg only . They may push, hook, or lift 
with the leg, but must not contact the opponent with any other part of the 
body. 

Cane Fight 

Playground, Gymnasium, Club * Junior and Senior High Schools 

This rough game is much enjoyed by boys, but k needs careful snper- 
vision. A strong stick, such as a broom handle, three feet long is needed. 
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The two players grasp the stick and attempt to take it away from each 
other. To t>e defeated, a player must release both hands from the stick. 

Wand Wrestling. —Wand Wrestling begins with the two opponents 
facing each other and both grasping a wand with both hands, the hands 
being from a foot to eighteen inches apart. At the signal each tries to 
cause the other to move a foot. The one is defeated who first moves a 
foot or releases the wand. 


Double-Peg Fight 

Playground, Gymnasium, Club Junior and Senior High Schools 

This is on the order of the Cane Fight, but is less rough and dangerous. 
Two sticks, one foot long, cut from a broomstick, are needed. The players 
hold the sticks one in each hand, grasped at opposite ends. At the signal 
they try to take the sticks away from each other. When one stick is lost, 
the free hand must not be used to help retain the other stick. If each 
player wins one stick, the tie is played off by the use of one stick only. 

Single-Peg Fight. —Same as the above except that only one peg 
twelve inches long is used. 

Cane Push or Pull. —Draw two lines on the floor six feet apart. The 
two contestants stand between them. Two two-foot sticks of the size of a 
broom handle are needed. The players grasp the sticks, one in each hand, 
holding opposite ends. At the signal they try to put the other over either 
one of the lines by pushing or pulling. Jerking or twisting in an effort 
to cause the opponent to release a stick is not permitted. If a stick is re¬ 
leased by legitimate pushing and pulling the player loses. 

Ball Fight 

Playground, Gymnasium, Club Junior and Senior High Schools 

Two contestants stand facing each other. They place both hands on a 
basketball or soccer ball held chest high between them. At the signal they 
try to take the ball away from each other. All tactics are fair except un¬ 
necessary roughness. The one wins who removes the ball from contact 
with the opponent. 

Hand Wrestle 

Playground, Gymnasium, Club Late Elementary to Senior High School 

The opponents grasp right hands and stand with their right feet braced 
against each other, outer edges touching. The leftTbot is well to the rear 
to givc a firm stance. The object is to. throw the 

loot* or touch part. -eapoegpt 
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One-Legged Hand Wrestle.—Each contestant raises his left leg be¬ 
hind and grasps the instep with his left hand. The two players then grasp 
each other’s right hands. At the signal they try to upset each other. A 
player is defeated if he touches the floor with any part of the body except 
the standing foot, or if he lets go of the lifted leg. 

Indian Wrestle 
(Leg Wrestle) 

Playground, Gymnasium, Club Late Elementary to Senior High School 
The two opponents lie on their backs on the floor with heads in oppo¬ 
site directions, trunks close, and near arms locked at the elbows. Three 
counts are given; on the first each player lifts his leg nearest the opponent 
to a vertical position; on the second he brings it back to the floor; on the 
third he lifts it again, hooks his opponent’s leg near the foot with his heel, 
and attempts to roll him over backward. 

# Hog Tying 

Playground, Gymnasium, Club Junior and Senior High Schools 

Give each of the two contestants a four-foot rope. At the signal they 
attempt to tie each other’s feet together. This is apt to be a strenuous and 
long-drawn-out fight—it moves more swiftly and is more interesting to 
spectators if the players merely tie the rope with a solid knot around any 
part of the opponent’s body. 

Hanker Fight 

Playground, Gymnasium, Club Late Elementary and Junior High Schools 
This is typical of the informal play of boys, but is excellent when con¬ 
ducted’on' a challenge basis. The opposing players stick a handkerchief 
in the hip pocket so that it sticks out, about two inches, or in the top of the 
shorts or .Jfousers. The object is to secure the other’s handkerchief and 
pjrotpct your own. ,A 11 tactics are fair except unnecessary roughness. 

Kangaroo Fight 

Playground, Qymnasium, Club Late Elementary to Senior. High School 
v ' q jBetwp opponents each'places a cardboard about a fppt square or "a 
paper between his ankles apd holds, it there by pressure of his legs.' 3 ^, 
the signal they approach each other with folded arms anil aftefiipt to 'shove 
dh ihtmidCT each other over hr cause each other tO'fclkmr thecardboard to* 
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Crab Fight 

•» 

Gymnasium, Club Junior High School 

The two contestants sit on the floor facing opposite directions and place 
their hands on the floor behind them. At the signal they raise their but¬ 
tocks from the floor and each bucks the other with his shoulders, attempt¬ 
ing to cause him to drop his buttocks to the floor. The one whose buttocks 
first touch the floor loses. 

Bench Push-Off 

Gymnasium, Club Junior and Senior High Schools 

Two players stand on a bench, each holding onto a two-foot section of 
a broomstick with one hand on each end, the stick being crosswise of the 
bench. At the signal they attempt to push each other off with the stick. 
The player wins who is still on the bench when the other touches the floor. 
Mats or mattresses should be placed around the bench. 

Stool Cane-Fight. —The two contestants each stand on a stool and 
take hold of one end of a broomstick. At the signal each tries to pull or 
push the other off the stool. A player wins if he is still on his stool when 
his opponent touches the floor or lets go of the stick. 

Catch-and-Pull Tug-of-War 

Gymnasium, Playground, Club Junior and Senior High Schools 

Draw a line across the floor. The two contestants stand one on each 
side of the line. At the signal they reach over and attempt to grasp the 
other on any part of the body and pull him over the line. The one loses 
who is pulled completely across the line first. 

Chinese Tug 

Gymnasium, Club Junior High School 

Draw a line on the floor and place the two contestants one on each side 
of it, back to back. Each bends down and thrusts his right hand back 
between his legs and grasps the other’s right hand. At the signal they 
attempt to pull each other over the line. 

Dragon’s Mouth 

Playground, Gymnasium, Club Late Elementary and Junior High Schools 
Draw a five-foot circle on the floor known as the “dragon’s mouth.” 
The two cc^itesiants stand three feet to one side of it. The object is to 
put the othcr into the ^dragon’s mouth.” Any tactics may be used, barring 
unnecemryroughncss. One doe* well to push and t^ other, how? 
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ever, rather than pull him, since a player is captured by the dragon when 
any part of his body crosses the line of the dragon’s mouth. 

Arm-Lock Wrestle 

Gymnasium, Club Late Elementary to Senior High School 

Since this is a strength test, the two opponents should be of approxi¬ 
mately the same size and strength. They sit on the floor, back to back, 
spread their legs widely, and lock arms at the elbows. The idea is to lean 
to the left, endeavoring to pull the other over so that his right arm or hand 
will touch the floor. The one accomplishing this first wins. 

Neck Pull 

Gymnasium, Club Junior and Senior High Schools 

The two contestants stand facing each other, bend well forward with 
heads up, and clasp each other around the neck with both hands. At the 
signal they pull, attempting to pull the other a distance of five feet back. 

CanefFight for Handkerchief 

Playground, Gymnasium, Club Junior and Senior High Schools 

Each of the two players grasps one end of a three-foot broomstick. A 
few feet to one side a handkerchief is placed on the ground. At the signal 
each tries to pick up the handkerchief and prevent the other from doing so. 
The one wins who secures the handkerchief or causes the other to lose his 
grip on the stick. 

Hoop Tug 

Playground, Gymnasium, Club Junior and Senior High Schools 

A rope hoop two feet in diameter is needed. Two contestants stand 
back to back midway between two lines twelve feet apart. They slip the 
hoop down over their heads to the level of the waist. At the signal each 
pulls, endeavoring to pull the other over the line. The one wins who first 
pulls the other completely over the line. 

Hat-Boxing 

Playground, Gymnasium, Club Late Elementary to Senior High School 
This is one of the best of the dual combats, equally popular among 
boys and girls. 

Each of the two boxers is given a large straw hat of the type farmers 
wear. The hat must not be pulled down on the head so as to make It 
difficult to knock off. The boxers, boxing with open hands, attempt to 
knock the hat off the other’s head. A boxer is not permitted to touch his 
own hat in order to hold it on or restore it to a more secure position. 
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Chef’s^ Hat-Boxing.— Place a paper bag on each of the two players' 
heads, extending down to the ears. At the signal they attempt to box each 
other’s hat off. They'are not permitted to touch their own hats with their 
hands. 

Free-for-all Chef’s Hat-Boxing.— Put several in the ring at once 
with bags on their heads. The survivor wins. 

Chef’s Hat-Swatting. —Each boxer holds a swatter made of a rolled 
newspaper. They attempt to knock each other’s bag off with the news¬ 
paper. 

Balloon Busting 

Playground, Gymnasium, Club hate Elementary to Senior High School 

This is one of the most exciting and interesting of the dual combats. 
Tic a large toy balloon tightly to the left ankle of each of the contestants. 
At the signal they attack each other with view to breaking the other’s 
balloon. All tactics are fair except unnecessary roughness. 

Before two contestants start to fight, ask for a challenger to take on 
the winner. While the two are fighting, have someone tie the balloon 
on the challenger’s ankle. 

Wrist Balloon Busting. —In this variation, the balloon is tied tightly 
to the left wrist of each contestant. In other respects the event is handled 
like the above. 

Balloon Battle-Royal.— Tie a toy balloon to the waist of each of 
several contestants. The balloon must be kept in front of the contestant. 
At the signal they all start to burst the others’ balloons and protect their 
own. The one wins whose balloon is intact when all others are destroyed. 


Balloon Boxing 

Stunt Night, Picnic, Club Junior and Senior High Schools 

For this novel and colorful event, thirty small round balloons are needed. 
Inflate the balloons and tie each with the end of a twelve-inch string. Two 
pieces of twine forty inches long are now needed. Tie fifteen balloons 
to the middle of each of these twines in such a way that they will hang 
down about twelve inches. Tie the twines around the waists of the two 
boxers, thus covering them in front with balloons. The boxers wear boxing 
gloves. 

At the signal they box to break the other’s balloons- Since this is a 
show event and used as a novelty on a progranij'the boxers should be 
coached to refrain bom clinching (in that such tactics break the balloons 
and to be carefultodrfend their own balloons. The balloons 
out. - vv. v.V". , > --.I. 
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Variation. —Tie one balloon to the waist of each opponent in front. 
This leads to more careful boxing. 

Cats-on-the-Fence 8 

Playground, Gymnasium, Club Late Elementary School to Adults 

A piece of two-by-four-inch timber six or eight feet long is placed broad 
side up with ends resting on two chairs. The two contestants stand facing 
each other with feet lengthwise to the board and with the toe of the back 
foot touching the heel of the front foot. With the right hand they attempt 
to put off each other by slapping any place on the rival’s right arm from 
the hand to the shoulder. A player wins when his opponent goes off or 
when his opponent commits a foul by striking on the head or body. 

Slap Hand. —Same as the above except that the players stand on a crack 
or line on the floor instead of the two-by-four. 

Sparrow Fight 

Playground, Gymnasium, ub Late Elementary to Senior High School 
Establish a six-foot circle. Standing in the circle, each contestant bends 
forward and grasps his ankles with his hands. The object is to upset the 
opponent or shoulder him from the circle. 

Duck Fight. —Establish a six-foot circle. Each contestant squats in 
the circle and a wand or three-foot stick is placed behind their knees. Each 
reaches under the stick with his arms and clasps his hands in front of his 
legs. The object is to upset the opponent or force him from the circle. 

Stepping on Toes 

Gymnasium, Club Late Elementary to Senior High School 

Two players stand facing each other and at the signal attempt to step 
on each other’s toes. The one wins who first steps on the other’s toes. 
The hands may not be used on the opponent. 

Face Slapping 

Gymnasium, Playground, Club Junior and Senior High Schools 

The two contestants stand in boxing stance with left toes touching. 
Number i guards his face with his hands while Number 2 attempts to 
slap bis face with open hand. Neither may move the feet. Number a 
may feint, but when "he touches Number 1, a blow has been struck. If 

■ T* Setdfc. The Birch Barl( RoB of Woodcraft, p. 32. Copyright, 

*$}t. By ptmhsim ai A. S. Barnes a Company, publishers. * « , 
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Number 2^ hits Number 1 any place except his face, no credit is given; 
if he hits him on the face, he scores one point. 

As soon as a blow has been struck, Number 1 has his turn to slap 
Number 2. The player wins who scores five points first. 

Heave Ahoy Boxing 

Club Junior High School to Adults 

Two players, each holding a pillow or swatter, are blindfolded. A 
rope is tied around the waist of each so that there is at least ten feet of 
rope between them. At the signal each pulls on the rope to haul the other 
to him, and pulls whenever he cannot find the other. When the two 
are close enough, they strike each other with the pillows or swatters. 
When each round is over they retreat until the rope is taut. 

The common practice of playing this game with boxing gloves should 
be discouraged—blindfold boxing is an exceedingly dangerous practice. 

Swatter Boxing 

Playground, Gymnasium, Club Junior and Senior High Schools 

Each contestant holds a swatter in each hand, made from a rolled news¬ 
paper. They box by swatting each other with the newspaper. Two or 
three one-minute rounds constitute a bout and judges pick the winners on 
the basis of aggressiveness and blows struck. 

Box and Swat. —Each of the two contestants puts a boxing glove on the 
left hand and holds a swatter in the right. A rolled-up newspaper serves 
as the swatter. At the signal they box and swat each other. The bout 
lasts two minutes. The judges render their decision taking into considera¬ 
tion aggressiveness and blows struck. 

Are You There, Mike? 

Gymnasium, Playground, Club Late Elementary to Senior High School 
The two blindfolded players get on their knees facing each other and 
join their left hands. Each holds a rolled newspaper in his right hand. 
One of them says, “Are you there, Mike?” and the other answers, “Yes.” 
Whereupon Number 1 swings his swatter in the direction from which 
the answer came, while Number 2 docks his head. Then Number a 
asks the question. m " 

This is a great fun-maker for the spectators. After ft has been going 
m quietly dip oft the blindftdd ^ one of the 
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Barrel Boxing 

Playground, Gymnasium, Picnic, Club Junior and Senior High Schools 

Two barrels with bottoms but no tops are placed side by side on the 
floor, open ends up. The two opponents stand in the barrels, wearing 
boxing gloves, and attempt to upset each other. Mats or mattresses should 
be stationed behind the barrels. Each 
boxer should have a second who holds 
a stick with which to push the barrel 
back into range should it jiggle away. 

The stick may be applied to the 
barrel only at the base—otherwise it 
may serve to protect the boxer from 
a fall. 

Variation.— Use barrels with 
neither top nor bottom. The barrels 
are pulled up high enough so that the 
boxers can move about somewhat. 

Sack Boxing.—This m the same 
as Barrel Boxing except thlt the boxers 
stand in large burlap sacks which are 
pulled up to the waist and tied. 

Smudge Boxing 

Camp, Club Junior and Senior High Schools 

This humorous affair is used for entertainment at campfires, stunt 
nights, and so forth. An old pair of boxing gloves are well blacked with 
lampblack or soot. The contestants, stripped to the waist, box to blacken 
each other’s faces. The contestant who has the blacker face in three min¬ 
utes loses. 

Knights 
(Horse and Rider) 

Playground, Club Junior and Senior High Schools 

This event should not be played on a hard floor in that there is a 
large clement of danger from falls. On soft grass-covered ground it is rea¬ 
sonably safe and very popular. 

The players pair up according to approximate weight. Two pairs com¬ 
pete at once. One of each pair is the horse and the other the rider. The 
riders mount the horses’ shoulders. At the signal the pairs try to upset 
each other. The rider may use his hands to push and pull, and the horses 
may charge. 

This game is frequently played with several pairs competing at once. 
The pair wins that remains standing when aU others are down. < 
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Boxing^Knights —Like the game of Knights this contest should never 
be played on a hard surface, but on mats or soft grass. Two pairs of 
players compete. One player, the rider, mounts the shoulders of the other, 
the horse, with his legs wrapped firmly around the horse’s body. The 
riders put on boxing gloves. At the signal the riders box. The function 
of the horses is merely to hold the riders and keep them in boxing distance. 
The pair wins which first unhorses the opposing rider or upsets the op¬ 
posing pair. 

Milling the Man 

Playground and Gymnasium Game Junior and Senior High Schools 

This game is limited to twelve or fifteen players. Select one man to be 
“it” and have the remaining players form a compact circle, sitting on the 
floor. “It” stands in the center, folds his arms, makes himself rigid, and 
falls, keeping his feet in the center of the circle. The players in the circle 
prevent his hitting the floor by catching him, and push him back and forth 
around the circle. Anyone responsible for “it” falling to the floor exchanges 
places with him. “It” must keep himself rigid for the best results. 

Broncho Busting 

Playground, Gymnasium, Club Junior and Senior High Schools 

This event must be practiced awhile before the players will be familiar 
enough with the technique required to stay on the broncho. 

Two players of approximately the same weight compete. The broncho 
bends down and places his hands on his knees. The rider sits on the 
broncho’s back with legs clamped behind his thighs (not around his body) 
and hands on his shoulders. The broncho tries to buck the rider off and 
wins if he succeeds. However, if the broncho falls, he loses. The broncho 
is not permitted to remove his hands from his knees. 

The players alternate as broncho and rider and the one wins who stays 
on the longest. If one stays on one minute, the bout is stopped and posi¬ 
tions reversed. If both stay on one minute, they compete again. 

Riding the Broncho 

Playground, Gymnasium Junior and Senior High Schools 

A “broncho” is formed in the following manner: One player is placed 
with his back to the wall. This player is known as the* broncho’s head; 
all the remaining players except one are arranged in file extending from 
the broncho’s head, each bending well forward and g^spihg the player in 
from: ground the waist This forms a continuous row tif backs. 

The oddplayermounts the tail of the broacho and starts to 
the ^heSd*;* rbucks, wiggles,' swings his : : 

‘'elie ■ v ‘■'■■ fbftttii^ \jjjfcr: 
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not rise, drop to their knees, or release their holds on the waists of the 
players in front. When a rider touches any part of his body to the ground 
he is considered bucked off. He then counts the number of players he 
succeeded in crawling over, this number constituting his score. He then 
joins on the tail of the broncho and the broncho’s head goes to the tail 
and attempts to ride. When all have tried, the player with the largest 
score wins. 

Variation. —Divide the players into two teams. One team forms the 
broncho as described above. The other team (riders) form in a column 
behind the bronchos. At the signal, the first rider mounts the tail and 
starts to crawl to the head; as soon as he moves forward far enough to 
give room the second rider mounts, then the third, and so forth. Whenever 
a rider touches the floor with any part of his body, he withdraws. The 
number of players, who reach the broncho’s head is counted and the 
number constitutes the riding team’s score. The two teams then exchange 
places. The team making the highest score wins. 

0 Line Wrestling 

PlaygroundGymnasium, &lub Late Elementary to Senior High School 

Although this game is hard on clothes, it is exceptionally popular among 
boys. 

Draw a line across the floor and divide the players into two teams. 
One team lines up on each side of the line. At the signal the players 
try to grab opposing players and pull them across the line. When both 
feet are pulled across the line, the player is captured and withdraws behind 
the line of the team capturing him. Several players may gang up to pull 
one opponent over. The team that captures the most players in two min¬ 
utes wins. The best two out of three games determine the best team. 

Variation. —Same as the above except that when a player is pulled 
across the line, he joins the team capturing him and continues to play. 
The team with the most players in two minutes wins. 

Do or Die 

Club, Gymnasium Junior and Senior High Schools 

This is a fighting game that boys love and call for repeatedly. Divide 
the players into two groups and bunch them about fifteen feet apart. 
Give the captain of each team a folded slip with instructions written on it. 
At the signal the captain opens his slip and reads it to his team, and they 
immediately attempt to carry out the orders. For example, one slip might 
read /'I^ave die room” and the other team’s slip, “Doii’t let anybody leave 
me. roam* ■ ? • * * 
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The fo^owing orders may be suggestive: 

Team i— Climb on the platform. 

Team 2—Don’t let anybody climb on the platform. 

Team 1—Move the gym mat across the gym. 

Team 2—Don’t let anyone move the mat. 

Team 1—Sit on the floor. 

Team 2—Don’t let anybody sit on the floor. 

Mat Tug-of-War 

Gymnasium Junior and Senior High Schools 

Place an old gymnasium mat in the center of the gymnasium. Divide 
the group into two teams and line up one team on each side of the gym¬ 
nasium. At the signal both teams rush for the mat and attempt to carry 
it back to their side of the gymnasium. It is permissible for players to 
throw or pull opponents off the mat and to guard the mat to prevent 
opponents from touching it. All tactics except unnecessary roughness are 
permissible. 

Four-Mat Tug-of-War.—Divide the group into four teams and place 
four small gymnasium mats in the center of the gymnasium. Instruct each 
team to take one mat and place it in a specified corner of the gymnasium, 
the team winning which places its mat there first. It is permissible to 
prevent opposing teams from moving their mats by blocking and holding 
and by using any tactics except unnecessary roughness. 

King of the Mountain 

Gymnasium, Club Junior and Senior High Schools 

This game is similar to Master of the Ring. A large gymnasium mat 
represents the mountain and is laid on the floor. A player is selected for 
king and stands on the mountain. The players mount the mountain and 
attempt to throw the king off. Once the king is displaced, the others 
fight it out for possession of the mat and the title of king of the moun¬ 
tain. Whenever any part of a player’s body goes off the mat he is con¬ 
sidered off. The one remaining last is king for the next game. 

Team Variation.— The players choose teams and each selects a king. 
One team mounts the mountain, forming a circle of players around its 
king. The other team attacks and attempts to displace the king and put 
its own king on. The attacking king may not mount the mountain until 
the old king is thrown off. As soon arthe old king is displaced and die 
new king gets on, die game ends, and the new king takes his place sur- 
rounded by his army for the next game. 
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Storming the Fort 

Playground, Gymnasium Junior and Senior High Schools 

This rough game is much liked by boys in the junior high school and 
above. Mark out an area- ten feet square known as the “fort.” A gym¬ 
nasium mat or slightly elevated wooden platform is ideal. Divide the 
players into two teams and line them up on opposing sides of the fort 
and a few feet from it. On the signal the players rush in the fort, at¬ 
tempting to stay in it and throw out the opposing players. All tactics are 
fair except unnecessary roughness. Time is called at the end of two minutes 
and all struggle ceases. The team having the most men in the fort wins. 
If any part of a player’s body touches the floor outside the fort he is con¬ 
sidered out. 

Rush the Stick 

Playground, Gymnasium Junior and Senior High Schools 

Mark off two lines thirty or forty feet apart and throw a six-foot stick 
or rope in the center of the area between them. The leader serves as time¬ 
keeper. At the signal, both jpms rush for the stick and try to get as many 
hands on it as possible, at the same time trying to prevent the opposing 
team from getting hands on it. All unnecessary roughness is barred. 
At the end of one minute the whistle blows and all struggle ceases imme¬ 
diately. The team having the most hands on the stick wins. A player 
with two hands on it scores for each hand. 

COMBATS IN OTHER CHAPTERS 

Water Pillow-Fighting. Tilting on Skis. 

Canoe Tilting. Mounted Hat-Boxing. 

Water Knights. 

COMBATS IN SOCIAL GAMES AND CONTESTS 

Potato Fight. Are You There, Mike? 

Snatching the Hat. Where Are You, Mike? 

Pillow War. Rattlesnake. 

Parlor Tilting. Settlers and Indians. 
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CHAPTER XX 


QAMES OF THE 'BASEBALL TYPE 

T HIS group of games includes the American game of Baseball, the 
English game of Cricket, and a number of minor games based on 
these two, but suited to younger players, to smaller space, and to varying 
numbers. 

Origin of the Games .—Modern games of bat and ball have been devel¬ 
oped by combining an ancient ball play, much like Golf, with the use of 
bases or goals and the practice of tagging; both of these are prominent 
features of the games of children. An old game of English children called 
Four Corners suggests what may have been the starting point in the evo¬ 
lution of these games. Four Corners is nothing more or less than the 
ancient game of Pussy Wants a Corner, with one addition: the out-player 
has a small, soft ball, whiclphe tosses to any one of the players on the bases; 
the player to whom it is tdssed strikes at the ball with the open hand, and 
then, whether he hits or not, each player must run to the next base. The 
out-player picks up the ball as quickly as possible and tries to hit a runner 
with it before he reaches a base. Hitting a player with a thrown ball is a 
form of tag common in many simple games. 

A century ago English boys were playing an outdoor game much like 
this, which they called Feeder. There were several bases in a circular 
course and the batsman sometimes used a small club. A singular feature of 
the game was the fact that all the players were “in” but one, which makes 
it much like the individual tag games. 

Next came the regular use of the bat. American boys at the time of 
the Revolution often played a game similar to One Old Cat, using a soft 
ball and tagging the runner either by touching him with the ball in hand 
or by throwing it at him and hitting him with it. This developed into 
the game of Rotation with three, four, and sometimes five bases. About 
1830, players began to form permanent teams and play match games under 
the name of Baseball. In the seventies the improvement in the manufac¬ 
ture of balls resulted in the making of a ball so hard that the earlier 
method of hitting a player to tag him had to be dropped. Up to this time 
the pitcher was allowed only to toss the ball to the batsman, but after 
1875 throwing was permitted. This soon led to the use of masks, gloves 
and breast protectors, and caused the pitcher’s box to be moved farther away 
from die batsman. 

Cricket is believed to have arisen from an ancient game called Stool 
Ball, played in England in the Middle Ages. In Stool Ball one player, 

3*7 



3 i8 <ACT 1 VE QAMES <AN D CONTESTS 

who was .said to be “in,” stood by a three-legged stool, which he tried to 
protect wnile the other players threw the ball at it. The in-player made 
a score every time he hit the ball with his hand. If an out-player hit the 
stool or caught a hit ball, he went in, in place of the other. Later the 
in-player used a bat, and still later the stool was replaced by a crude 
form of wicket, which has gone through several stages before reaching 
the modern form. 

Cricket matches were played with permanent teams early in the seven¬ 
teenth century, and it became a common school game early in the nine¬ 
teenth century. 

We see from this historical sketch that while the games of bat and 
ball arose from the combining of elements that are very old, the games 
as such are distinctly modern; in fact, they are more recent than tennis, 
hockey, or football. 

Baseball 

Playground Late Elementary School to Adults 

The game of Baseball is played by two teams of nine men, one of which, 
called the side at bat, attempts to score runs by batting a pitched ball 
safely beyond the reach of the opponents, called the fielding side. The 
person who reaches a base, of which there are four, placed in diamond 
shape, can advance when a succeeding team mate hits the ball, or by 
other means later described. A score is made when a runner, going coun¬ 
terclockwise, has succeeded in touching all four bases. The side in the 
field attempts to get the batter or base runner out by various means. There 
are rules governing the changing of the two teams so that the one at bat 
takes the field, and vice versa. 

The players of a side must all bat in turn, and then they start from the 
beginning again. The players in the field station themselves so as to have 
one man pitch the ball to the batter, and another man to catch the balls 
that the batter does not hit; also to have four men to protect the bases, 
and to have the remainder protect against long hits that go past the bases. 

The Field .—-Baseball needs a level field 325 feet square, but it is often 
played on a smaller space. A square, whose sides are ninety feet, is marked 
out (Figure 41). Opposite one corner of the diamond and ninety feet 
(or less) from it, a backstop is placed, which consists of a wide frame 
covered with wire netting. At die corner of the diamond, nearest the 
backstop, home plate is placed—this is a slab of wood or rubber set even 
with the top of the ground, the shape and dimensions of which are shown 
in Figore 42. 

The either corners of the diamond art called first, Second, and third bases, 
stastmg to the right from the home plate; and each of 
*. can vaabag fifteen inches square, fastened by an iron stake that is endrdy 
under ground. In the middle feet■ 
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from home plate, is the pitcher’s plate, a slab of rubber six inches wide 
and two feet long. 

Scoring .—A “run” is a complete circuit of bases, whether made all at 
once or in stages. The score is the number of runs made by each team. 
The team making the largest score in nine “innings” wins the game. When 
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inning is t^ken as the final score, provided that at least five innings have 
been played. 

The Batsman .—It is the duty of the batsman to bat the ball thrown by 
the pitcher and then to run to first base as fast as possible. If the batsman 
strikes at the pitched ball and misses it, or if it passes over the home plate 
at a height between the batsman’s knee and shoulder, the umpire declares 
a “strike.” If this occurs three times the batsman is out, provided the 
catcher catches the ball on the third strike. If he fails to catch it after 
the third strike the batsman may run to first base, and is safe if he reaches 



it before the ball is held by an opponent touching the base. If the ball 
thrown by the pitcher does not pass within the limits defining a strike, 
the umpire declares it a “ball.” Four balls entitle the batsman to first 
base. If the pitcher hits the batsman, the batter is given first base. If 
the pitcher makes a movement as if to deliver the ball to the batsman 
and then does not do so, it is called a “balk” and each runner (not the 
batter) is advanced one base. 

Fair Hits and Foul Balls .—If the batsman hits a pitched ball so that it 
goes forward between the lines to first and third base or their extensions 
(called the foul lines), the umpire declares it a “fair hit," and the batsman 
becomes a base runner. If the batted ball is caught by a fielder before 
it hits the ground the batsman is out. If it strikes the ground and is 
afterward thrown to first base and caught there before the runner reaches 
it he is out; he may be tagged out beford reaching first base if it is more 
convenient to do so. ■■ 

/:®;^-''hll^«sain' hits the ball so that it goes anywhere outside of the 
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limits of a fair hit, the umpire declares a “foul ball” Fouls count as strikes 
until two strikes have been called, but are not counted afterward unless 
caught by the catcher, A ball is foul if it strikes in the diamond and then 
rolls out between home plate and first or third; it is fair if it strikes out 
and rolls in. 

If a man makes an entire circuit of the bases on one hit, it is called 
a “home run.” There is a hit where the batter does not swing at the ball 
hard, but instead pushes the bat forward and allows the bat to hit it so 
that the ball drops dead. Such a play is called a “bunt.” 

Base Runners .—A base runner, occupying any base, may run to the next 
base whenever he thinks that he has time to do so before the opponents 
can throw the ball there to intercept him. If a batsman makes a fair hit 
while a runner is occupying first base, such runner must go to second to 
make room for the batsman. This is called a “forced run.” Such a runner 
need not be tagged, but is out if the ball is caught by an opponent on the 
base before he reaches it. 

If the ball is hit in the air and is caught, then the base runner is forced 
back to the base from which he came, and may be put out if the ball 
reaches the base before fce can touch 
it. Except in the above Instances, the 
base runner must be tagged with the 
ball to be put out. In tagging a run¬ 
ner, the fielder must not drop the ball. 

There are a few special cases to be 
noted: sometimes the base runner is 
permitted to advance to the next base 
without being put out, as for instance, 
where the umpire calls a balk, where a 
fielder interferes with the runner, or 
where the batsman is given first base, 
thus forcing the other base runners 
forward; he is required to return 
to the base from which he came, 
but without liability of being put 
out, however, in the instance of a foul hit ball that is not caught. 

Scoring Record .—Scoring is keeping a record of the game, including 
the number of runs, how such runs are made, and the record of each 
individual player. This is done by means of the diagram shown in Figure 
43, Symbols are used to show how the player reached first base and how 
he advanced around the bases. If a run is scored, it is indicated in the 
center space. For the purposes of scoring, each player is numbered as in 
the diagram of the field of play. 

Scorers differ in the use of symbols. The plan above uses B to indicate 
that the runner went to first on four balls; S, that he stole second; A-4 that 





322 ^ACTIVE QAMES <AND CONTESTS 

he reached^ third when second baseman (4) assisted (A) in retiring a 
batter; 6-2, that he reached home when shortstop (6) threw to catcher (2) 
too late to stop the score. When the runner scores, a dot is placed in tht 
center of the diamond. If the runner is retired, the number 1, 2, or 3, is 
placed in the diamond, depending on whether the player is the first, second 
or third player retired in the inning. 

This plan uses the following symbols: 

-Single S — Stolen base BK — Balk 

H-Double B — Base ori balls . — Run 

d—|-Triple H— Hit by pitcher FC — Fielder’s Choice 

+ + ri-Home Run W — Wild pitch E— Error 

K — Strikeout P — Passed ball 


, For the purposes of final tabulation, such as appears in the newspapers 
and is known as the “box score,” there are columns after each player’s 
name as in the accompanying diagram. 



AB—At Bat .—Number of times a player came to bat. Whenever a batter is 
given a base on bails, or is hit by a pitched ball, or makes a sacrifice hit, he is 
not charged with a time at bat. 

R — Runs. —A run is counted whenever a player legally touches all the bases, 
ending at home plate, before three men of his side are put out. 

H — Hits. —A safe hit must be a fair hit ball, which is not caught by a fielder, 
or which does not cause the batter to get put out at first base, or cause a base 
runner to be forced; provided, however, that the fielder is not at fault in allowing 
anyone to reach the base safely. A hit is also given when a batted ball strikes the 
umpire or a base runner. 

SH—Sacrifice Hits. —A sacrifice hit is a play in which the batter voluntarily 
permits himself to be put out in order that a team mate may advance a base. 
The most common way to sacrifice is to bunt the ball. 

SB—Stolen Bases .—Where a runner advances a base without any assistance 
from the batter or through any fault of the opponents. 

PO — Put Out. —This is credited to the fielder who completes a play which 
retires an opposing player; i.e., catching a fly ball, tagging a runner, and $0 forth. 

A — Assist. —An assist is given a fielder when he handles the ball in aiding to 
pm 0m a player. * 

E—Etrpr.^An error is charged against a fielder when faemaketa misphty, 
like a fumble, or dropping a fly ball. ' 

percentage is ascertained by dividing die games won 
^ games played. 4 ■; 
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Averages. —Batting averages are determined by dividing the total num¬ 
ber of hits by the total number of times at bat. 

Fielding Averages. —Fielding averages are figured by dividing the total 
number of put outs and assists by the number of chances the player had to 
field the ball; i.e., the total of put outs, assists, and errors. 

The idea in figuring out any average is to divide the number of suc¬ 
cessful tries by the total number of tries. 

Officials. —The officials of the game are two umpires and a scorer, 
although it is customary to use only one umpire in informal games. One 
umpire, stationed behind the catcher, makes decisions including the follow¬ 
ing; whether the ball is properly delivered by the pitcher; whether a 
batted ball is fair or foul; whether a batter is out; whether a run shall be 
scored; whether a pitched ball not hit by the batter is a ball or strike. The 
other umpire is located on the diamond and decides whether base runners 
are safe or out at all points except at home base. 

Playgroundball 

( Softball, Recreation Ball ) 

Playground, Gymnasium # Late Elementary to Adults 

Playgroundball resembles regular Baseball but is played on a smaller dia¬ 
mond and with a softball. In recent years it has spread into tremendous 
popularity owing to the fact that it takes less space than Baseball and is 
better suited for recreational purposes, being less strenuous and violent, 
less dangerous, and requiring less skill. It is a faster game, if anything, 
than Baseball. The player of average ability has come to look upon this 
as his national game, leaving regular Baseball to the highly skilled varsity 
and professional teams. It is excellent for girls* use and is much enjoyed 
by adults who are past the point where they can play regular Baseball. 

Playgroundball differs from regulation Baseball in the following respects: 

Size of diamond.— Playgroundball has not yet been standardized to the 
point where there is a general agreement in respect to length of baselines 
and pitching distance. The pitching distance of course varies with the 
length of the baselines. The following distances are recommended: 

Baselines sixty feet—Pitching distance thirty-seven feet, eight-and-one-half 
inches. 

Baselines forty-five feet—Pitching distance same as above. 

Baselines thirty-five feet.—Pitching distance thirty feet. 

Baselines twenty-seven feet.—Pitching distance twenty-four feet. 

A baseline of sixty feet is quite universally recommended for older boys 
and adults in recreational leagues—this distance is rapidly becoming re¬ 
garded as s tan d ar d. For a diamond of this size the pitching distance com- 
monly used is thirty-seven feet eight-and-one-half inches, but some leagues 
With unusually efficient pitchers use a pitching distance of forty feet, 
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owing to the fact that the shorter distance throws the odds too heavily 
in favor of the pitcher. Under average conditions a distance of thirty- 
seven feet eight-and-one-half inches is recommended. 

For girls and junior boys, thirty-five foot baselines and a thirty-foot 


ENLARGED 

VIEW 

□r 


HOME PLATE 

AND 


BFJTTERS 

anx 


Figure 44.—Playgroundball Diamond-* 

♦The above diagram gives the pitching"distance at thirty-seven feet. A 
pitching distance of thirty-seven feet eight-and-one-half inches is frequency used. 
For <^erdimensktfis sometimes used in Playgroundball, see the description in 
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pitching distance arc to be recommended. A twenty-seven foot diamond is 
seldom used except in a gymnasium. 

Equipment .—A twelve-inch softball, either outseam or inseam, is used 
on the sixty-foot diamond. The same ball is commonly used on the forty- 
five-foot diamond, although there are some who prefer a thirteen-inch ball 
on a diamond of this size. For girls’ use on the thirty-five-foot diamond, 
the twelve-inch ball is satisfactory. The twenty-seven-foot diamond calls for 
the use of a fourteen-inch ball when men are playing. 

Equipment .—A twelve-inch softball, either outseam or inseam is used. 
The nature of the seam is a matter of preference but the tendency is toward 
accepting the inseam ball for fast leagues. Official softball bats are used— 
these are smaller both as to length and thickness. The use of spiked shoes 
is prohibited. 

Length of Game .—Seven innings rather than nine constitute a game. 
In case of a called game, five innings must have been completed for the 
game to count. 

Method of Pitching .—Preliminary to pitching the pitcher must come 
to rest with both feet on the pitcher’s plate and facing the batter. An 
underhand pitch only is permissible, the arm passing parallel to the body 
and with the ball not mote than six inches from the body. The ball must 
be thrown with a full arm swing, following through with the arm parallel 
to the body, and the hand below the hip as it passes the body. A snap or 
jerky release of the ball at the hip is prohibited. A final wrist motion is 
permissible however. 

In the act of pitching the pitcher may take one step but must keep one 
foot in contact with the plate until the ball has actually left the hand. 
After releasing the ball he may advance. 

A quick return pitch is illegal. 

An illegal pitch is called a ball unless struck at, in which case the ball 
is in ptyy if hit, and is called a strike if missed. 

Bat\$. —No balks are called, except in the case where there are runners 
on the bases and a pitcher in the act of pitching drops the ball intentionally 
or accidentally. Such a throw is called a ball and the runners may not 
advance, 

Buntjng.-— No bunting is allowed, and a batter who bunts or attempts 
to bunt out. A bunt is a ball not swung at but met with the bat or tapped 
slowly within the infield. 

Dead Ball .—A pitched ball hitting the batter while standing in his box 
is a dead ball, provided the batter does not strike at it nor intentionally 
permit it to hit him. The batter does not take his base nor may a runner 
advance Such a dead ball is called a ball. 

Running on Third Stride.— The batter is out immediately after three 
strikesand is not permitted to run to first base. 

SudUng Bases .—Stealing is not allowed while the pitcher holding the 
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ball is in position to pitch with one or both feet on the plate, nor until 
after the pitched ball has reached or passed the batter. A base runner 
taking his foot from the base before this time is out. 

Fouls .—A batted ball is a foul if it setdes on foul territory between home 
and first base, or home and third base, or which passes first or third base 
on foul territory, or which strikes on foul territory outside the foul lines in 
the outfield. A foul is a foul fly if it goes higher than the batter’s head, 
and the batter is out if such a foul fly is caught. 

Infield Fly .—The rule is the same as in Baseball: A batter is out and 
no base runner may advance, nor can a play be made on a base runner, if 
the batter hits a fly to the infield before two are out with first and second 
bases, or first, second, and third bases occupied. 

The Batter Is Out .—The rules of Baseball apply with the following ex¬ 
ceptions: The batter is out (i) if he bunts or attempts to bunt, (2) on the 
third strike whether the ball is caught or not. 

Overthrows .—On an overthrow at first, third, or home base into foul 
territory, a base runner is entitled to advance one base only provided the 
throw strikes an obstruction or spectator. If it does not strike such an 
obstruction he is entided to advance to the base to which he is running and 
one additional base provided he can make it. The advance of the runner 
is determined by the base which he occupied when the pitch started. 

Teams .—The rules call for the use of a ten-man team, the extra player 
being called a short fielder. The players with the exception of the pitcher 
and catcher may be stationed at any place on the diamond that is deemed 
most advantageous. 

Indoor Baseball.—Indoor Baseball is the same game as Playground- 
ball, played indoors. The size of the diamond is of course regulated by 
the size of the floor space, and the length of the pitching distance is regu¬ 
lated by the length of the baselines as described under Playgroundball. 

MINOR GAMES OF THE BASEBALL TYPE 

The rules of Baseball have been developed by the professional baseball 
leagues, and are too technical and complicated for children. American 
boys and girls play a large number of simpler forms of the national game. 
Typical games of this sort follow. 

One Old Cat 

Playground, Gymnasium Late Elementary School to Adults 

This informal type of Baseball or Playgroundball is acceptable when 
there are only a few players. It is played* with only one base besides die 
home^ b*sfi» this base being in the position of first base« 

. only one batter* The remaining players occupy the positions 
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of catcher, pitcher, and fielders. The batter is out when he makes three 
strikes or when any pitched ball is struck at and caught by the catcher on 
the fly or first bounce, or when a fly or foul is caught. When a hit is 
made, the runner must run to first base and back to home base before 
the ball is returned to the catcher who must touch home base to put the 
runner out. 

When the batter is out, the players all move up in rotation, that is, 
the catcher becomes batter, the pitcher becomes catcher, the first fielder 
becomes pitcher, and so forth. The batter becomes the right fielder. A 
player catching a fly exchanges places with the batter. 

Two Old Cat.—When there are enough players, two batters may be 
used. In this case, a batter making a hit and reaching first base may 
remain there until the other batter hits, thus enabling him to return. 

Three Old Cat.—When the number of playei permits, three batters 
may be used. In this case, all the bases of the diamond are used. 


Rotation 


( S^rub, Wor% Up, Rounders) 


Playground, Gymnasium * Late Elementary School to Adults 

A playgroundball or baseball diamond is used, with softballs and bats, 
or regular baseballs and bats, depending on the diamond. Select one, two, 
or three players for batters and have the remaining players occupy the 
regular field positions of Baseball. The regular rules of Baseball covering 
fielding and base running apply. When a batter or baserunner is retired, 
the fielders all move up one position nearer the batter. 

The order of rotation is as follows: The retired batter goes to right 
field; the right fielder to center; center fielder to left field; left fielder to 
shortstop; shortstop to third base; third baseman to second; second baseman 
to first, first baseman becomes the pitcher; pitcher to catcher, and the 
catcher becomes batter. 

When a fielder catches a fly ball he becomes batter immediately and 
the retired batter goes to right field. When all the batters are on the bases 
and there is none at bat, the base runner nearest home base must reach home 
before the ball is thrown there; otherwise he is out. The object of the 
game is to stay at bat as long as possible. 


Three Grounders or a Fly 

Playground, Gymnasium Late Elementary School to Adults 

Softballs and bats or regular baseballs and bats arc used. The players 
agree on one player as batter. The remaining players scatter across the 
playin g area. The batter tosses the ball up and bats it to the players who 
attempt to field it. The fielder who catches one fly ball or three “grounders* 
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(bouncing or rolling balls) exchanges places with the batter. Once the 
ball has be&n touched by a fielder, no other fielder can score on it. With 
each new batter, all fielders lose the points previously made. 

Hot Rice.—This game is exactly like the above except in respect to 
playing grounders. If the ball is caught off the ground, the fielder, standing 
on the spot where he caught it, throws it at the batter. The batter musl 
keep one foot on home base, but may try to avoid the ball by dodging, 
or may use the bat to hit or ward it off. If he is hit by the ball, the 
player who hit him becomes batter. 

Cross-out Baseball 

Playground, Gymnasium hate Elementary to Adults 

This game is exactly like Playgroundball except that in addition to the 
usual methods of retiring a runner, he may be put out by throwing the ball 
across his path ahead of him. 

Donkey Baseball 

Baseball Diamond All Ages 

This hilarious affair has few equals for entertainment. The players ride 
donkeys and proceed in general as in Baseball. Since the burros are stub¬ 
born and move only when they feel inclined, a player may hit what would 
easily be a home run and fail to reach first base, or an infield hit may go 
for a home run. 

The game was originated in the southwest section of the United States 
where burros are plentiful, but has recently spread to all parts of the 
country, being used for the most part by organizations for money-raising 
purposes. 

The game is played on a plapgroundball diamond, except that first, 
second, and third bases consist of circles about six feet in diameter. Soft- 
balls and bats are used. 

All players are mounted on burros except the pitcher, catcher, and batter. 
The batter’s burro is held by an attendant on the other side of home base. 
There are no balls and strikes, so the batter stays in bat until he gets a fair 
hit. He then mounts and attempts to ride to first base. 

The pitcher and catcher arc not allowed to leave their boxes to field the 
ball. A mounted player must field it and throw it to the pitcher, who 
throws for the out A fielder or baseman must ride up to the ball and 
then may get off his donkey to get the ball, but must remount to make 
the throw. If a baseman gets off his donkey and makes a catch, it does 
not count as an out, and the runner may keep going, * 

Wlien there is more than one runner on bases, a fielder may use 
fielder’s choice in throwing for an out. In all other cases,, he must throw 
to the pitcher jyho throws for the out. 
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Pegging First 

Playground, Gymnasium Late Elementary to Senior High School 

This game is played on a playgroundball diamond or baseball diamond. 
One team is at bat and the other team on the field. The batter attempts to 
bat the pitched ball and run to first base. If he succeeds, one point is scored. 
The players of the fielding team attempt to field the ball and throw it to 
first base in time to retire the runner, and if they succeed, one point is scored 
for the fielding team. 

The players of the batting team bat in order until all have been at bat. 
Then the teams reverse their positions and the fielding team goes to bat. 
The team wins that has the most points when an agreed-upon number of 
innings have been completed. 


Beatball 

Playground, Gymnasium Elementary School 

The game is played on a playgroundball diamond. A volleyball or 
sport ball is usually used. 

The “batter” throws tj^ ball into the field and runs the bases, keeping 
going until he reaches home or is put out. The fielders field the ball and 
throw it to first base; the first baseman throws it to second, and it is thus 
thrown around the circuit of the bases. If the runner reaches home before 
the ball does, he scores one point; otherwise, he is out. 

Many interesting variations may be used by specifying the type of 
throw which the “batter” must use, such as standing sideways and throwing 
behind the back, facing backwards and throwing between the legs, raising 
one leg and throwing under it, and so on. 

Hand Beatball. —Same as the above except that the pitcher pitches 
the ball and the batter bats it with his open hand. 

Bowl Beatball. —Same as the above except that the pitcher rolls the 
ball and the batter kicks it. 

Baseball Twenty-one 1 

Playground, Gymnasium Late Elementary and Junior High Schools 

Twenty-one is played on the regulation playgroundball diamond. The 
game differs from Playgroundball mainly in the way in which the score 
is counted. The batter hits the ball and runs the bases as in Playgroundball 
and continues around until he is put out. If the batter is put out at first 
base, he scores no point, but if he passes first base and is put out at second 
base, he scores one point for having reached first base. If he reaches second 

1 From D. K. Brace, “Games of the Baseball Type.” The Journal of Health 
mi Physical Education, May, 1932. 
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base safely he scores two points, if he reaches third base safely he stores 
three points^ and if he reaches home base safely he scores four points. A 
team continues at bat until it makes three outs, when its members become 
fielders. The first team reaching twenty one points wins. 

Tomball 

Playground, Gymnasium Late Elementary and Junior High Schools 

This game is played on a playgroundball diamond and according to 
Playgroundball rules with the following exceptions: 

1. There are no foul balls and the batter becomes a base runner the 
moment his bat touches the ball regardless of where the ball goes. The 
fielders must station themselves in such a way as to enable them to field 
any ball hit. 

2. In addition to the methods of retiring runners used in Playground¬ 
ball, a runner is out (a) if a batted ball is caught on the first bounce; (b) if 
the ball is held on any base ahead of him; (c) if the ball is thrown across 
the path of a runner between bases. 

Townball 

Playground, Gymnasium Elementary School 

In this variation of Baseball, the rules of Playgroundball apply with 
the following exceptions: 

1. The pitchers and catchers occupy the usual positions but the other 
players scatter any place about the field. 

2. A batter is out on three strikes or if any strike is caught by the 
catcher. The runner is out if a fly is caught or if the ball is thrown 
between him and the base to which he is running. 

3. A team remains in bat until all members have been put out. When 
all but one have retired and this one scores three runs, he may call in to 
bat any member of his team that he chooses. 

Lineball 2 


Playground Late Elementary School 

The field consists of two parallel lines drawn forty-five feet apart. 
One team lines up behind one line and the other team lines up behind the 
other line. Each team has a bat. The player at one end of one line bats 
the ball across the field in such a way as to make the other team have 
difficulty in fielding the ball. If he succeeds in batting the ball across die 
opponents* line his team scores one point. One player of the opponents 
then bats the ball back. Play continues in this way until each player has 

Itete;:&■ 'ft Brace, “Games of the Baseball Type/* The Journal of Health 
^nd Physical Education, May, 1932. ■■■ -V' - :T 
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had an opportunity to bat. In order to count a point the batted ball must 
be batted on the ground or at least below the opponent’s head. When all 
players have batted, the team with the highest number of points wins. 

Speedball (Baseball Type) 3 

Playground Late Elementary and Junior High Schools 

Speedball is a variation of Baseball and Playgroundball used by the 
Department of Physical Education of the state of Maryland. The game is 
designed to make possible the completion of five innings in a short time. 

Only four batters may face the pitcher in any inning. The inning 
ends when three men are out, or when the fourth batter makes a run, 
makes a forced out, or is put out by the ball reaching any base ahead of 
him. Runs hit in by the fourth batter count unless he is put out at first 
base, as in regular Baseball. 

Bases may be stolen starting with the motion of the pitcher’s arm. 
Base runners may steal home, and may score on a throw back to the 
pitcher. Balks are called. Bunting is allowed. A runner may go either 
to first or third base, if bi§es are empty. When a player is awarded base 
on balls, his team is not charged with having a player at bat. 

In other respects, the rules of Playgroundball apply. 

Hitball. 3 —This game follows the rules of Speedball (Baseball Type) as 
given above, except that an inflated sport ball nineteen-and-one-half inches 
in circumference or soccer ball is used, which is batted with the hand. The 
game is played on a forty-five-foot baseball diamond. 

Hand Baseball 

Playground, Gymnasium Late Elementary to Senior High School 

This simple form of Baseball is popular among mixed groups of older 
boys and girls as a social or recreational game, as well as among younger 
children. A baseball diamond with base lines not exceeding thirty-five 
feet and a pitching distance of about fifteen feet is needed. A sport ball, 
soccer ball, or basketball may be used. 

Divide the players into two teams as in Baseball. The pitcher tosses 
the ball with an underhand motion and the batter bats it with his fist or 
open hand. All the other rules of Baseball apply with the following ex¬ 
ceptions: 

u The runner may be put out by hitting him with a thrown ball, 
au Stealing bases is not allowed, 
i' 3, Bunting is not allowed, 

Maryland School Bulletin, March, 1934, pp* 13, 14. 
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Variatiofi. —Use a small, soft, rubber ball. The pitcher, standing about 
twenty-five feet away, throws the ball overhand so that it bounces once 
and passes the batter between the knees and the shoulder. The batter bats 
it with his hand. No catcher is needed—if the batter does not want to 
attempt to bat the ball, he catches it and returns it to the pitcher. One 
strike or two fouls put the batter out. 

Variation.—Use an old softball. There is no catcher, the pitcher serv¬ 
ing as both pitcher and catcher. The pitcher stands about six feet to one 
side of the batter and tosses the ball so that the batter can hit it, making 
no effort to strike him out. 

Punch Ball (Baseball Type).—This is a very popular game among 
girls. The ball and diamond are the same as for Hand Baseball, except 
that there is no pitcher’s box and home base is three feet wide. The batter 
stands on home base and the catcher of the fielding team, standing about 
six feet to one side, tosses the ball to the batter. The batter hits the ball 
into the field with the fist, and runs bases as in Baseball. To retire the 
runner, the fielders throw the ball to the catcher instead of to the base to 
which the runner is advancing. 

The runner is out under the following conditions: 

1. If the catcher, holding the ball, touches home base before he reaches first 
base. 

2. When he is off base and the catcher, holding the ball, touches home base 
and calls his name. 

3. If a fly ball (fair or foul) hit by him is caught. 

In other respects the rules of Playgroundball apply. 

Kick Baseball 

Playground, Gymnasium Lower Elementary to Senior High School 

Like Hand Baseball, this game is popular as a social and recreational 
game for girls, mixed groups of boys and girls, and for young children. 

The diamond should have forty-foot baselines and a pitching distance 
of thirty feet. A sport ball, codeball, or soccer ball is used. The pitcher 
rolls the ball to the batter who kicks it with his foot. The rules of Play¬ 
groundball apply with the following exceptions: 

x. The kicker stands directly in back of home plate. 

2. A pitched ball is considered good and may be called a strike if it passes 
directly over home plate not higher than the kicker’s knees. 

3. A pitched ball hitting the kicker above the kneesris a dead ball, and is 
counted as a ball unless the kicker makes, no effort to avoid it, in which 
case it is called a strike. Base runners may not advance on the {day. 

4. Base runners may be put out by hitting them with a thrown ball (boys 
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Soccer Baseball, Number i 4 

Playground, Gymnasium Late Elementary to Senior High School 

This game holds a particular appeal for elementary school boys and is 
also frequently used by both sexes as recreational play. 

Diamond .—A forty-five-foot playgroundball diamond is used. Second 
base (called the center base) is placed three feet nearer to home base than 
the regular position of second base. First base and third base are not used. 
Points are marked twenty-five feet from home base on the first and third 
baselines and connected with a line—this is known as the foul line. 

Ball .—A soccer ball is used. In informal play, a sport ball or codeball 
may be substituted. 

Teams. —Same as in Baseball. 

Length of Game. —Same as in Baseball. 

The Play. —The kicker (batter) may punt, drop-kick, or place-kick the 
ball from home base or either side of it, provided he does not step in front 
of a line prolonged on either side of the front edge of home base until 
the ball is kicked. 

The ball is held and kj^ked by the kicker and is not pitched. 

The ball must cross the foul line to be a fair kick. 

Having kicked fairly, the runner runs to the center base and returns to 
home base. 

The fielders field the ball and attempt to hit or touch the runner with 
it. The ball must be passed three times before the runner may be hit or 
touched. The runner may stop at his own risk. 

Fair Ball .—A kick is fair if it goes beyond the foul line and inside the 
side boundary lines (first and third baselines) until it passes first or third 
base. All boundary lines are considered fair. 

Fielding Fouls. —A fielder commits a foul when he— 

1. Holds or trips a runner. 

2. Enters the foul zone before or after a kick except to retrieve the ball. 

3. Plays in foul territory before a kick. 

4. Runs (takes more than two steps) while holding the ball. 

Penalty: one run is scored. 

In all fouls favoring the runner, the runner must complete his run. 

Foul Zone Play. —A player may enter the foul zone to retrieve a slow 
kick. If he does not touch it and it comes to rest in the foul zone, it is a 
foul kick. If it rolls into fair territory, it is a fair kick. 

Running Fouls.—A runner commits a foul when he— 

1. Runs into a fielder. 

2. Runs outside the forty-five foot diamond. 

3. Purposely kicks the ball after becoming a runner. 

Penalty: the runner is out. 

4 These rules follow those used by the Cincinnati Public Schools. 
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Two Fouls in Succession .—When two fouls occur in immediate suc¬ 
cession the first takes preference. 

The Kicker is Out .—The kicker is out if he kicks two fouls, that is, 
balls which fail to cross the foul line or go outside of the right or left 
boundary lines. 

The Runner is out —The runner is out— 

1. If a fair or foul ball kicked by him is caught. 

2. If hit by a fairly thrown ball or touched by the ball before touching home 
base after the completion of his run. The fielders must pass the ball three times 
before hitting the runner. Each pass must be a clear catch. The runner is not 
out unless these three passes are completed before he is hit. 

3. If a player of the kicking team is on the fielding area or diamond. 

4. If he fails to touch center base or home base. 

5. If, when a fielder holds the ball on center base ahead of the runner after 
making three complete passes, the runner fails to touch center base within a period 
of ten seconds. 

6. If he commits a running foul. 

Scoring —One point is scored each time a runner touches home base 
safely after making a fair run. 

Officials .—A referee and score keeper are in charge of the game. 

Soccer Baseball, Number 2.—This game was submitted by B. E. 
Wiggins, Columbus, Ohio. It is played on a playgroundball diamond or base- 
ball diamond, and uses a soccer ball. The kicker (batter) place-kicks the 
ball from home base and then runs the bases as in Baseball. The general 
rules of Playgroundball apply with the following exceptions: (1) A base 
runner is out if a fielder possessing the ball touches the base before the 
runner reaches it—it is not necessary to touch the runner with the ball. 
(2) Base stealing is permitted at all times except when the ball is in the 
possession of the kicker at home base preparatory to kicking. 

Washburn Ball. —This game is played on a diamond similar to that 
used in Soccer Baseball. The batter may throw, drop-kick, or place-kick 
the ball. Each batter must use a method different from the one just pre¬ 
ceding *him. Fielding and base running are as in Playgroundball. 

Triangle Ball 

Playground, Gymnasium Lower Elementary to Senior High School 

This variation of Baseball is acceptable when there are only a few 
players. Establish a home plate consisting of t triangle with the apex 
toward the pitcher’s box measuring t&ree feet on each slide. First base is 
placed in the usual position, twenty feet 60m home baas. The pifcberV 
box istwenty*five feet from the home plate. A snftball is used. 
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A pitcher and catcher are needed for the fielding team, but the catcher 
functions as a backstop only; the remaining fielders scatter at random about 
the diamond. The batter hits the pitched ball, runs to first base, and 
immediately returns to home base as in One Old Cat. The fielders field 
the ball and throw it to the pitcher who tries to throw it into the triangle 
before the runner reaches home. The ball may be thrown so that it drops 
into the triangle, or so that it rolls across it; if rolled it must touch the 
ground inside the triangle. If the pitcher succeeds, the runner is out; 
otherwise a run is scored. 

After three outs the teams change sides. The game may also be played 
by the rotation method. 

Variation.—Use a sport ball, codeball, or soccer ball and have the 
batter strike it with his open hand. 

Variation.—Use a sport ball, codeball, or soccer ball and have the 
pitcher roll it to the batter who attempts to kick it. 

Kicking Home Runs 

Playground t Late Elementary to Senior High School 

A sport ball, code&all, or soccer ball is needed. The game is played on 
a playgroundball diamond with baselines of thirty-five feet or forty-five 
feet. Divide the players into two teams and line them up on opposite sides 
of the home base. Number the players of each team. 

The first player of one team takes his place at home base as the kicker 
and the first player of the other or fielding team stations himself any place 
in the field he chooses. The kicker places the ball on the ground, and 
kicks it, and starts to run the circuit of the bases. The fielder secures the 
ball and runs to home base with it. The runner scores one point for each 
base he reaches before the fielder reaches home base. That is, he secures 
one point for having reached first base, two for second base, and four if 
he reaches home base. If the fielder catches the bail on the fly, no points 
are scored. 

A runner is considered as retired unless he reaches home base before 
the ball. The players of one team take turns in kicking until three have 
been retired, then the opposing team kicks. With each new kicker, the 
player of the opposing team holding the same number takes 'the field and 
fields the ball. 

Kick-the-Bar Baseball 8 

Playground Late Elementary and Junior High Schools 

TThis game combines the principles of Baseball with kicking. 

Fields A playgroundball diamond is used with baselines of forty-five 

• The rules for this game were taken from “Kick-the-Bar Baseball/* J Recreation, 
March, 1931, By permission of National Recreation Association, publishers. 
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to sixty-five feet depending on the ability of the players. Draw a line from 
first bise to third base, known as the bunt line. 

Equipment .—Instead of a ball, a “bar” is used, consisting of one-foot 
section cut from an old bicycle tire. No bats are needed. 

Teams .—Teams consist of seven players. Six of the players scatter 
beyond the bunt line and the seventh, the bartender, is stationed at home 
base. 

The Play .—The player at “bat” stands at home base, drops the bar and 
kicks it into the diamond. He may kick at it any number of times pro¬ 
vided he does not touch it. If he kicks it into foul territory or fails to 
kick it beyond the bunt line, he is out. 

Having made a fair kick, he runs the bases as in Baseball. The bases 
are not played, however, but the fielders throw the bar to the bar tender 
who touches it to home base. If the bar is touched to home base before 
the runner reaches the base toward which he is moving, the runner is out. 
The bartender calls out the base toward which the runner is running as 
he touches the bar to home base. 

In other respects the general rules of Baseball apply. 

Scoring .—As in Baseball. 

length of Gatne.Scvcn innings constitute a game. 

Long Ball 

(Long Base) 

Playground, Gymnasium Late Elementary to Senior High School 

Establish a playing field with a home base (H), pitcher’s box (PB) and 
long base (LB), as in Figure 45. 

— 3D'-g-3D— 

Figure 45. 

The long base may be a gymnasium mat, or a marked-out area three by 
six feet Two teams of three to ten players may play. Every hit is a fair 
hit, even though it may be nothing more than a foul tip. When the batter 
hits die ball he must run to the long base, and may either remain there 
or return to home base. Several players may occupy the long base at once, 
provided there is one player at bat. When there *is more than one player 
<mi die base, all may return to the hopve base on a hit. A run is scored 
for each base runner who reaches home base safely. Once a base runner 
leaves the long base he cannot return unless a fly ball is caught 
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A batter remains in bat until he hits the ball. A runner is out (i) when 
a fly ball hit by him is caught, (2) when the ball is thrown to the baseman 
and held by him with one foot on the base (either home base or long base) 
before the runner reaches the base, (3) when he is tagged off base by the 
ball held by an opposing player, (4) when he is hit when off base by a 
ball thrown by an opposing player. After three outs, the teams change 
place. 

Sprintball 

Gymnasium, Playground Junior and Senior High School 

Sprintball is an adaptation of Long Ball. The following rules follow 
dhose developed by the Baltimore, Maryland, Playground Athletic League. 

Court .—The court is forty feet wide and sixty to eighty feet long. A 
center line runs lengthwise of the court, dividing it into two equal courts. 
One end line is known as the baseline and the opposite end line as the 
sprint line. At the baseline, three feet to the right of the center line, home 
base is placed—it is twelve inches square, placed diamond shape, with the 
front corner six inches behind the baseline. Batter’s boxes are marked out 
either side of it as in baseball, these being three by four feet in size. The 
pitcher’s box is twentf-five to thirty feet out from home plate. 

Ball .—A sport ball nineteen inches in circumference is used. 

The Play .—The fielding team scatters across the court, one of them 
acting as pitcher and one as catcher. The batter stands in the batter’s box 
and hits the pitched ball with the hand. The pitching is done with the 
underhand motion used in Playgroundball. After a hit, or on a third strike 
which is not caught, or after four balls, the batter runs to the sprint line. 
Except on the third strike, a foul ball not caught is a strike. 

The object of the runner is to run to the sprint line and back to the 
baseline without being hit by the ball. He may stay behind the sprint line 
without returning as long as he chooses, and any number of runners may 
be behind the sprint line at one time; however, a batter must always be 
ready to bat when his turn comes or he is out. After leaving the baseline 
or sprint line, the runner cannot return unless a fly ball is caught, in which 
case he must return at the risk of being put out. 

After batting, the runner must run to the sprint line on the right side 
of the center line , and return on the left side. 

Outs.—K batter is out when: 

1. A fly ball is caught. 

2. A third strike is caught. 

3* He hits the ball while outside the batter’s box. 

A runner is out when: 

1. The ball reaches the sprint line and is held there before the runner arrives. 

2. He is touched or hit by the ball in the fielding area. 
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3, After leaving the sprint line, the ball is held by the catcher or other player 
on thd baseline before he reaches it. 

4. If he runs across the center line in either direction. 

Innings .— 1 Three outs constitute an inning. Four innings is a game. 

Officials.—An umpire and a scorer are in charge. 

German Batball 

Playground, Gymnasium Late Elementary to Senior High School 

This game combines some of the features of Baseball, Tennis, and 
Basketball. Establish a home plate two feet square and place a post or 
jumping standard forty feet from it. A soccer ball or sport ball is used. 
Divide the players into two teams; designate one team as batters and the 
other as fielders. Scatter the fielding team over the area. 

The first batter stands by home base, tosses the ball up and bats it with 
his fist or open hand, then immediately runs to the jumping standard, 
around it and back to the home base. The fielders secure the ball and 
attempt to hit the runner with it. Fielders are not allowed to run with the 
ball but must pass it to other players in position to hit the runner. A 
player taking more than one step while holding the ball is considered as 
running with the ball. Fielders are not allowed to hold the ball longer 
than five seconds, and any two players may not pass the ball back and forth 
between themselves more than twice before passing it to another player. 
Breaking these fielding rules awards a run to the runner. 

A batter is allowed three attempts to bat the ball; if unsuccessful on the 
third attempt, he is out. The runner is out if a fly ball batted by him is 
caught, or if he is hit with the ball before reaching home base. After 
three outs, the sides change. A point is scored for each runner who reaches 
home base safely. 

For gymnasium use it is recommended that the more modern form of 
this game, described below under Batball, be used. 

Batball 6 

Playground, Gymnasium Late Elementary to Senior High School 

This is a more highly organized and standardized form of German 
Batball. A volleyball is used. 

The Court.— Establish a playing area forty by seventy-two feet as illus¬ 
trated in Figure 46. One end is known as the serving line and the oppo¬ 
site end as the baseline. Ten feet from the serving line a scratch line is 
drawn across the court. In the center of the baseline a goal post is placed. 

6 The rides for this game follow in^general the rules laid down by N, P. 
Neilson and W. Van Hagen, Physical Education for Elementary Schools, p. t$% 
Copyright 9 2930. By permission of A. S. Barnes & Co., publishers. 
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Teams .—Divide the players into two teams of from six to ten players 
each. \ The serving team gathers behind the serving line and the fielding 
team scatters over the playing area. Two, but not more than two, of the 
fielding team may be stationed behind the baseline. 

Serving .—The serving team must serve in definite rotation. The server, 
standing with both feet behind the serving line, bats the ball with open 
hand, fingers extended. It must be so batted as to land inside the court 
beyond the scratch line. If it fails to go over the scratch line before hitting 
the floor, the server gets a second chance to serve but if it falls outside 
the boundaries of the court the server is out. 

Running .—Having served a ball that lands fairly, the runner must run 
to the baseline, completely circle the goal post and return to the scratch 
line without being hit by the ball thrown by the fielders. The runner may 
not hesitate behind the scratch line more than five seconds before running 
to the fielding area. Having entered the fielding area he is not allowed to 
stop running until he returns across the scratch line. Having crossed the 
baseline he is not allowed to remain there more than twenty seconds before 
returning to the playing area, and during this time must keep running. If 
he does not see an opportunity to circle the post during this time he may 
run back into the playing area and recross the baseline again and then has 
another period of twenty seconds to circle the post. 

Fielding .—Fielders catching a fly ball put out the runner. A fielder 
picking up a grounder is not allowed to run with the ball, but must throw 
it at the runner or pass it to another fielder. One step only is allowed a 
fielder holding the ball. A fielder is not allowed to hold the ball longer 
than five seconds and cannot bounce it. If the ball goes out of bounds, 
a fielder may recover it and carry it to the boundary line, from which point 
he must pass it. 

Scoring .—Two points are scored every time a runner returns safely to 
the scratch line after circling the goal post. One point is scored whenever 
a foul is committed by the opposition. When a foul is committed by the 
fielders, the runner keeps on running and if successful in reaching the 
scratch line, he scores two points for the run and one additional for each 
foul. An exception to this rule is when a fielder* throws the ball while 
running and hits the runner—a run is immediately awarded the runner 
plus one point for the foul. 

Fouls .—Fouls committed by either side score one point each for the 
opposing side. 

Fielding Fouls: 

1. Running with the ball. 

2. Holding the ball longer than five seconds; bouncing the ball; passing the 
ball between the same two players more ^han twice in succession. 

3. Having more than two players behind the baseline (one point for each 
{dnyerover 
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4. Running across the scratch line. 

5. Hitting the runner before he crosses the scratch line. 

Running Fouls: 

1. Failure to keep running after entering the fielding area. Two fouls of this 
type in one run retires the runner. 

Retiring Runners.—The server or runner is out when: 

1. A fly ball batted by him is caught. 

2. He is hit by the ball fairly thrown by a fielder. 

3. He runs outside the boundary lines. 

4. He remains behind the baseline longer than twenty seconds. 

5. He fails to cross the scratch line within five seconds after serving. 

6. He stops running more than once after crossing the scratch line. 

7. He serves outside the boundary lines. 

8. He fails to serve the ball fairly as specified above. 

9. He fails to serve the ball across the scratch line in two tries. 

Game.— Three outs retires a side. Seven innings constitutes a game. 

Flash Ball. 7 -Tljjs game is essentially the same as Batball. It differs 
in the following respects: 

The ball is batted with the fist instead of being served as in Batball. 
The batter stands' on a batting line drawn in the middle of the serving 
line. The pitcher stands on a pitching line drawn on the serving line six 
to eight feet from the batting line. 

The pitcher is a member of the batting team. The ball is tossed to the 
batter who attempts to hit it with his fist into the playing area. A strike 
is called if he misses the ball, if he fails to strike a ball within batting range, 
if he hits a foul ball, or if he hits the ball so far out of bounds that it cannot 
be put into play immediately. A foul is a hit ball falling short of the 
scratch line. The batter is out when three strikes are called, when a fly 

ball hit by him is caught, and when he bats out of turn. 

The batter becomes a runner when he makes a safe hit, and from then 

on the procedure is essentially the same as in Batball. There is no post 

on the baseline and the runner merely has to cross the baseline and return. 
He is not permitted to stay behind the baseline longer than three seconds. 

Bounce Dodgeball. —This game is exactly the same as Batball except 
that in serving the server drops the ball to the ground and bats it on the 
rebound. 

1 For a detailed statement of Flash Ball rules see A. B. Crazier Official Flash 
Ball Rules. Reprint from American Physical Education Review, January, 1928. 
Ann Arbor: American Physical Education Association. 
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Schlagball 

Playground, Gymnasium hate Elementary to Senior High School 

This variation of German batball is popular in the fall of the year. 

Establish a home base two feet square, and place a post or jumping 
standard forty feet away from it. A soccer ball, codeball, or sport ball is 
used. Divide the players into two teams one of which scatters about the 
area as fielders and the other is at bat. One fielder stands behind home 
base. The first kicker (batter) stands at the home base, drops the ball and 
punts it into the field (he does hot kick it from the ground). Having 
kicked it he runs around the jumping standard and returns to home base. 

The fielders secure the ball and attempt to hit the runner with it or 
to. throw it to the catcher on home base before the runner reaches home. 
They may not run with it, being permitted to take only one step. Fielders 
are not permitted to hold the ball longer than five seconds before passing it 
to another player, and the ball may not be passed back and forth between 
two players more than twice before being thrown to another player. Break¬ 
ing these rules gives the run to the runner. 

The kicker is allowed three attempts to kick the ball and if he fails 
on the third attempt he is out. The runner is out (i) if a fly ball kicked 
by him is caught, (2) if he is hit by the ball, (3) if the ball is held by an 
opposing player on home base before he reaches home. 

After three outs the sides change. A point is scored for each runner 
reaching home base safely. 

Kick Dodgeball (German Kickball). —This game is exactly the 
same as Batball except that in serving the ball is kicked instead of batted. 

Pick-up Kickball. —This is the same as Kick Dodgeball except in re¬ 
spect to the handling of ground balls. A fly ball may be caught and 
thrown at the runner, but if it is kicked on the ground, it may not be 
picked up. It may be kicked by a fielder to another fielder or kicked into 
the air and caught by the fielder who kicked it. Only balls that are 
caught from the air may be thrown at the runner. 

Soccer Batball.—See Soccer Batball in Chapter XXII, "Games of the 
Soccer Football Type.” 

Hit-Pin Baseball 8 

Playground, Gymnasium Late Elementary to Senior High School 

EquipmentsA soccer ball is used. The game is played on a play- 
groundball diamond with forty-five-foot baselines. In die gymnasium make 
the baselines as large as possible up to forty-five feet. A circle six feet in 

•The rttlcs for this game follow in general those presented in D. LaSalle, 
Play Acmities fpr Elementary Schools, p. 154 ft Copyright, 1926. By g>em*& 
sion of A S. Barnes and Company, publishers. ' * 
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diameter is drawn around home base and no batting boxes are used (see 
Figure 47). The other three bases are one foot square. The pitcher’s box 
is a rectangle four by twelve feet, the front line of which is twenty feet 
from the home plate. An Indian club is set up on each base, including 
home base. For outdoor use, the clubs stand up more satisfactorily if 
screwed to a block of wood five inches square and one-and-a-half inches 
thick. 



Teams .—Two teams of nine players each are used, stationed as in Base¬ 
ball. 

Object .—The object is to score runs: The kicker (batter) stands in the 
home circle and kicks the ball as it is tossed to him by the pitcher. , Having 
kicked it fairly, he runs the circuit of the bases without stopping, attempt¬ 
ing to reach home base without being put out. To put the runner out 
the fi^ders must throw the ball to each base in regular sequence, endeavor- 
ing to get it to a base in time to enable the basemaii to knock the club 
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down with it before the runner reaches the base. When three outs are 
made the sides change places. 

Pitching. —The pitcher must have both feet in the box when pitching 
and must roll or toss the ball with an underhand motion. 

Kicking. —The kicker stands within the home base circle and at the 
time his kicking foot touches the ball, the other foot must be within the 
circumference of the circle. Both feet may be off the floor provided one 
foot is kept within the air above the circle. Failure to observe this rule 
counts one strike. 

Fair and Foul Balls .—A kicked ball is considered fair or foul depending 
on where it strikes the floor, wall, ceiling, or equipment, rather than where 
it rolls. 

Strides.— A strike is called on the kicker when— 

1. He kicks at and misses a pitched ball. 

2. He kicks the ball into foul territory, except on the third strike. 

3. A pitched ball touches the floor in the front half of the home base circle and 
the kicker does not kick at it. 

Three strikes retire the batter. 

Dead Ball. —A pitched ball striking the batter is a dead ball; it does not 
count as a ball and does not convert the kicker into a runner. 

Balls. —Any pitched ball not kicked at by the kicker, and not classified 
as a strike or dead ball, counts one ball for the kicker. Four balls entitle 
the kicker to a free-kick by placing the ball in the front half of the circle 
and kicking it. 

Base Running. —Having kicked a fair hit, the runner runs around the 
bases, cutting outside of each, and attempts to reach home base safely. He 
does not stop running until he reaches home. He is not permitted to step 
inside the diamond. 

Fielding. —A fielded ball must be thrown to first base first, then to 
second, and so on in regular order. A fielder knocking a club down must 
replace it before the ball may be thrown to the next base. 

Outs .—A kicker is out when— 

1. Three strikes have been called on him. 

2. He kicks a foul ball on a free-kick awarded him after four balls have been 
called. 

3. He knocks down the Indian club on home base. 

4. The pitcher knocks down the club on home base with a pitched ball. 

5. A foul ball hit by him is caught, provided it rises in the air above his head. 

The runner is out when— 

1. A fly ball kicked by him is caught. * 

2. A fair ball kicked by him hits him before it hits the floor, wall, or an 
opposing player. 

3. 4 , fair ;t*ll kicked by him knocks down one of die Indian clubs before it 
^ic$ie£any object other than the floor or ground. 
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4* In running he knocks down an Indian club. 

5. The opposing team knocks down a club on a base with the ball before he 
reaches the base. 

6. He steps inside the diamond at any point. 

7. He interferes with a player inside the diamond. 

Interference with Kic\er and Runner.—The catcher is not permitted to 
interfere with the kicker. The penalty for this offence is a free-kick for 
the kicker. 

Fielders are not permitted to interfere with the runner provided the 
runner stays outside the diamond. The penalty is a run awarded to the 
runner. 

Scoring .—A run is scored when— 

1. A runner touches the home base circle without having been put out. 

2. A runner is interfered with by a fielder outside the diamond. 

Bull's-Eye Baseball 

Playground, Gymnasium Late Elementary and Junior High Schools 

A wall is needed fofr this game. Mark out on the wall a series of rec¬ 
tangles as in Figure 48* representing one-base hits, two-base hits, three-base 


HOME RUN 


3RD &R5E 


END BR3E. 


1ST BR3E 


PtevxB i8. 
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hits, and a home run. Twenty-five to thirty-five feet out from the wall 
andMirectly opposite the middle of it, establish a home base. Use a soft- 
ball and bat. Not more than six players, three on each team, may play the 
game with interest. 

The pitcher stands with his back to the wall and pitches to the batter 
at the home plate. The batter attempts to bat the ball so that it hits the 
wall. In case he succeeds he is credited with a hit of the number of bases 
designated by the spot on the wall hit by the ball. No actual base running 
is done. If he misses the wall or if the ball is stopped by a fielder, he is 
out. After three batters are out the sides change. 

Tip Cat 

Playground, Yard, Woods Late Elementary and Junior High Schools 

This is a game of the American pioneer days. 

The “cat” (often called kitty or piggy) is made from a stick four inches 
long and one inch thick by whittling it down to a point at each end. A 
four-foot stick of the size of a broomstick is used for a bat. A “kitty stick” 
is also needed consisting of a two-foot length of broomstick. A three-foot 
circle is drawn for the goal, or if played in the woods, a tree may be used. 
About thirty feet from it, a pitcher’s line is drawn. 

Select a batter and have the remaining players scatter as fielders around 
the goal. The batter sets the kitty stick on end perpendicular to the ground 
in the center of the goal circle or in front of the tree. The pitcher throws 
the bat at the kitty stick in an effort to knock it over. If knocked over, the 
batter is out. If not knocked down, the batter lays the cat on the ground 
within the circle, or if a tree is used, within one bat’s length from the tree. 
He taps it on the end so that it flies in the air, then tries to bat it as far 
as possible. 

The fielders attempt to recover the cat and the player who succeeds in 
getting it tosses it to the circle goal or tree from the spot where he recov¬ 
ered it, attempting to cause it to fall in the circle, or hit the tree, or come 
to rest within one bat’s length from the tree. If he succeeds, the batter is 
out, and the thrower becomes batter. If the thrower fails, the batter 
measures the distance in bat’s length from the goal to the cat, and scores 
one point for each bat’s length. If a player catches the cat on the fly, the 
batter is out and the player who caught it is batter. If in batting the cat 
the batter knocks it back of the goal, he is out and chooses a player to 
become batter. The player scoring the most points wins. 

Cricket 

Playground Juftior High Sekvei to Adults 

Cricket is of British origin and is very popular in England and die 
ft ft aow hmg played in some sections of 
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Field .—The field is commonly called a bowl and requires a space ap¬ 
proximately 150 by 100 yards. In the center of this space two wickets are 
placed sixty-six feet apart. Each wicket consists of three stumps (posts) 
twenty-seven inches high and eight inches apart (W in Figure 49). On 
the top of each stump two small sticks called bails are placed. The ground 
in front of each wicket should be carefully smoothed or a matting on a 
firm base used to give a smooth surface. 

A line (BB) eight feet eight inches long is drawn, with the wicket in 
the center, known as the bowling crease. This marks the position of the 
bowler (pitcher). 

A line (PP) is drawn parallel to the wicket and four feet in front of it, 
called the popping crease. This defines the area for the batter. 

Equipment .—The ball measures not less than nine nor more than nine- 
and-one-fourth inches in circumference. It weighs five-and-three-fourths 
ounces. 

The bat is flat and approximately three feet long. The handle is 
twelve inches long. The blade is five inches wide, three-and-one-half inches 
thick at the end, and tapering down to a thickness of two inches at the 
handle. The handl| is wrapped with twine or corked. 

Teams .—Eleven players constitute a team. The positions of the fielding 
players vary with the nature of the bowling and ability of the batter, but 
the approximate positions are indicated in Figure 49. The diagram illus¬ 
trates the positions for a right-handed batter. If the batter bats left handed, 
the fielders would shift so that there would be two fielders on the other 
side of the bowl in the positions now occupied by Numbers 5 and 11. The 
circles on the diagram are not actually drawn on the field—they are merely 
to indicate the relative positions of the fielders. 

First Bat .—The captains toss to determine which team will bat first. 

The Play .—The bowler (pitcher) stands at one wicket. The batter 
stands at the other wicket behind the popping crease and another member 
of the batting team stands at the opposite wicket, beside the bowler. The 
bowler pitches the ball so that it will come to the batter on the first bounce. 

The batter attempts to hit the ball and as soon as he does so, he runs 
to the opposite wicket and his team mate stationed at the other wicket runs 
to the wicket at which the batter stood. This exchange constitutes a run 
and scores one run. If the hit was a long one and the runners have time, 
they continue to run back and forth between the wickets, scoring a run each 
time. Six runs are possible on one hit and such a hit corresponds to a 
home run in Baseball. 

Any hit is a fair hit and consequently the fielders must cover the field 
in all directions from the batter. The bowler attempts not only to cause 
the batter to miss the ball, but to hit the wicket with the ball and displace 
the bails on top, thus putting the runner out It is thus the business of 
^ the wicket with his bat The bowler uses the same 




Cricket Bowl and Placement of -Fielders 
i, Bowler 2. Wicket Xeeper 3. Long Stop 

' 4. First Slip 5. Second Slip 6. Point 

y» Long Leg 8. Short Leg 9. Mid Wicket On 

lifid Widtet Off 11. Cover Point ' 
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types of skill displayed by a pitcher in Baseball-r-speed, change of pace, 
curves, and drops. 

The fielders attempt to catch the ball on the fly and thus put the batter 
out, or to field it and throw it to the wicket keeper who puts the runner 
out, not by tagging him with the ball, but by knocking the bails off the 
wicket with the ball. 

The Batter is Out.— The batter is out when (i) a bowled ball knocks 
a bail off the wicket, (2) he carelessly slips over the popping crease and the 
wicket keeper knocks the bail off the wicket while he is out. 

The Runner is Out .—The runner is out when (1) a fly ball hit by him 
is caught, (2) when the wicket keeper knocks off a bail with the ball before 
he reaches the wicket. 

Runs. —A run is scored each time the two runners exchange positions. 
Since the distance is short, the score runs much higher than in Baseball, 
frequently going into the hundreds. 

Length of Game— An inning continues until the entire team bats in 
turn. This makes the game slower than Baseball. Two innings usually 
constitute a game, and it often takes three or tour days to complete the 
game. f 


Cricket Baseball 


Playground, Gymnasium Elementary School 

The field consists of a home base and a first base, with a pitcher’s box 
in the usual position twenty-five feet from home base. The distance from 
home base to first base is thirty-five feet. A soccer ball is used. Just in front 
of home base three Indian clubs are set up side by side. 

One team is at bat end and the other is in the field. The batter stands 
in front of the Indian clubs, holding a light baseball bat. The pitcher rolls 
the ball towards the batter who tries to hit it with the bat and then runs 
to first base and back. The fielders try to secure the ball and throw it to 
home base and knock down one of the Indian clubs before the runner 
returns. The batter or runner is out (1) if he has three strikes, (2) if a 
pitched ball knocks down a club, (3) if a fly ball is caught, (4) if he is 
touched by the ball in the hands of a fielder, (5) if the fielding side returns 
the ball to home base and knocks down one of the pins before he returns. 
After three outs the sides change. 


Bucket Cricket 

Playground Late Elementary and Junior High Schools 

: Draw a circle on the ground forty feet in diameter and in the center 
place a bucket upside down. The fielding team scatters outside the circle 
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and t^e first batter stands on top of the bucket with bat in hand. A tennis 
ball or softball is used. 

The fielding team tries to hit the bucket with the ball and any member 
of the fielding team may throw at it, provided he is outside the circle. 
The batter tries to defend the bucket by hitting the ball. The batter is out 
(i) when the bucket is hit, (2) when a fly ball hit by him is caught, (3) 
when he falls off the bucket. The batter continues to bat until he is out 
and the side continues at bat until all have batted. 

Two runs arc scored each time the batter hits a ball that is not caught, 
and one run is scored each time the ball is thrown at the bucket and 
misses it or is not batted. 


Can Cricket 

Playground Late Elementary and Junior High Schools 

Place two cans on the ground sixty or less feet apart. The pitcher stands 
by one can, the batter by the other and the runner by the can beside the 
pitcher. The other players scatter as fielders. The pitcher pitches the 
ball to knock the can over and the batter attempts to hit the ball. If the 
can is knocked over, the batter is out. 

When the ball is hit, the batter runs to the other can and at the same 
time the runner stationed at the other can runs to the batter’s can. They 
continue to run back and forth as long as they think they can make the 
other can without being put out. A runner is out when a fly batted by 
him is caught or when a fielder knocks the can over with the ball before 
he reaches it. 

When a batter is out, all fielders move up and the catcher becomes 
batter. 


GAMES OF THE BASEBALL TYPE IN OTHER CHAPTERS 

Baseball on Skates. Water Baseball. 

Water Batball. 


GAMES OF THE BASEBALL TYPE IN SOCIAL GAMES FOR 

RECREATION 

Nature Baseball. Signalling Baseball. 

First Aid Baseball. Mathematical Baseball. 

Dramatized First Aid Baseball. rr 
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BASEBALL LEAD-UP CONTESTS 

Many of the minor games of the Baseball type described in this chapter 
may be used in developing skills for Baseball. The following contests, 
described in the chapters on contests, may be used for this purpose also. 


Catch, Throw, and Sit. 

Catch, Throw, and Squat. 

Ten Trips. 

Run-and-Throw Relay. 
Pass-and-Toss Relay. 

Zigzag Ball-Passing Relay. 
Throwing Shuttle Relay. 
Pepper-Batting Relay. 

Base Running. 

Run to First Base. 

Progressive 


Baseball Throw for Distance. 
Baseball Throw for Accuracy. 
Baseball Pitch for Accuracy. 
Catcher’s Throw to Second Base. 
Fielder’s Throw to Home Base. 
Baseball Throw and Catch. 
Throw, Bounce, and Catch. 
Fungo Hit for Accuracy. 

Baseball Overtake Contest. 

Ante Over. 

Throw and Catch. 
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QAMES OF THE TENNIS TYPE 

U NLIKE the games of bat and ball, the tennis games seem to have 
little or no resemblance to the elementary games of children. They 
have probably descended from the games of ball played by the ancient 
Greeks and Romans. The oldest tennis games of which we know were 
played in Europe in the Middle Ages, and in much the same form as the 
games are played now. The two oldest tennis games are known as Court 
Tennis and Racquets, and the tennis games of today are derived from these 
two, falling with one or two exceptions into two groups, known as the 
net games and the wall games . 

Court Tennis 

Court Tennis, the oldest known tennis game, is played in a special 
court having walls of stone, a roof, and galleries for spectators on two 
sides of the playing space. It is the most complex game known; and this, 
in addition to the great expense of building the court, keeps it from general 
use. There are probably twenty of these courts in existence, mostly in 
continental Europe. 

THE NET GAMES 

The essential characteristics of the net games are the use of a net 
stretched across the middle of the court, with the opposing players on 
opposite sides of it, and the batting of the balls back and forth across the 
top of the net. 

Lawn Tennis 

Playground, Gymnasium Late Elementary School to Adults 

Lawn Tennis is the most popular of all the tennis games. It was de¬ 
vised by Major Wingate, an English army officer, in the early seventies; 
Some of the best elements of Court Tennis were retained and the game 
"was simplified and adapted to outdoor play. It rapidly gained favor, and 
is now played in all civilized countries. 

Lawn Tennis is played with a small ball ancf a racket on a level court. 
One or two players make a team. The object of the game is to bat the 
ball over a net with the racket, so that it will fall in the opponent’s half of 
the court* and if possible, so that the opponent cannot return it* 
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The Court .—As shown in Figure 50, the court is divided across its 
middle by a net and includes four service courts, two back courts, and two 
alleys. The alleys are used in playing doubles game (two on a side) but 
not in playing the singles game (one on a side). 

The Net .—The net is attached to the posts at a height of three-and- 
one-half feet and should be three feet high at its center. The full length 
of one racket (twenty-seven inches) plus the breadth of the head of an¬ 
other (nine inches), gives the exact height for the center. To form right 
habits of play it is important to keep the net just at this height. 

Choice of Side or Serve .—Sun and wind often make one side preferable, 



Figure 50. 


and it is usually an advantage to serve. Before starting to play one playet 
tosses up his racket with a whirling motion and an opponent calls “Rough” 
or “Smooth” while it is in the air. (Notice the small thread of colored 
gut woven into the racket near its upper end, so as to be rough on one 
side and smooth on the other.) The person winning the toss has his choice 
and may elect either to serve or to take a preferred side of the court. 

Serving .—To begin a game one player tosses up a ball and bats it over 
the net with his racket. This is called serving. He must serve first from 
the right-hand side of the court, standing with both feet back of the base¬ 
line, and must bat the ball so that it will fall in the service court diagonally 
opposite him; if he fails to do this it is called a “fault” and he immediately 
tries again; if he serves a fault twice in succession a point is forfeited to 
the opponents. When the fir& point has been won or lost the same 
player serves again, this time from the left side, and he continues to serve 
alternately from right and left sides until the game is finished; 
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Retiming the Ball. —When a ball has been correctly served the player 
to whom it is served must hit it with his racket on the first bound and 
drive it back across the net; in doubles it may fall anywhere in the court 
across the net; in singles it is not good if it falls in an alley. Any player 
to whom a ball is returned must return it in like manner, except that re¬ 
turned balls, unlike served balls, may be hit before they strike the ground if 
the player so desires. This is called “volleying.” The ball must not be 
played until it has passed the net; a player touching the net with his body 
or racket loses the point. Play continues after each service until some 
player fails to return the ball—that is, misses it entirely, bats it into the 
net, or out of the court, or lets it hit him—in which case a point is scored 
for the other side and the server proceeds to serve again. 

Scoring. —The first point made by a player counts fifteen, the second 
fifteen, making thirty, the third ten, making forty, and the fourth wins the 
game (except in a deuce game as described below). 

The server’s score is always named first. The word “love” is used to 
mean “nothing.” If the server wins the first stroke, the score is announced 
as fifteen love. If the receiver wins the second stroke, the score is fifteen 
all. If the receiver wins the next stroke, the score is fifteen-thirty. 

When both players have forty, the score is called “deuce.” When a 
game stands at deuce, a player must win two strokes in a row to win the 
game. When the score is deuce and a player wins the next stroke, it is 
scored as his “advantage.” If the server wins the stroke, it is'called ad¬ 
vantage in; if the receiver wins it, it is called advantage out. If a player 
who has “advantage” wins the next stroke, he wins the game. However, 
if he loses the next stroke, the score becomes deuce again. 

A set is won by the side first winning six games, except when the score 
in game is five all . In this case one side must win two more than the 
opponents to win, for example, 7-5, 8-6. 

Let.-—This is an old tennis term meaning that the play counts for 
nothing and is to be played over as if it had not occurred. There are 
three cases: 

1. A ball served before the opponents are ready. This cannot be claimed if 
the opponent strikes at the ball as if to return it. 

2. A served ball that touches the top of the net and then goes on over and into 
the proper service court. This is called a “net ball” and applies only to served 
balls. A returned ball doing the same thing is good and play goes on. 

3. When a player is prevented from making a play by interference from out* 
.side, as when a visitor runs across die court, a dog seizes a ball, and so forth. 

Out of Bounds .—A ball is out of bounds only when it has struck the 
ground (or some permanent fixture) outside the court. If it falls on a 
line it is good. A player stopping a kali and claimiogjhat it was going 
. ^ ttee same thing is true if he allows a ball in |rfay <o 
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Order of Serving .—In playing singles, players serve alternately. In play¬ 
ing doubles, each team may choose which of the two players shall serve 
first, but when this is once begun the same order must be kept throughout 
the set. In a three-handed game the single player serves every other game 
and does not cover the alleys, while his two opponents serve alternately 
and play the whole court. 

Points .—A point is won in any of the following cases: 

1. When an opponent fails to return a ball. 

2 . When an opponent volleys a served ball. 

3. When an opponent serves a double fault. 

4. When an opponent allows a ball in play to hit him. 

5. When an opponent touches the net during play. 

6 . When an opponent strikes a ball before it has passed the net. 

Matches .—Usually the team winning two sets out of three wins the 
match. Sometimes, in important cases, as in the finals of a tournament, 
three out of five must be won. 

Team Competition .—In tennis matches between two schools or clubs, 
there are two pl^is in common use: (1) four singles matches and two 
doubles matches aqe played; (2) six singles matches and two doubles matches 
are played. The latter plan is usually used when the schools are close to¬ 
gether and traveling expense is not an important item. 

When several teams are competing, the players of all of the teams are 
arranged in an elimination tournament. The winner of each match in any 
round of the tournament scores one point for his team. Thus an indi¬ 
vidual as well as a team championship is determined. The doubles matches 
are handled in the same way. 


Table Tennis 

{Ping-Pong) 

Play Room, Home, Club Junior High School to Adults 

Table Tennis or Ping-Pong is a miniature type of Tennis played on a 
table with a small celluloid ball. It is the outgrowth of a number of forms 
of miniature tennis developed late in the last century, these games being 
played with web-covered balls on the floor. The present form of Table 
Tennis, under the name of Ping-Pong, developed into a craze at the be¬ 
ginning of the present century, and then waned in popularity for several 
years, being {flayed for the most part by experts. In recent years it has 
won back the popularity it deserves and is being played today with a 
strenuousness and skill unknown in the M gay nineties.” Table Tennis in- 
volves considerable exercise and a large element of skill. 

ruks are for official tournament play: 

', - nine. feet long and five feet wide, painted dark 

■ > three-quarter' inch white line around the outlide edges and 
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lengthwise down the center. It sets thirty inches above the floor. For 
home play tables eight feet long and four feet wide may be used. 

The net is of dark green material bound with white tape and is stretched 
crosswise across the center of the table so that the top is six-and-three- 
fourths inches above the table. 

Balls and Rackets. —Official celluloid ping-pong balls are used. The 
rackets are of wood and may be surfaced with sandpaper, leather, cork, or 
rubber to suit the preference of the player. The blade is five-and-one- 
fourth inches wide, and six-and-one-half inches long, attached to a five-inch 
handle. 

Choice of Service or Court .—The right to serve or receive in the first 
game of each match is determined by toss. If the toss winner chooses to 
be server or receiver, his opponent has the choice of court, or vice versa. 

The player who serves first at the beginning of the first game, receives 
at the beginning of the second game. At the end of each game the players 
change ends of the table. 

Service. —Throughout the game except when the score is twenty all, the 
server becomes the receiver and the receiver becomes the server after each 
five points. When the score is twenty all, the server becomes the receiver 
and the receiver becomes the server after each point. 

The server stands behind his end of the table and strikes the ball with 
his racket so that it bounces from the table on his (the server’s) side of the 
net and passes over the net and bounces upon any portion of the table on 
the receiver’s side. 

The server’s racket and the ball must be behind the end line of the 
server’s court and between the imaginary extensions of the side lines when 
he first strikes the ball; should he miss the ball entirely he loses the point 
to his opponent. 

The Play. —The server having made a good service, the receiver attempts 
to make a good return, and thereafter the server and receiver alternately 
make a good return until a point is scored. In making a good return, the 
player strikes the ball in one stroke upon its first bounce, so that it passes 
directly over or past the end of the net and touches the playing surface of 
his opponent’s side of the table. Striking the ball more than once is 
prohibited. 

Scoring .—A player loses one point: 

1. If he fails to make a good service. 

2. If he fails to return a good service or good return by his opponent. 

3. If he or his paddle touches the net while the ball is in play. 

4. If he moves the table while the ball is in play* 

5. If his free hand touches the playing surface while the ball is in play. 

& If the ball in play comes in contact with him before it haspassed over 
the end lines or side lines of the table and has not vet touched the playing sur¬ 
face si&c* b<s^ struck by his opponent. 
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7. If a player volleys the ball, that is, strikes or is struck by a ball within his 
court before it has dropped on the table. 

Let .—It is a let and another ball is served under the following condi¬ 
tions: 

1. If a served ball touches the net or its supports in passing over the net, pro¬ 
vided the serve is otherwise good. 

2. If the ball is served when the receiver is not ready. If the receiver strikes 
the ball, he cannot be considered as being unready. 

3. If either player loses the point because of an accident not under his control. 

Faults .—Violation of the service rules is a fault and scores one point for 
the receiver. 

Game and Match .—The player first winning twenty-one points wins the 
game, except that when the score is twenty all, the player wins who first 
makes two more points than his opponent. 

A match consists of the best two out of three games. In tournaments, 
if the players so elect, the final match may consist of the best three out of 
five games. 

Table Tenni^ Doubles.—In doubles, four players compete, two on 
each side. The regular rules for singles apply except that the minor courts 
of the table, established by the lengthwise center line are used in service. 

The pair who are to start the game by serving decide between themselves 
which one will serve the first five balls, and their opponents decide which 
will receive. The selected partner delivers the first five services which are 
received by the selected partner of the receiving pair. Then the player 
who received delivers the next five services which are received by the 
player who started the serving. The third five services are delivered by 
the partner of the server of the first five services, and are received by the 
partner of the receiver of the first five services. The fourth five services 
are delivered by the partner of the receiver of the first five services, and 
are received by the partner of the server of the first five services. The fifth 
five services are delivered by the server who started the game, and so on 
until the game is won or until the score is twenty all. In the latter case 
each server in order delivers one service each turn until the game is won. 

The service is made diagonally across the table, first right to left, then 
left to right, and so on. The server’s position must be at the right of the 
center line when he makes a right-to-left service, and to the left of the line 
when he makes a left-to-right service. 

Variation—Tennis Service. —The service described above is standard. 
The service known as the "tennis service,” however, has been official until 
recendy and is still preferred by some players and used in some tournaments. 

In this, the minor courts, established by the lengthwise lines are used. 
The fervor stands behind the end of the table, drops or tosses; the ball, and 
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hits it with the paddle so that it touches first within the receiver’s right 
minof court. The service is made diagonally from right to left, then left 
to right, and so on alternately as in Lawn Tennis. Only one ball is served 
—there is no second service as in tennis. 

At the point of impact of racket on ball, both must be behind the end 
line of the server’s court and between an imaginary extension of the side 
lines. The ball when struck must be below the level of the waist. The 
service must be strictly underhand—no part of the racket except the handle 
may be above the waist when the ball is struck. Should the server miss 
the ball entirely the stroke does not count, but should he touch the ball, 
however slightly, it is a service. 

The order of play after the service is as follows: (i) the server 
serves, (2) the receiver makes a good return, (3) the partner of the server 
makes a good return, (4) the partner of the receiver makes a good return, 
(5) the server makes a good return, and so on. 

If a player serves or receives out of turn, the mistake must be corrected 
as soon as discovered, unless five consecutive serves have been completed, 
in which case the service and receiving continues in regular order and no 
penalty is inflicted. 1 

Variation—Tennis Scoring.—While the method of scoring that is 
described above is official for tournament play, the lawn tennis count is 
sometimes used for informal play. The play is the same as in the game 
described under Table Tennis above, but the scoring is as in Lawn Tennis. 

Paddle Tennis 

Playground, Gymnasium Late Elementary and Junior High Schools 

Paddle Tennis was originated by F. P. Beal years ago but was not per¬ 
fected and standardized by him until about 1920. 

Paddle Tennis is a game similar to Lawn Tennis but played on a small 
court. The smallness of the space needed and inexpensiveness of con¬ 
struction and upkeep, together with the appeal of the game itself, have 
made it widely used for playground and recreational purposes. 

Court .—The lay out of the court is exactly the same as in Lawn Tennis, 
except that it is one-fourth the size of that used in Lawn Tennis. In laying 
it out, all dimensions of the Lawn Tennis court should be cut in half (see 
Figure 51). For outdoor use the lines can be marked out with lime or 
tape. The height of the net at the posts is two feet and four inches; a sag 
of two inches is permitted at the center. x ’ 

*$ee C, G. Schaad, Ping-Pong. New York: Houghton Mifflin Co., 1930. 
Also W. R. Stewart, Table Tennis Twites* Chicago: Martin Publishing bom* 
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Equipment .—Official paddle-tennis paddles and balls are used. The 
paddles are made of hard wood, usually three-ply glued. They are fourteen- 
and-three-quarters inches long by seven-and-one-hal£ inches wide. The 
ball is of light-weight, solid sponge rubber. 

Rules of the Game .—Same as Lawn Tennis. 

Slab Tennis.—This game differs from Paddle Tennis only in the type 
of paddle used. Instead of the wooden paddle with a handle, a circular 
disk of wood is used which is held to the hand by a leather strap on the 
back side. 

To make the disks, saw out circular pieces of one-half-inch wood, nine 
inches in diameter, and attach a leather or heavy canvas strap on the back 
with tacks or screws. 

The court is the same as in Paddle Tennis. A paddle-tennis ball of 
sponge rubber is best, although an ordinary tennis ball may be used. 

The hand is slipped through the leather strap and the play proceeds as 
in Paddle Tennis. The ball can be played very accurately with the slab 
and may be hit as hard as the player desires. 


Sidewalk Tennis 

Sidewalk Club Room Elementary School 

This game is played on a sidewalk with a rubber ball batted by the 
hand. 

Court .—Four squares of the sidewalk are used, each three feet square, 


B 



B 

Figure 52. 


as in Figure 52. Line B divides the court and constitutes an imaginary 
net Lines A and C are foul lines behind which the server stands. 

Ball .—A tennis ball or any similar rubber ball is used. 

Service .—The players stand as indicated. The server must not step 
over the foul line in serving. He tosses the ball end bats it with the palm 
of die hand so that it falls in the cot|rt over line B. Only one attempt at 
service is allowed. 

Tke Play^—A served ball must bounce once before being played. There- 
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after it may be volleyed or played on the first bounce. The hand must be 
kept open and the ball “palmed.” 

Scoring .—Only the server scores. He continues to serve as long as he 
wins. He scores one point each time the opponent fails to return the ball 
fairly. He loses the serve when he (i) fails to serve into the opposing 
court, (2) steps over the foul line in serving, (3) fails to return the ball 
fairly into the opposing court. 

The game consists of eleven points, except when the score is tied at 
ten all . In this case the server must win two points in succession to win. 

Hand Tennis 

Playground, Gymnasium Late Elementary and Junior High Schools 

Court. —A paddle-tennis court and net are used. The court is eighteen 
by thirty-nine feet in size and the net two feet four inches high. On each 
side of the net and three feet from it, a line is drawn across the court 
parallel to the net, known as the foul line. The service-court lines used 
in Tennis are not needed. 

Ball. —Any softjrubber ball which bounds freely may be used. 

Teams. —One 01*two players on a side. 

Object of the Game. —The object is to keep the ball in play by batting 
it with either hand across the net, striking it either on the fly or first 
bounce. 

Serving. —The ball is served from behind the rear line by dropping it 
to the ground and batting it on the first bounce over the net with an 
underhand swing. To be considered an underhand serve, the ball must be 
below the waist when struck. Only one attempt is permitted. In case the 
served ball hits the top of the net and goes over, it is a “let,” and the ball 
is served over. The server continues to serve as long as he scores points; 
when he fails to score the point, he loses the serve. 

In the doubles game, the side serving at the start of the game has only 
one hand; when the first server is out the ball goes to the opponents to be 
served. After this first inning, both players on each side serve in suc¬ 
cession before the ball goes to the opponents; that is, when one is out, his 
partner serves. 

Returning the Ball. —The procedure is as in Lawn Tennis. Players are 
not permitted to step across the foul line during play. 

Scoring. —Points are scored only by the serving side. The serving side 
scores one point (1) when the opponents fail to return the ball over the 
net $0 that it strikes the ground within the opposing court; (2) when the 
opponents step over the foul line during play. 

Failure of the serving side to-return the ball, or stepping over the foul 
line, puts the server out 

The game consists of fifteen points. * 
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N^t Hand Ball.—The court is thirty by sboy y feet in size and four or 
more players play on a side. The rules of EUnd Tennis apply. 

Whittennis 

Playground, Gymnasium Junior High School to Adults 

Whittennis is a game closely resembling Tennis but has the distinctive 
feature of having a basket two feet in diameter attached to the middle of 
the net. This basket is a hazard t in service and should the ball be served 
into it, it is a fault and the point is lost. In the course of play, however, 
hitting the ball into the basket scores one point. In other respects, points 
are scored as in Tennis. The court is forty feet long and fifteen feet wide* 
The net is three feet high. 2 

Badminton 

Playground, Gymnasium Junior High School to Adults 

Badminton was originated in India and had its chief development in 
England. It is an older game than Lawn Tennis. The game is played 
extensively in England and Canada, and in recent years has gained a de¬ 
cided foothold in the United States. Its popularity has grown constantly. 
It is less strenuous than Tennis and thus is better suited for general recrea¬ 
tional use. The shuttlecock does not bounce and consequently a smooth 
surface for the court is not needed as in Tennis; the court can be con¬ 
structed quickly on any level piece of ground. 

Court. —The court is twenty feet wide and forty-four feet long, laid 
out as in Figure 53. The two alleys down each side of the court, measuring 
eighteen inches in width, are out of bounds in singles play and are used 
only in doubles play. 

The net is stretched at a height of five feet to the top. 

Equipment.— Instead of a ball an official shuttlecock is used, consisting 
of a piece of cork with feathers attached. The rackets are much smaller 
and lighter than tennis rackets. 

Object of Game.— The object is to bat the shuttle back and forth across 
the net with the racket without permitting it to touch the ground, endeavor¬ 
ing to so bat it into the opposing court that the opponents cannot return it. 

Serving.—Only an underhand swing of the racket is permitted in 
saving. The service is considered overhand and illegal if the shuttle, at 
the instant of being struck, is higher than the server's waist. 

The server starting the play stands in the right-hand half of the court 
and serves to the opposite right-hand half-court, If the server wins the 
time from the left-hand 

see Rules of Whittennis * Amesbury, Massachusetts: 


pqtpt ne serves tfte next 
rules, 
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In a game of fifteen aces, when the score is thirteen all, the side which 
first reached thirteen has the privilege of “setting” the game to five, and 
when the game is fourteen all, the side which first reached fourteen has the 
privilege of “setting” the game to three. When the game has been “set” 
the side that wins the five or three, according as the game has been “set,” 
wins the game. 

In the game of twenty-one aces the same method of scoring is used, 
substituting nineteen and twenty for thirteen and fourteen. In the game 
of eleven aces, nine and ten are substituted for thirteen and fourteen. 

Sponge Badminton 

Playground, Gymnasium, Camp Late Elementary School to Adults 

This game substitutes an ordinary sponge for the fragile and short-lived 
shuttlecock used in Badminton. Otherwise, the game is exactly like Bad¬ 
minton. 

The sponge ball is almost equally as light as a shuttle, and while its 
action is slightly different, it is almost equally as fast. One sponge will 
last a whole seasorrf whereas shuttlecocks often do not stand up for more 
than a day of constant use. The use of the sponge makes Badminton 
possible for those playgrounds and summer camps which otherwise might 
not be able to afford to supply shuttlecocks. The game may be played 
with either Badminton rackets or paddles as described under Paddle Bad¬ 
minton. 

To make the sponge ball, secure a large sponge (not sponge rubber) 
and cut it down with scissors to a round ball measuring three-and-one-half 
inches in diameter. 

Paddle Badminton 

Playground, Gymnasium, Camp Late Elementary School to Adults 

Badminton can be played very successfully with paddles instead of 
rackets. Badminton rackets are light and fragile, and consequently the 
expense caused by breakage has militated against the general use of the 
game on playgrounds and in summer camps. The use of paddles will be 
found much more economical and almost equally as satisfactory. The 
size of the court remains the same. 

Regular paddle-tennis paddles may be used, but it will be more satis¬ 
factory to have smaller paddles made resembling Badminton rackets in 
size and shape. These are made of onc-fourth-inch material, sixteen inches 
long; the striking surface is a six-by-six-inch oval and the handle ten inches 
long, tapering in width from one-and-one-half inches at the end to one 
inch at the blade. 

The game may fce played either with shuttlecocks or a sponge ball as 
deser&ed under Sponge Badminton. 
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" Team Form. —Paddle Badminton may be played on a team basis by 
incrlasing the width of the court—regardless of the number of players, 
the length remains the same. For six-man teams the width should be forty 
feet, and for eight-man teams, fifty feet. The game is played with paddles 
and shuttlecocks or sponges, and follows the rules of Volleyball. 

Aerial Darts 

Playground, Gymnasium, Camp , Junior High School to Adults 

The court is twenty by fifty feet in size. Teams may consist of two or 
more players. Regular shuttlecocks are used and the players are equipped 
with paddles, tennis rackets, or badminton rackets. The rules follow those 
of Volleyball. 

Feather Ball 
{Hand Badminton) 

Playground, Gymnasium Late Elementary and Junior High Schools 

While this game is not played with a net, it is similar in principle to 
the net games and is included here. 

A feather ball or shuttlecock is used. The court is twenty feet wide and 
thirty feet long with a line (imaginary net) drawn across the center di¬ 
viding it into two courts twenty by fifteen feet in size. Teams may consist 
of from two to six players, each occupying one-half of the court. The 
server bats the shuttle with his open hand to the opposite court and it is 
returned in similar manner. The object is to keep the shuttle from touch¬ 
ing the floor. The rules of Volleyball apply to serving, line ball, volleying, 
relaying the ball, and scoring. Fifteen points constitute A game. 


Volleyball 

Playground, Gymnasium Junior High School to Adults 

Volleyball was invented in 1895 by William G. Morgan, then the 
director of a YM.C.A. gymnasium at Holyoke, Massachusetts. His object 
was to find a game that would keep more players busy on a small space 
than could Basketball, and at the same time be less violent and involve less 
personal encounter. The name is taken from Tennis and means to hit the 
ball before it strikes the ground; this is the idea of the game—to keep the 
ball in the air all the time by striking it forward and upward by one or 
both hands. 

Bsff.—The game is played with a regulation volleyball which is one 
Inch less in diameter than a basketball and is much lighter, weighing be- 
tween one-third and one-half as much. For inform^ pfity fay children , a 
luesd.' ■’ ^ iv - 
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Court *—The size of the regulation court for men is thirty by sixty feet, 
divided by the net into two areas, each thirty feet square. For girls and 
younger players it is wise to reduce the size of the court to twenty-five by 
fifty feet. 

The net is thirty-two feet long and is stretched tightly across the court 
midway between the end lines and parallel to them, attached to posts out¬ 
side the court. The height of the net for official men’s play is eight feet 
from the ground to the top of the net, but for general school use and for 
young players it is recommended that the height be lowered to seven feet 
six inches. If the size of the players demand, it may even be dropped to 
six feet six inches. 

Teams .—In official match play six players constitute a team, arranged 



as in the left half of the diagram. The game may be played, however, by 
as many as twelve on a team, in which case the players are arranged as 
shown in the right half of Figure 54. For match play for women, eight 
players constitute a team. 

Rotation .—It is not customary in Volleyball, as it is in most games, to 
have the players hold the same positions throughout the game; they rotate, 
shiftin g to each position in turn, moving forward one place every time 
their side gets a turn at serving. When a player has reached the place 
indicated on the diagram by the highest number, he shifts next time back 
to die rear position indicated by number 1, and becomes server. 

Serving .—The player occupying the right back position (number 1 in 
standing with both feet behind his own hackling tosses 
then bats it with his hand forward over the net. The hand: 
>pen or closed in serving. The served ball must not touch 


the diagram). 
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the ipet or any player of the serving side, must go over the top of the net 
and fall in the opponents’ court. Otherwise the serve is lost and the ball 
goes to the opponents. For men, only one attempt is permitted in serving, 
but the rules for women permit two attempts. When inexperienced boys 
are playing it is wise to permit two attempts. A player serves only so 
long as his side wins; when it fails to win it is out and. the opposing side 
serves. The players serve in turn as they get successive innings, rotating 
as soon as they get possession of the ball for service. 

Returning the Ball .—When the ball is fairly served, the players of the 
opposing side try to keep it in the air, and to bat it back over the net. Play 
continues in this manner until the ball strikes the floor, strikes the person 
of a player below the hips, goes out of bounds, or until, for some reason, 
the ball is declared dead. Male players may use any part of the body 
above the hips in playing the ball, but girls are not permitted to give the 
ball momentum in any way except with the hands and arms. A ball 
touching the top of the net in going over is still in play, except in the case 
of a served ball. 

Relaying the Ball .—When two or more players of the same side hit the 
ball in turn before it goes over the net, it is called “relaying the ball.” 
This adds interest to the game and makes team play possible. The ball 
may be relayed with the following limitations: 

1. A serve may not be relayed. 

2. A player may not play the ball twice in succession without its being touched 
by another player. 

3. In the game for men and larger boys the ball may be hit only three times 
by the players of one side before it goes over the net. In the game for girls, the 
ball may be relayed any number of times provided the same player does not strike 
it twice in succession and provided the team is not considered as willfully delay¬ 
ing the game. 

Violation of any of these rules forfeits the point to the opponents. 

Out of Bounds .—The ball is out of bounds whenever it strikes the 
floor, wall, or any person or object outside the playing field. When the 
ball hits an object suspended from the ceiling within the field, the ball 
should be served again unless the opposing side, by playing the ball, tacitly 
agrees that play should go on. 

When the ball strikes outside, the point is lost by the side that last 
touched it. When a player in trying to return the ball bats it out of the 
Geld on his own side of the net, it may be recovered by any player of that 
side before it strikes. When a ball goes in the net it, may be recovered in 
like manner if this can be done without the player's touching the net. 

lUegd Plays.—A> player may not*— 

r. Strike the ball while he is supported by an object or a not her player. 

2- Bat the ball twicc in succession. 
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3. Catch or hold the ball. 

4. Reach over the net to strike the ball. 

5. Serve out of regular order or step on or over back line in serving. 

6. Touch the net while the ball is in play. 

7. Interfere with the opponents by entering their court while play is in 
progress. 

8. Delay the game unnecessarily. 

Any of the above illegal plays either forfeits the point, or the ball goes 
to the opponents. 

Scoring .—When the serving side wins the point, it counts one for that 
side. Only the serving side scores. 3 If the serving side loses the point the 
service goes to the other side. The serving side scores a point whenever— 

1. A legally served ball is not returned. 

2. An opponent makes an illegal play. 

The serving side is out whenever— 

x. The server fails to make a legal serve. 

2. They fail to return a ball. 

3. Any player orthat side makes an illegal play. 

In the men’s game, the side having a two point lead at fifteen or more 
points wins the game, that is, if a team reaches fifteen points and its op¬ 
ponents have thirteen, it wins because it has a two point lead. If the score 
is fifteen to fourteen, however, the game has not terminated. The play 
must continue until one team scores two points more than its opponents. 

In the girls’ game the team wins which scores the most points in a 
playing period of thirty minutes (two fifteen-minute halves). 

Changing Courts .—The teams change courts at the end of each game. 
If the sun and wind is a factor affecting the play, the captain of the team 
with the lesser score may request a change of courts as soon as the opposing 
team has scored eight points. Only one such change is permitted during 
a game. 

Officials. —The officials for match games are a referee, a scorer, and two 
linesmen, one of whom stands at the left end of each base line. 

Giant Volleyball 

Gymnasium, Playground Junior High School to Adults 

Giant Volleyball is played on a regular Volleyball court but uses a cage 
ball thirty inches in diameter. The teams may consist of as many as fifteen 

8 Schools and other organizations operating on a definite schedule often find 
that this method of scoring causes the games to last longer than the limit allowed 
for the play. Under these conditions, the game may be shortened by allowing 
tbejj^ivii^ side to score one point each time it retires the serving side. 
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players. It follows the rules of Volleyball except that a served ball may be 
relayed by two players. 

Playing the ball with the head is much used in this game. 

Balloon Volleyball 

Club, Party, Schoolroom Late Elementary School to Adults 

This is an excellent recreational game for clubroom or social gathering. 
It is played enthusiastically by mixed groups. The game is more strenuous 
than one would imagine, owing to the fact that the balloon falls so slowly 
that there is much jumping and stretching to reach it; it also must be hit 
forcefully to make it carry. 

An ordinary toy balloon is used. Stretch a rope across the room six 
feet six inches from the ground to serve as a net. Establish side lines but 
it is not necessary to establish a back line. Draw a serving line on each 
side six feet from the net. The rules of Volleyball apply with the following 
exceptions: 

1. Two attempts are permitted in serving the balloon. 

2. The served balloon may be relayed once in order to get it over the rope. 

3. When in play, the balloon may be relayed five times before it is batted over 
the rope, provided that no player bats it twice in succession. 

Clubroom Volleyball. —The game is played with a volleyball blad¬ 
der protected by a covering of thin cloth. In place of the net, a rope is 
stretched across the room seven feet from the floor. The game is governed 
by all the rules of Volleyball. 


Toss Ball 

Yard, Playground Elementary School 

Wherever deck-tennis and badminton courts are found, children will be 
seen tossing balls over the net. Toss Ball is played on such a court and is 
intended as nothing more than informal play for small children. A light 
volleyball is used and two or three children constitute a team. The ball is 
either tossed and caught, or volleyed over the net. In other respects the 
rules of Volleyball apply. 

Doubles Volleyball 

Playground, Gymnasium Elementary Moot 

This is played on a badminton court or court of similar size. Two 
player* play on a side and the regularrulcs of Volleyball apply, 

of this game allows the bail to be bounced once in passing 
* between two players before it is batted over die net- 1 
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Singles Volleyball. —This is played on a badminton or deck-tennis 
court with one player on each side, following the general procedure of 
Volleyball. 

Water Volleyball 

See Water Volleyball in Chapter XXVI, “Water Activities.” 

Newcomb 

Newcomb is described in Chapter XXV, “Games of the Basketball 
Type.” While the game uses a net, court, and ball similar to those used in 
Volleyball, the ball is caught and thrown rather than batted, and the object 
of the game is to develop throwing and catching ability. It is a throwing 
rather than a batting game and therefore conforms to the basketball type 
rather than the tennis type. 

Cabinet Ball 

Cabinet Ball is described in Chapter XXV, “Games of the Basketball 
Type.” It is a game played with a light medicine ball following the 
general plan of VoUbyball except that the ball is caught and thrown, which 
causes it to be classified as a game of the basketball type. 

Volley Bounceball 4 

Playground, Gymnasium Junior High School to Adults 

Of the many variations of Volleyball in which the ball is permitted to 
bounce on the floor, this is probably the best for male players. It is a fast 
game and many who know it prefer it to Volleyball. 

Court and Ball .—Same as in Volleyball except that the net is four feet 
high. 

Serve .— Same as in Volleyball. 

Returning the BalL —The ball may be played either on the fly or first 
bounce. The players may play the ball with the hands or any part of the 
body above the hips. If the ball hits a player below the hips, it is dead 
and the point is lost by the team whose player was hit. Since the net is 
low, the ball may be hit with great force, and much of the play consists 
of attempting to hit opposing players on the legs, inasmuch as the point 
is won thereby; whereas if the ball hits the floor, it is still in play and may 
be returned on the first bounce. 

The ball may be relayed following the rules of relaying in Volleyball 
except that it may be either volleyed or bounced. The ball must cross the 
net directly from die body of the player and may not be bounced over. 

Scoring.—Ass in Volleyball. 

‘Contributed by Richard Bone and Max Grab, North Cincinnati Gymna* 

r,' ,",77 )“* 
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Bounce Volleyball 

Playground, Gymnasium Late Elementary and Junior High Schools 

Court .—Same as for Volleyball. 

Equipment .—Same as for Volleyball. 

Teams .—Six to twelve players may constitute a team. 

Serving .—Same as for Volleyball. 

Playing the Ball .—After the service, the receiving team must let the ball 
strike the ground once before returning it, hitting it over the net on the 
rebound from the floor. A team may relay the ball by volleying it among 
its own players as many times as it chooses before allowing the ball to hit 
the floor, provided the same player does not hit it twice in succession and 
provided the team is not considered to be willfully delaying the game. 
Once the ball hits the floor, however, it must be knocked across the net 
on the first bounce. 

Scoring .—Only the serving team scores. It scores one point when— 

1. The opposing team fails to return the ball so that it falls in the court. 

2. The opposing team allows the ball to hit the floor more than once. 

3. A member of the opposing team hits the ball twice in succession. 

4. The opposing team hits the ball more than once after it strikes the floor. 

5. The opposing team fails to let the ball hit the floor. 

6. A member of the opposing team catches the ball. 

7. A member of the opposing team touches the net. 

When the serving side commits any of the above fouls, it loses the 
service and the ball goes to the opponents for service. The serving team 
also loses the service when it fails to score fairly as described under 
Volleyball. 

The game is won by the team which has a two point lead at fifteen or 
more points as in Volleyball. 

Fist Ball. —This game is practically the same as Bounce Volleyball. 
It differs in the following respects: 

x. The ball must be struck with the closed fist, both on service and in 
play. 

2. The server is allowed two attempts to serve the ball and players 
of the server’s side may assist the ball over the net. In the case of such an 
assist on the first serve, the server is out if the ball does not land in the 
opposing court. If there is no assist and the serve is not good, the server 
has a second attempt. 

Bounce Netball 

Playground, Gymnasium Elemental and Junior High Schools 

Court. —The game is played with a volleyball on a volleyball court with 
the net lowered to a height of five fecit. It follows all the rules of Volley* 
bail with the following exceptions; 
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Serving .—The server stands behind the back line and throws the ball 
so that it bounces on his own side of the court and goes over the net, 
landing in the opposing court. Only one attempt is allowed. If the served 
ball hits the top of the net and goes over, it is a “let” and is served over. 

Returning the Ball .—The receiving players bat the ball with the hands 
so that it will bounce and go over the net. Volleying is not permitted; 
the ball must always be bounced on the floor. The ball may be bounced 
between team mates any number of times before it is bounced over the 
net, provided the same player does not hit it twice in succession and pro¬ 
vided the team is not considered as willfully delaying the game. 

Spongeball 

Playground , Gymnasium Late Elementary School to Adults 

This is a delightful, inexpensive, and not-too-strenuous recreational game 
which was originated by A. B. Wegener. It uses a ball made from an 
ordinary sponge. The action of the sponge is different from that of any 
other ball. 

Court .—A voltarball court and net are used. 

Equipment .—Tfie ball is made from a large sponge and is cut out round 
to measure approximately three-and-one-half inches in diameter; it is 
slightly smaller than the twelve-inch softball. 

Paddle-tennis rackets or regular tennis rackets may be used. 

Teams .—The teams consist of six players. Larger teams lead to confu¬ 
sion and the hitting of players with the paddles. 

Object of the Game .—The object is to bat the ball over the net into 
the opponents’ court. 

The Play .—The play follows the general plan of Volleyball, except that 
the ball is batted with the paddles. The players are stationed and rotate 
as in Volleyball. 

Service .—The server stands behind the back line and serves by batting 
the ball either with an overhand or underhand swing. A second attempt 
is permitted if the first attempt is not good. No volleying is permitted on 
the service. 

Fouls .—The following are fouls: 

1. Crossing the service line in serving. 

2. A player hitting the ball twice in succession. 

3. More than three players hitting the ball before it is hit across the net. 

4. Touching the net with paddle or body. 

5. Playing the ball in any way except with the paddle. 

6. Striking another player’s paddle. 

Swing*—Only the serving side scores. It scores one point each time 
the opponents commit a foul or fail to return the ball fairly into the 
serve’s court* 
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Hie team wins that has a two-point lead when fifteen or more points 
nave been scored. 

Tennis Volleyball. —In this game the players use tennis rackets or 
paddle-tennis rackets, and a tennis or paddle-tennis ball. It is played on a 
volleyball court with six-men teams. The rules are exactly the same as 
those used in Spongeball. 

Leeball 6 

Playground, Gymnasium Late Elementary School to Adults 

This game combines the fundamentals of Volleyball and Paddle Tennis. 

Court .—A regulation volleyball court may be used, although a court six 
feet shorter than a volleyball court in length is preferable. 

Equipment *—A volleyball net five feet in height is stretched across the 
floor dividing the playing space into two equal sections. The game is 
played with paddle-tennis paddles and a sport ball five inches in diameter. 

Players *—The teams consist of six players if the court is of the size 
recommended—more than this cannot be accommodated without danger 
of the players being hit with the paddles. If a larger playing area is used, 
more players may be added. The players are lined up in two rows of 
three each. 

Object of the Game—Tht object of the game is for each team to keep 
the ball in play toward its opponents’ court as in Volleyball by batting it 
with the paddle. 

Serving *—The players rotate as in Volleyball. A player continues to 
serve until the ball is lost by her team’s failure to legally return the ball. 
The ball may be served or batted with either an over- or under-arm stroke. 
Two serves are permitted provided the first serve is not good. 

Fouls *—The following are fouls: 

1. Contacting the net with body or paddle. 

2 . Crossing the service line in serving. 

3* A player making more than two hits in succession, or more than three 
players playing the ball before it is volleyed across the net. 

4. Batting the ball out of bounds. 

5. Striking another player’s paddle. 

Scoring *—Only the serving side scores. It scores one point whenever 
the opposing side commits a foul. When the serving side commits a foul, 
the ball goes to the opposing side for service. 

Length of Game *—The game is played in two halves of fifteen minutes 
each, with the teams changing courts at half time* The team WW that 
has the highest score at the expiration of the playing time. 

originated recently by the girls of t^ylor Aljdei^ 
Pittsburgh, Pennsylvania, and was contributed by - Jeanne : E. 
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Officials .—There arc two officials needed, a referee and a combined 
timer and scorer. 

Bounceball 6 

( Volley-Tennis) 

Playground, Gymnasium Late Elementary School to Adults—Women 

This game was originated by Carolyn Shaw. It resembles Volleyball in 
type but is played with the net at the height used in Tennis. 

Court .—A court thirty-six by fifty feet is used. If the teams number 
more than twelve players, the size should be increased slighdy. A tennis 
net is stretched across the court, measuring three feet high at the center. 
Eighteen feet back from the center of the net on each side, establish a 
serving line. A volleyball is used. 

; Teams .—From six to fifteen players may play on a team. The players 
are numbered and rotate as in Volleyball. 

Serving .—The server stands on the serving line midway between the 
side lines and serves by tossing up the ball and hitting it with the flat of 
the hand, serving it over the net before it hits the floor. The server has 
two chances to make a good serve. 

If the served bill goes short of the net, another player may assist it 
over provided it has not touched the floor or any person. The assisting 
player must hit the ball with the flat of the hand and not more than twice. 
If the assisted service fails, a second chance to serve is forfeited. 

If a served ball touches the top of the net and goes over, the service is 
repeated. 

Returning the Ball .—The receiving side returns the ball by batting it 
either before it hits the floor or after one bounce, and play continues in 
this way. The ball may bounce once between each time it is hit by a 
player, but not more than once. The ball may be hit from player to 
player on the same team but must be hit with the flat of the hand and not 
bounced off his body. A player may hit the ball twice in succession but 
thereafter may not touch it until it has been played by another player. 
Dribbling downward is not permitted—the ball must be hit up in an effort 
to put it over the net or to another player. The ball must go over the net 
directly off a playef’s hands, not bounced over. Reaching over the net is 
not permitted. 

Scoring *—Only the serving side scores. It scores one point each time 
the opponents fail to return the ball fairly. When the serving side fails, 
the service goes to the opponents. 

Length of Game.—The game is played in two halves of fourteen minutes 
each with a two-minute intermission. The teams change courts between 

rales ate condensed from C. Shaw, “Bounceball^ American Physical 
May, 1923. ' 
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halves^and the side serving at the end of the first half continues at the 
beginning of the second half. 

Deck Tennis 

Playground, Gymnasium, Camp Late Elementary School to Adults 

This game was originated by Cleve F. Schaffer, as a game for a re¬ 
stricted playing space. Its first popularity was attained as a shipboard 
game and later it became widely used as a land sport. As a recreational game 
for playground, gymnasium, camp, and back yard, it has a far-flung fol¬ 
lowing. It requires but little space, the equipment is inexpensive, and the 
game can be enjoyed the first time it is played. 

Deck Tennis is not a true game of the tennis type in that the ring is 



Figure 55. 

caught and thrown rather than batted, but it resembles the tennis type in 
other respects. 

Court.— The court is eighteen feet wide and forty feet long as illus¬ 
trated in Figure 55. Three feet in from each side line and parallel to it, a 
line is drawn, thus creating an alley on each side of the court. This alley is 
used only in doubles play. Midway between the side lines and parallel 
to them a center line is drawn. A foul line is drawn on each side of the 
net, parallel to it and three feet from it. The net is stretched tightly across 
the court, and is four feet eight inches high at #*e posts. 

In singles play, the area inside tl|e side alleys is used and the center 
lengthwise line is disregarded. In doubles play, the entire court is used 
^hh die center line dividing it into right and left service courts* 

pment.—The game is plavtd with a ring or quoit six inches in 
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diameter. It may be made of manila rope, one-half inch thick, with the 
ends spliced together, or the official ring of sponge rubber or inflated rubber 
may be used. 

Teams .—One or two players may play on a side. 

Object of Game .—The object is to toss the ring back and forth across 
the n^ without letting it hit the ground. 

Serving .—The server stands behind the rear line and tosses the ring with 
an underhand motion into the opposing court. Feinting is not per¬ 
mitted and the ring must be delivered with a minimum upward flight of 
six inches. The server has only one attempt to make a good service. If 
the served ring hits the top of the net and falls over into the “dead” area, 
it counts as a bad service and the ring goes to the opponents for service. 
However, if a served ring after hitting the top of the net falls into the 
opposite court, it is a “let” and is served over unless the receiver chooses 
to play it. 

In doubles play, the center line dividing the court into right and left 
service courts is used. The first server stands behind his right-hand court 
and serves diagonally into the opponents’ right-hand court. If the point 
is won, the next setvice is from behind the left-hand court into the op¬ 
ponents’ left-hand eburt, with the server’s partner standing in the other 
court. When the service changes hands, the player who has been serving 
stands in the right-hand court and becomes the receiver. When it changes 
hands again, the service is delivered by the player who has been occupying 
the left-hand court. 

The Play .—After the service, the ring is tossed back and forth across 
the net. The players must use one hand only, the ring being caught with 
this hand and immediately tossed back over the net. It is permissible to 
catch the ring against the body but in no case may the other hand be 
used. The ring must always be tossed, using an underhand or horizontal 
movement of the arm or wrist. The elbow may not be raised above the 
level of the shoulder in tossing unless the ring is caught above the shoulder, 
in which case it may be thrown at the elevation &t which it was caught, 
provided the wrist is turned down and the ring propelled with a tossing 
motion of the wrist. 

The ring must be thrown immediately after it is caught and from the 
spot where it was caught—holding it, stepping with it, feinting, or making 
false motions of throwing are prohibited. The ring must be firmly caught 
on one attempt, not juggled, and must be tossed, not batted. 

Scoring *—Only the server scores and he continues serving as long as he 
wins. The server scores one point when the opponent fails to catch and 
return the ring fairly within the server’s court. If the ring falls into die 
“dead” area, the point is lost. Rings falling on the lines are considered in. 
When the server fails at service or fails to return the ring fairly in play, 
he loses his service. 
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Tljje game consists of fifteen points, unless a “long set” is agreed upon 
before play starts. In this case, if the game reaches fourteen all, it is neces¬ 
sary for a player to secure two points in succession to win. 

Matches consist of the best two out of three games. The players change 
courts after each game. If at the start of the third game, one player scores 
eight points before his opponent scores any, the players change courts. 

Variation.—The game may be scored like Tennis instead of like Vol¬ 
leyball. Many prefer this method. In this case, the center lengthwise line 
is used in singles play as well as doubles. The procedure in service and 
scoring is as described in Lawn Tennis. 

Quoitennis (Tenikoit).—This game is very similar to Deck Tennis 
and differs from it only in the following details: 

Court .—The court is smaller than in Deck Tennis, the court proper 
being nineteen feet long and sixteen feet wide. A line is drawn lengthwise 
of the court midway between the two side lines. Two-and-one-half feet 
behind each end line a serving line is drawn, this line being used in service 
only. There is no “dead” area. The top of the net should be four feet 
eight inches from the ground. 

Equipment .—A hollow, air-vented, rubber ring is used, called a tenikoit. 

Serving .—The server stands with toes touching the service line behind 
his own right-hand court and tosses the tenikoit diagonally into the re¬ 
ceiver’s right-hand court. On the next serve, he stands behind his left- 
hand court and serves into the receiver’s left court. 

The order of serving is as in Lawn Tennis. 

Receiving .—'The receiver stands toeing the back line of the court (not 
the serving line) and is not permitted to cross the line until the tenikoit 
has left the receiver’s hand. Then he runs forward to play the tenikoit. 
In doubles play, however, the partners of the server and receiver may take 
any position they choose in their own courts. 

Scoring .—The Lawn*Tennis system of scoring is used. A match con¬ 
sists of the best two out of three sets. 7 


Ring Volleyball 

Playground, Gymnasium, Camp Late Elementary School to Adults 

This game is played on a deck-tennis court with deck-tennis rings* 
Pour to six play on a side. The game is played according to the rules of 
Volleyball except that the. ring is caught and thrown as in Deck Tennis. 

’ These rules have been .taken from Parker Brothers, Inc, How to Fhtf 
Quoitennis. Copyright, 1933. By permission of Parker Br^hci^ Inc^ ptibU^ie^ 
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Sword Tennis 

Playground, Gymnasium, Yard Junior High School to Adults 

This is the best development of the number of ancient games in which 
a ring is caught and thrown by a cane. It is played on a regular deck- 
tennis court, twenty by forty feet in size except that the dead line is six 
feet from the net. The net should be six feet high. The ring is a hoop 
six inches in diameter. While a deck-tennis ring may be used, an em¬ 
broidery hoop is much to be preferred. Each player holds a walking stick 
or other stick of similar dimensions. 

The game is better when played by two players than by four. The 
procedure is similar to Deck Tennis. The server stands behind the end 
line of the court, holding the hoop on the end of his stick, the stick being 
stuck through the hoop. He tosses it over the net and his opponent catches 
it on his stick and tosses it back. If the hoop is allowed to slide down the 
stick until it hits the player’s hand he loses the point—this is the most diffi¬ 
cult angle of the game. No player may step over the dead line, nor toss 
the hoop so that it falls in front of the opponent’s dead line. 

In other respec^ the game and the scoring is as in Deck Tennis, 

V 

THE WALL GAMES 

In the wall games there is no net, and the court corresponds to one side 
of the lawn-tennis court; the ball is batted against the front wall and is 
played by the opponents when it rebounds. Both sides must use the same 
court, but each side has exclusive right to it in alternation, the side not in 
play being obliged to keep out of the way. 

Handball—Four-Wall Game 

Gymnasium Late Elementary School to Adults 

Ireland claims the honor of originating this game. The original Irish 
game was played in a court with four walls—front, sides, and rear—and 
this type of court is widely used in America today, although the single¬ 
wall court has recently become popular. 

Handball is played by all nations today, but it has reached the height 
of popularity among Latin peoples. It comes close to being the French 
national game. In Canada, most French denominational schools are 
equipped with cement or wooden courts to play this game.. In America, 
it is popular in the recreational sense. For that reason, it is found in 
Y.M.C.A.’s and business men’s clubs as well as in college gymnasiums. 

Court.—The court consists of a room with four walls and a ceiling. It 
ts twenty-two feet wide, twenty-two feet high, and forty-six feet long. The 
bads wall is frequently only ten feet high, leaving a space seven feet in 
hpigitt-behind which a spectators’ gallery is built. 
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Directly across the middle of the court a line is drawn on the floor 
parallel to the front wall, known as the short-line; this line divides the 
court into two halves of equal size (Figure 56). Five feet in front of this 
line another line is drawn, known as the service-line. Eighteen inches 
from each side wall and parallel to it, a line is drawn connecting the 
short-line and the service-line, thus forming two service boxes, one at 
each side of the court. 

Ball .—The standard handball is used. It is a black rubber ball one-and- 
seven-eighths inches thick. In informal play, a tennis ball may be used. 
Players are permitted to protect their hands with gloves of soft material. 
In official play, gloves with the thumb and fingers webbed together are 
prohibited. 

Players .—One or two players constitute a team. 

Serving .—To serve, the player must stand in the serving space between 
the short-line and the service-line. He must bounce the ball on the floor 
and then bat it on the first bounce against the front wall. If he misses the 
ball he is out. He may bounce it three times before swinging at it, but if 
he fails to swing on the third attempt he is out. To be in play, the ball 
must hit the front wall and rebound across the short-line before striking 
the floor. 

If the server’s first serve is declared a “short ball” he is given a second 
service. Failing on the second attempt, he is out. A serve is declared a 
short ball under the following conditions: 

1. If the ball does not rebound beyond the short-line before touching the floor. 

2. If the ball rebounds from the front wall and touches the back wall or 
ceiling before touching the floor. 

3. If the ball rebounds from the front wall and touches both side walls before 
touching the floor. 

4. If the ball rebounds from the front wall over the back wall and out of the 
court. 

5. If the server steps over the service-line or behind the short-line in the act of 
serving. 

6. In the doubles game, if the server’s partner fails to stand in the opposite 
box with his back to the wall while the ball is being served or leaves it before the 
ball crosses the short line. If the ball hits the partner, the serve is played over. 

Order of Serving in Doubles .—The two teams agree as to which team 
shall start serving. When the first server of this team is out, he is followed 
by both his opponents who serve one after the other. Then both members 
of the first team serve in order. Each player must serve his own hand*—to 
serve out of order puts the serving side out. 

Returning the Ball—Alter the ball is serveef one of the opponents must 
return the bail to the front wall* The ball may be played on the fly 6r 
first bounce, but must strike the front wall after it is returned before 
hitting the floor. The ball may not be played by a player after it has been 
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touched by his partner or himself. If the returned ball hits an opponent 
before it hits the front wall it is out of play and must be served over 
without penalty. Hitting a partner with the ball counts as a miss for that 
side. If the ball rebounds from the front wall and goes over the back 
wall into the spectators’ gallery, it is a dead ball and is played over without 
penalty. 

Hinders .— 1 When a player is blocked or interfered with by an opponent 
in attempting to play the ball it is called a “hinder.” If the hinder is unin¬ 
tentional the ball is served over without penalty. Intentional hindering 
causes the offending player to lose the point. It is not a hinder when a 
player is interfered with by a partner. 

Scoring .—The server wins a point if the receiving side fails to return 
the ball fairly. Twenty-one points constitute a game. The server is the 
only one who scores; when he loses he is put out. The server loses when 
he serves two short or long balls, fails to return the ball during play, or 
serves out of order. 


Handball—One-Wall Game 

Playground, Gymnasium Late Elementary School to Adults 

Handball played against a single wall with the remainder of the court 
marked out by lines on the floor is strictly an American game and had 
its origin in New York about 1900. It has enjoyed widespread popu¬ 
larity, owing partly to the fact that many organizations do not have the 
facilities to build four-wall courts. The use of the single wall made 
Handball possible on outdoor playgrounds and in camps. 

Court .—The wall should be sixteen feet high and twenty feet wide. 
The length of the court is thirty-four feet and the width twenty feet. A 
line, known as the short-line, is painted across the floor sixteen feet from 
the front wall and parallel to it (Figure 57). Nine feet behind the short¬ 
line, markers are painted on the floor to designate an imaginary line, known 
as the service-line (see diagram). 

For outdoor courts, a six-foot wire extension should be built above the 
wall and out to the sides, to stop balls which miss the wall. 

Ball .—Same as in Four-wall Handball. 

Players .—Same as in Four-wall Handball. 

Serving.—The server must stand between the short-line and the service- 
line, and must not step over the short-line or outside the side lines while 
serving. Doing so twice in succession puts the server out. The server’s 
partner must stand outside the side lines while the ball is being served and 
cannot enter the court until the ball has crossed the short-line. During 
service, the opponents must stand behind the short-line until the ball has 
rebounded across the short-line. 
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In serving, the ball must be bounced on the floor and struck on the 
first bounce so that it will strike the wall and rebound across the short¬ 
line into the court. The server is allowed three preliminary bounces before 
striking the ball; more than that puts him out. 

A ball served outside the side lines puts the server out. If the served 
ball is a short ball (fails to rebound across the short-line), or if it is a long 



ball (strikes the floor behind the back line), the server is given a second 
attempt. Failing in both attempts, he is out. 

Order of Serving in Doubles .—Same as in Four-wall Handball. 

Returning the Bail .—'Following a good service, one of the opponents 
must return the ball to the wall. It may be played on the fly or first bounce, 
but must strike the front wall after it is returned before hitting the floor, 
and must rebound into the court. If the returned ball rebounds outside 
of the court, the side that returned it loses the point. In other respects the 
ruks of Four-waU Handball apply. 
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Hinders .—Same as in Four-wall Handball. 

Scoring .—Same as in Four-wall Handball. 

Codeball in the Court 

Gymnasium Junior High School to Adults 

Codeball in the Court is a game of recent origin and is similar to 
Handball except that the ball is kicked with the foot instead of being played 
with the hand. It was originated by Dr. W. E. Code. In the early days 
of Handball a hard ball was used and the ball was played both by kicking 
and batting it with the hand. With the change to the present ball 
about 1900 the kicking rule lost favor. Codeball revives the kicking type 
of play but uses a large soft ball and prohibits the use of the hands. The 
game is rapidly earning a much-deserved popularity. 

Court .—Same as in Four-wall Handball. 

Equipment .—An official codeball is used. It is an inflated rubber ball 
six inches in diameter and weighing twelve ounces, and is probably the 
fastest bouncing ball of its size obtainable. 

Players .—One or two players constitute a team. 

Serving .—The server stands from three to five feet back of the short¬ 
line (see description of Four-wall Handball court), and is not permitted to 
step over it in serving. He drops the ball to the floor and kicks it either 
on the first or second bounce. Drop-kicking and kicking on the fly are 
not permitted. If the server misses the ball in kicking at it while serving, 
he is out. He may drop the ball three times before kicking it, but failure 
to kick on the third attempt puts him out. 

The served ball must strike the front wall before it touches the side- 
walls, floor, or ceiling. On the rebound, the ball must cross the short¬ 
line before striking the floor; otherwise it is a “short ball” and must be 
served over provided the opponents do not choose to play it. A short ball 
may be played and consequently the server or his partner are not permitted 
to touch a short ball until the opponents play it or refuse it. Two short 
balls in succession put the server out. 

If the served ball strikes the back wall before striking the floor, it is a 
good service and the ball is in play. If the served ball goes into the gallery 
it is a dead ball and is played over without penalty. 

It is a “foot out” and the server loses his service when (1) the served 
ball fails to strike the front wall before striking some other part of the 
court; (2) a short ball is touched 01 interfere^ with by the server or his 
partner; (3) two short balls are served in succession. 

In doubles play, when the first fever of the side serving at the start of 
the game is out, the service goes to the opponents. Thereafter, both part* 
qcrs serve in succession before the opponents have their inning at service; 
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The Play .—After the ball is served the opponents must return it to the 
front wall. In returning it, the ball may be kicked on the fly, first or second 
bounce. If it touches the floor before hitting the front wall it is a foot 
out. The ball can be played only by footing it. 

If a player in attempting, to foot the ball misses it entirely, he may still 
play it provided it has not bounced more than twice. 

If a player foots the ball without sufficient force to carry it to the front 
wall he or bis partner may again foot it provided in the interval it has 
not touched the ceiling, floor, or wall. 

Hinders .—Same as in Four-wall Handball. 

If a server has one short ball and a hinder occurs during the second 
service, the short ceases to be counted against him when he resumes the 
serve. 

Scoring .—The server continues to serve as long as he scores points. He 
scores one point each time the opponents fail to return a fairly played 
ball. The receiving side scores one point for putting out the server. In 
the doubles game, the receiving side scores only one point for putting out 
both servers. 

Fifteen points institute a game. At thirteen all the outplayer or re¬ 
ceiver may set to five if he so desires, and at fourteen all to three, provided 
this is done before another ball is served. 

Matches consist of the best two out of three games. 

Racquets 

This is an old game played in castles in Europe in the Middle Ages and 
still played in a few places. 

The playing floor is about forty by sixty feet and is surrounded by 
smooth walls of concrete about twenty-five feet high. Light is admitted 
through the roof. Doors are made to shut flush, so as to leave each wall 
perfectly smooth. The front wall has a metal base thirty inches high called 
the “telltale”; the ball in play must strike above it or the point is lost. 

The ball is of solid rubber and is hit by a light racquet with a small 
circular head. The play is very fast. 

The plan of play and scoring is like Handball. 

Squash Racquets 

Gymnasium Junior High School to Adults 

Squash Racquets is a game closely resembling “Racquets,” but played 
in a court that is much smaller and built of wood instead of stone. This 
makes it less expensive, so that squash courts are sometimes built in fine 
residences, and often in modern gymnasium buildings. It is one of the 
most popular of the wall games. 

Court .—Squash Racquets is played in a four-wall court thirty-two feet 
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long,ieighteen feet six inches wide, and sixteen feet high. Across the front 
wall parallel to the floor, a service line is painted six feet six inches from the 
floor, A metal plate called the “tell-tale” is placed along the bottom of the 
front wall and measures seventeen inches in height. It is made of sheet 
metal and protrudes one-and-one-half inches from the wall. The doubles 
court is forty-five by twenty-five by twenty. 

One line is painted across the back wall parallel to the floor, six feet 
six inches from the floor. 

A service-court line is painted across the floor parallel to the back wall 
and ten feet from it. Two arcs are drawn, one on each side of the court, 
connecting the service line and the side wall. The arcs extend toward 
the rear of the court and have a radius of four feet six inches. A line is 
drawn from the service line to the back wall midway between the side lines. 

Equipment .—The official squash racquet is used. It resembles that 
used in Tennis but has a much smaller head and a longer handle. 

Ball .—The official squash ball is used. It is smaller and less firm than 
a handball and is not as lively. 

Service .—The first service is determined by a spin of the racquet. 
Thereafter, the sefvice changes whenever the server loses a point. 

The server may serve from whichever service box he chooses but there¬ 
after he alternates between the boxes until he loses the point. There is no 
penalty for serving from the wrong box but the receiver may refuse the 
serve if he desires and demand that it be served over. 

The server stands with at least one foot in the service box, and serves 
the ball by tossing it up and hitting it so that it hits the front wall above 
the service line before hitting any of the other walls or ceiling, and re¬ 
bounds so that it falls in the opposite service court either before or after 
hitting any other wall. Otherwise it is a fault. If the served ball rebounds 
and hits the back wall on the volley on or above the six-foot-six-inch line, 
or rebounds and hits the ceiling, it is a fault. Missing the ball in attempting 
to serve it is also a fault. 

After one fault, the server serves again. In case of two consecutive faults 
the server loses the service. 

The Play.—To make a good return the ball must be hit on the vollej 
or on the first bounce off the floor, and must reach the front wall on the 
fly above the “tell-tale.” It may touch any of the walls in the court before 
or after touching the front wall. The ball may be struck at any number of 
times before it has hit the floor twice, provided it has not been previously 
touched. 

If, on the first bounce from the floor, the ball hits on or above the six- 
foot-six-inch line on the back wall, jhe point is played over. 

Keeping Out of Opponents Way.—Having hit the ball, a player must 
get ^ the opponent’s way to give him a fair view of the ball, and 
avoid interfering with him* ' 1 ' • ‘ V'" ■ ^ 
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Let. —It is a let and the play repeated— 

1. If a player is inadvertently prevented by an opponent from playing the 
ball. 

2. If a player cannot avoid being hit by a ball because of the position of his 
opponent. 

3. If a person, because of fear of hitting his opponent, refrains from striking 
at the ball. 

4. If a player in the act of striking touches his opponent with the racquet. 

No let is allowed, however, on any strike made by a player— 

1. When he actually touches or is touched by his opponent. 

2. When the striker could have made a good return. 

3. If the interference is merely with his vision. 

Ball Touching Players.— If a fair ball touches either player before hit¬ 
ting the front wall, or before hitting the floor twice on the rebound from 
the front wall, the touched player loses the point. 

If a struck bafc hits an opponent before reaching the front wall, the 
striker wins the point provided, in the opinion of the referee, the ball 
would have reached the front wall before touching any other wall. If it 
would have reached the front wall but hit one of the other walls first, it is 
a let. If the return would not have been good, the striker loses the point. 

Balf{S.— If, in the opinion of the referee, the interference with the striker 
is deliberate, it is a balk, and a point is scored by the player offended. 
Unnecessary crowding is a balk. 

Scoring.— Each point by a player adds one to his score. 

Game.— The player scoring fifteen points first wins the game, except 
that when the score is thirteen all or fourteen all the game may be “set” 
by the receiver if he so chooses. When the score is thirteen all, it may be 
set to five points or to three points, as the receiver prefers. At fourteen all , 
provided the score has not stood at thirteen all, it may be set to three. 

Match.—A match consists of three out of five games. 

Continuity of Play. —Play is continuous until the match is over, except 
that between the third and fourth games either player may request a rest 
of not more than five minutes. 

Team Competition. —In squash matches between two clubs, the teams 
consist of five players. The opposing players are paired, and each pair plays 
a match consisting of the best three out of five games. Each player winning 
his match scores one point for his team. 

When several teams are competing, the teams are arranged in an elimina¬ 
tion tournament. Two teams paired together play, following the procedure 
described above, and the surviving team continues in tht next succeeding 

round. " 
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Squash Tennis.—Squash Tennis is essentially the same as Squash 
Racquets and is now played on the same court. For detailed rules, see the 
official rules of the National Squash Tennis Association. 

Squash Handball 

Gymnasium Junior High School to Adults 

Squash Handball was invented in 1922 by W. S. Slater. As the name 
implies, it is a combination of Squash and Handball. It is played in a 
four-wall handball court. The game follows the rules of Handball but 
the ball is hit by a squash racquet. Both singles and doubles may be 
played. The ball used is the official squash handball. 8 

Paddle Ball 

Gymnasium Junior High School to Adults 

This is an excellent handball game played with a paddle-tennis ball 
and paddle. It is played in a four-wall handball court according to Hand¬ 
ball rules, except that the system of scoring is that used in Squash Racquets. 
The server scores one point each time he wins a rally; the outplayer or 
receiver scores one point when he puts the server out. The game is fifteen 
points. 

Wall Tennis 

Playground, Gymnasium, Yard Junior High School to Adults 

On the end of a building or on a wall, paint the outline of a tennis net, 
three feet high and twenty-seven feet long, as in the diagram. Out from 
the wall mark lines on the ground as illustrated in Figure 58—this con¬ 
stitutes one-half of a regular tennis court. The length of the court may be 
shortened to the service line if space does not permit the full size. 

The play is as in Lawn Tennis. The server stands behind the back 
line on the A side and serves the ball so that it will strike above the “net” 
and bounce back into the B court, where the receiver plays it. On the 
next serve, the players change sides of the court and the server serves into 
the A court. 

Battle-Board Tennis • 

Gymnasium Junior High School to Adults 

This game was conceived by Mary K. Browne to make Tennis prac¬ 
tice more interesting and popular, and has proven to be popular as a 
winter indoor competitive sport. » 

• For detailed description and rule*, see W. S. Slater, The Game of Squash 
Hand Balt* Copyright, 1931. Glendale, California: The Glendale Printers. 

•.* From M. K. Browne, Battle Board Tennis* By permission of Lake Erie 
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Court .—A board is made of rough lumber, twelve feet high and eigh¬ 
teen feet wide. It is covered with celotex to slow up the rebound and 
deaden the sound. A tennis net is hung five feet out from the board, 
attached to gates which can be swung back when not in use. The net is 
three feet high. 

The court is lined on the floor, extending out from the wall. It is 
eighteen feet wide and forty feet long. Ten feet in front of the back line 
and parallel to it, a line is painted; a second parallel line is painted twenty 
feet in front of the back line. A line connecting these two lines is then 
drawn parallel to the side lines, thus creating two service courts nine feet 
wide and ten feet deep. A three-foot service box is marked behind each 
service court, extending back into the back court and adjacent to the side 
line. 

Equipment .—Tennis rackets and balls are used. 

Service .—The server stands in the light service box and serves the ball 
against the wall so that it rebounds into the left service court. When 
served from the left side, the ball must rebound into the right service 

court. Only one ball is allowed for each service. 

The Play .—After the service, the ball may be played anywhere in the 
court. Balls hit into the net either directly or on the rebound are lost 

points. The players take turns in playing the ball as in Handball. If a 

player is hit by a ball, the point is lost by the player hit. 

Hinders .—If a player is interfered with in his effort to play the ball, it 
is a let and the play is played over without penalty. Obscuring the vision 
of a player is not interference. 

Scoring .—As in Lawn Tennis. 


Fives 

Gymnasium Junior High School to Adults 

Fives is an English game of the handball type. It is played by two 
or four players in a court with three or four walls. There are several 
types of Fives in England, the best known being Rugby, Winchester, and 
Eton—the latter is the more prominent. The ball is one-and-three-fourths 
inches in diameter; it has a cork center around which twine is wound, and 
is covered with white leather. The players usually wear gloves. 

The court has a front and two side walls, but no back wall as in 
Handball. The floor is paved. A line is painted across the front wall four 
feet six inches above the floor. There is also a vertical line on the front 
wall three feet eight inches from the right hanc^ corner. 

Four players usually play the game and the procedure is in general 
similar to Four-wall Handball. The server’s object is not to send a service 
that cannot be returned; rather, he tosses the ball gertly against the front 
,w$8 above the line so that it rebounds and hits the right wall, and then 
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drops onto the floor. The receiver may refuse any service he does not like, 
and if he fails to return the ball above the line, no stroke is counted. 
After the service has been returned, the play proceeds as in Handball. 
The scoring is as in Handball; fifteen points is the game; at thirteen all 
the game may be set at three or five; at fourteen all, at three. 

Jai-alai 

( [Pelota ) 

Gymnasium Adults 

Pelota is a form of wall tennis played in Basque countries, Mexico, and 
South America. The regulation court is much longer than a handball 
court, having a front and back wall only, but the game can be played 
successfully on a handball court. The bat is a peculiar structure of basket 
work strapped to the hand and hollow on one side, so that the ball may be 
scooped up with it. This bat extends from the elbow to a point eight or 
ten inches beyond the finger tips. The ball is slightly larger than a hand¬ 
ball and very fast. 

The play resettles Handball in type but is much faster. The ball may 
be hit with terrific speed, and is played so that it hits low on the wall and 
rebounds close to the floor. There is no play off the back wall and this 
together with the speed with which the ball moves, makes the object of 
the game one of hitting the ball so that it will rebound past the opponents. 

Pallone 

Pallone Court Adults 

Pallone is the national game of Italy. It was first played at Tuscany 
in the fourteenth century. 

The court is one-hundred yards long and seventeen yards wide. There 
is a high wall along one of the long sides. The spectators sit on the other 
three sides, protected by nets. A white line is drawn across the middle 
of the court. One end of the court is called the battula, the other end the 
ribattuta . At the battula end is placed a spring board upon which the 
player stands who is to receive the service. 

The pallone is an inflated ball covered with leather, four-and-three- 
eighths inches in diameter. The players wear an oak gauntlet or bat called 
the brocciale, tubular in shape and covered with long protuberances. It 
weighs five or six pounds, and is provided with a grip for the hand. 

Two teams of three players each play the game. There is a seventh 
player, the mandario, who serves the ball and does duty for both teams. 
The three players on a team consist of the battiore (batter), spdla (back), 
and tcrzino (third). 

At the start the batter stands on the spring board, and receives the 
baU thaxmrn to him on the bound by the mandario . The batter may ignore 
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the b^ll until it comes to him to his liking. He runs down the spring board 
find strikes it with his bat over the center line toward the opponents. The 
game then proceeds until a player fails to return the ball correctly, or hits 
it out of bounds, or touches it with his person. This counts a point for 
hi* opponents. Four points is the game, counting fifteen, thirty, forty, and 
fifty. 


MISCELLANEOUS GAMES OF THE TENNIS TYPE 

The following games, while conforming to the tennis type, cannot be 
classified under either the net or wall games. 


Tetherball 


Playground, Camp Junior High School to Adults 

Tetherball is an excellent playground and summer-camp game. It was 
originated in England in 1896 to provide an active game for a small space. 

Equipment .—An upright pole standing ten feet out of the ground is 
needed. It should be planted three feet in the ground and solidly packed 
so that it does not vibrate. The pole is seven-and-one-half inches in circum¬ 



ference at the ground and may taper toward the top. In camps a sapling 
may be cut and shaped to serve as the pole. A two-inch line is painted on 
the pole six feet from the ground. 

A circle is drawn on the ground around the pole, having a three-foot 
radius. A line twenty feet long is drawn passing across the circle, dividing 
it into two equal halves. Two spots are marked on the ground six feet 
from the pole, one either side erf the twenty-foot line and at right angles 
^ It; thesearc the service spots. 
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The ball is attached to a cord seven-and-one-half feet long, which is 
tied to the top of the pole. There are two types of tetherballs in use. One 
is a tennis ball enclosed in a net casing. The other is a ball with a soft 
padded center, resembling a baseball in appearance, having a tape sewed 
to it to hold the rope. The latter type often proves a little the more satis¬ 
factory for general playground use, owing to the fact that it stands more 
battering and is more durable. 

The ball is batted with tennis rackets, paddle-tennis paddles, or wooden 
paddles. Paddle-tennis paddles are the most satisfactory. They are more 
easily handled in the game, and are durable under the strain of the play. 
Tetherball is quite destructive to tennis rackets. 

Object of the Game .—The object is to wind the cord around the pole 
by hitting it with the paddle so that the ball will be above the mark on the 
pole when the cord is completely wound. The opposing player attempts to 
wind the cord in the opposite direction. 

Players .—The game is played with one player on a side. 

Serving .—Players toss for the service and the server has his choice of 
direction. The server stands on the serving spot and bats the ball. If he 
misses the ball on*the service or fails to knock it out of his territory, the 
service goes to the* opponent. 

The Play .—After the service, the other player tries to bat the ball in the 
opposite direction. Thereafter each player hits the ball as often as he can, 
each hitting it in the opposite direction. Players must keep on their own 
side of the twenty-foot line, and outside of the circle; breaking this rule gives 
a free-hit to the opponent, holding the ball as in service. A player must 
not allow the cord to wind around the racket; to do so gives a free-hit 
to the opponent. If the cord winds around the pole below the mark on the 
pole, a free-hit is given to the player in whose direction the ball is winding. 

Scoring .—The game is won by the player who winds the cord around 
the pole so that the ball is above the mark on the pole. 

Doubles. —Tetherball may be played with two players on a side by 
the addition of another circle on the ground around the pole. This circle 
is larger, having a six-foot radius. The partners alternate in service as in 
Lawn Tennis. Before service both partners of the serving side must stand 
outside the larger circle. One player serves and immediately enters the 
outer circle to play the ball as the cord becomes shortened. His partner 
must remain outside the outer circle during the play. 

Zel-Ball. —Zel-ball is a game similar to Tetherball and played according 
to the same rules. The pole is movable and is set up on the lawn by 
inserting it in a metal pipe which has been driven into the ground. For 
indoor use a metal base is provided into which the upright pole fits. 10 

10 See Zel-ball (leaflet). Mount Holly, New Jersey: Zel-ball Company. 
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A Spotball 

Pavement, Home, Playground Elementary and Junior High Schools 

This is a game for two players. It is particularly enjoyed as informal 
play. Draw a circle three feet in diameter on the pavement or floor and 
draw a line across the center of it extending several feet either side of the 
circle. A tennis ball or similar rubber ball is used. 

The players stand one on either side of the line and outside the circle. 
Player Number i serves by throwing the ball into the circle so that it will 
bounce into Number 2’s court. Number 2 attempts to return it by batting 
it with the palm of his hand so that it will strike in the circle and bounce 
in Number i’s court; Number 1 attempts to return it in the same manner. 
Thus the play proceeds until someone misses. 

The server serves as long as he wins; when he loses, the service goes 
to his opponent. The server only scores, making one point each time his 
opponent misses. When the server misses no point is scored but the service 
goes to the opponent. 

The following are fouls: (1) stepping into the circle or over the line, 

(2) failure to bounce the ball from the circle into the opponent’s court; 

(3) catching the ball. Fouls by the server result in the loss of the service, 
and by the receiver score one point for the server. 

The game is twenty-one points. If the score is twenty all a player must 
score two points in succession to win. Two out of three games wins a set. 

Variation—Ping-Pong Spotball.—For indoor use, as in a home, 
draw the circle on the floor and use a ping-pong ball. 

Crab Volleyball 

Gymnasium, Club Late Elementary to Senior High School 

Mark out a court twenty-five by fifty feet in size. Establish a neutral 
area by making two parallel lines across the floor, six feet apart. Divide the 
group into two teams and assign one team to each half of the court. The 
players of each team scatter over their half of the court and sit on the 
floor. 

Standing in the neutral area, the referee tosses a soccer ball or cage ball 
in the air so that it falls in the court of one of the teams. The players, 
while sitting on the floor, attempt to kick it over the neutral zone into the 
opposite team’s court. It can be volleyed any number of times before being 
kicked across the neutral area. When kickec} into the other court, the 
opposing players attempt to kick it .back. In moving about the floor, Ac 
players may not rise to a standing position but may make progress only 
by the crab method: on hands and feet with backs toward the floor. The 
ball must not be touched with the hands.' ■ ■ "M, " 
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A team scores one point when the opposing team (i) fails to kick the 
ball over the neutral zone into its court; (2) commits a foul by moving 
by other than the crab method, or by touching the ball with the hands. 

After each point the referee tosses the ball to the team that won the 
point. 

The team scoring fifteen points first wins. 

Hand Batball 11 


Playground, Gymnasium Junior High School to Adults 

Establish two goal lines 150 feet apart. Fifty feet out from each goal line 
draw a six-foot line parallel to the goal line—this is the serving line. Divide 
the players into two teams and scatter them at random in opposite halves 
of the field facing each other. Give the black team a volleyball, soccer ball, 
or sport ball. One of the black players stands on the serving line and with 

> 

> 

> 

> > 

> 

D> 

> 
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his fist or open hand bats the ball over into the white team’s territory. 
The white team attempts to catch the ball. The player securing it bats it 
back into the black’s territory from which it is again batted back. The 
ball is always batted from the deepest point it reaches. The team wins 
Which first bats the ball over the opposing team’s goal. 

M The description of this game follows in general that given in S. C. Staley, 
6 amits. Contests and Relays, p. 160. Copyright, 1924. By permission of A. & 
Barnes and Company, publishers. 
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\ Ten Volleys 

Playground, Gymnasium hate Elementary and Junior High Schools 

Divide the group into two teams and give one team a volleyball. At 
the signal the player with the ball bats it to a team mate who bats it 
to another, and so on, the object being to volley it ten times before the other 
team can touch it and without letting it touch the floor. 

The first player who volleys it calls “One,” the second player “Two,” 
and so forth. The players of the other team attempt to break up the run 
by securing the ball and starting a run of ten volleys themselves. When¬ 
ever the ball touches the floor, the count stops and must start from one 
again. A player having volleyed the ball may not touch it again until it 
touches another player or object. The team wins which first completes 
ten volleys. 

CONTESTS CONNECTED WITH GAMES OF THE TENNIS TYPE 

The following contests, described in the chapters on contests, are of 
interest in connection with practice for games of the Tennis type. 

Tennis Serve for Accuracy. Serve and Sit. 

Tennis Stroke for Accuracy. Keep It Up. 

Volleyball Serve for Accuracy. 



CHAPTER XXII 

QAMES OF THE SOCCER FOOTBALL TYPE 

I N football games there is a large round or oval ball, which is ad¬ 
vanced either by kicking, passing, or running. Several forms of kicking 
are employed. “Punting” consists in dropping the ball from the hands and 
striking it with the instep and side of the foot before it reaches the ground; 
in the “drop-kick” the ball is allowed to strike the ground and is kicked 
with the toe of the shoe at the moment it leaves the ground; in the “place- 
kick” the ball is placed upon the ground, and a player runs forward and 
kicks it (when the oval football is being place-kicked, it may be kept 
upright on its long axis by the assistance of a fellow player who holds a 
finger against the tip end of it, but may not be raised above the surface 
of the ground by artificial tees or mounds of earth); “dribbling” consists 
of the player running forward and controlling the ball just ahead of him¬ 
self by short kicks; “passing the ball” is either throwing it to one another 
and catching it with the hands, or it may mean kicking it from one to 
another, as in the soccer game. The oval football is thrown from the palm 
of the hand, and whirled so as to give it a spiral motion in the air. 

The two main types of football are the Association game and Rugby. 
In Association football, usually called “Soccer,” a round ball is used, which 
is handled mostly with the feet, dribbling, passing with the feet, and place- 
kicking being the usual means of advancing it. Occasionally it is struck 
with the head or the body, but the use of the hands and arms is barred. 

In the Rugby games, the ball may be kicked, passed, or carried in the 
arms, and a player carrying the ball may be stopped by “tackling.” In the 
Association game there is a resemblance to Hockey in that the ball is 
driven through the goal under the bar and this is the only method of 
scoring; in Rugby, however, the ball must be kicked over the bar or di¬ 
rectly over one of the goal posts in order to count, and there are other 
ways of making scores. These two styles of football arose from the fact 
that the playing field at Rugby was soft, while at Eton and other schools it 
was hard and stony. 

The goals used in all football and hockey games, consisting of two 
upright posts and a crossbar, represent in a dramatic sense the gates or 
fortresses of walled cities. In the early days when these games were first 
played, the teams represented castles or walled towns, and the playing 
smee was often the entire territory between the towns, with the town gates, 
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left open for the period of the game, as the goals. To drive or carry the 
ball through one of these goals symbolized the capture of the gate or 
fortress. Each team defended its own gate, and thus arose the custom of 
considering a goal in these games as belonging to the team defending it. 

Soccer Football 

Playground Junior High School to Adults 

The official rules of Soccer as used in college and general adult com¬ 
petition are acceptable for use in the junior and senior high schools with 
minor variations as noted in the description which follows. A simplified 
form of soccer is needed for use in the elementary school grades and the 
rules for Modified Soccer and other minor soccer games which meet this 
need are described later in the chapter. 

Ball .—The game is played with an official soccer ball, a round ball 
slightly smaller than a basketball. 

The Field—The field should be level and rectangular in shape. The 
maximum field is 130 by 100 yards in extent, the minimum, 100 by 50 
yards. Two posts with a crossbar on top are placed in the middle of the 
goal lines, these posts being eight yards apart, and the crossbar eight feet 
above the ground. The goal is said to belong to the team defending it 
Lines are marked six yards outside of each goal post at right angles with 
the goal line for a distance of six yards and these lines are connected 
with a line parallel with the goal line. The space within the lines is known 
as the “goal area.” 

Lines are marked twelve yards outside of each goal post at right angles 
with the goal line for a distance of eighteen yards and these lines are con¬ 
nected with a line parallel with the goal line. The space within the lines 
is known as the “penalty area.” (See Figure 61.) 

For junior-high-school use, it is recommended that the size of the field 
be cut down to 200 by 140 feet. In this case the goal area should be 30 by 18 
feet, and the penalty area 108 by 45 feet. 

Players .—A regulation team is composed of eleven players, but any 
number may play the game. The positions of the players are shown in 
Figure 62. The goalkeeper tries to prevent the ball from going between 
the goal posts. He may use any part of his body to do so as long as he 
does not pass outside his goal area. The two fullbacks act as extra guards 
to the goal and remain in the vicinity of the goal during the progress of 
the game. The three halfbacks keep some distance behind the forwards, 
advancing or retreating with the ball as the g^rne progresses. The five 
forwards advance the ball and score goals whenever possible. The two 
outside forwards are called right and left wings. 

<Jnm<?r-The professional game consists of two forty-five* 
^^^'•'halm^wifo a five-minute intermission. The phying time should be 
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cut down for secondary-school boys and for all girls. The following recom¬ 
mendations are made: 

Senior-high-school boys: Ten-minute quarters with a one-minute rest after 
the first and third quarters, and ten minutes after the second quarter. 

Junior-high-school boys: Eight-minute quarters with a two-minute rest after 
the first and third quarter, and ten minutes after the second quarter. 

Girls of all grades: Eight-minute quarters with a two-minute rest between 
the first and second quarters, ten minutes between the second and third quarters, 
and four minutes between the third and fourth quarters. 

KickjOff .—The winner of the toss has the option of kicking off or 
choice of goals. 

The game begins by a place-kick from the center of the field in the 
direction of the opponents’ goal. The ball must travel forward the length 
of its circumference. The opponents must not approach within the circle 
until the ball has been kicked off; no player may pass beyond the center 
of the field until the ball has been kicked off. 

After the kick-^f the ball is kicked about the field until a goal is 
scored, or the ball g^es outside the end line or side lines, or until the referee 
blows his whistle for some other reason. After the scoring of a goal the 
losing team kicks off from the center of the field. 

The teams change goals at the end of each playing period. After the 
change of goals the ball is kicked off by the side opposite to the team that 
originally kicked off. 

The Throw-In .—When the ball has passed beyond the side lines, either 
on the ground or in the air, it is a “touch” and is out of play. It is thrown 
in by a player on the side opposite to the one that put it out. The player 
(wing or halfback) must throw the ball in by standing with both feet on 
the side line and holding the ball with both hands completely over his head* 
A goal may not be scored from the throw-in, and the thrower may not 
play the ball again until it has been played by another player. Infringe¬ 
ment of this rule gives the ball to the opponents for a free-kick at die 
place where the act occurred. 

Goal-Kic \.—When the ball is passed beyond the goal line by a player 
of the opposite side, it is returned to play by the goalkeeper or a fullback, 
kicking it into the field from the half of the goal area nearest which it 
passed over the line. No opposing player may be within ten yards of the 
ball until it is kicked. 

Comcr-Kic \.—If the ball is played, accidentally or otherwise, behind 
the goal line by a player defending the goal, then a corner-kick ii awarded 
to the attacking side. A cornerrkick is taken from within one yard of the 
comer flag nearest which the ball was put out. A goal may be scored 
directly from a comer-kick. The kicker may not play the bajl again until 
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it has been played by another player. On all such kicks no opposing player 
may be within ten yards of the ball. 

Suspension of Play .—In case of time, out, substitution, or injury to a 
player, the ball is put in play again by being thrown down by the official 
at the place where it was when time was called, and it is in play when it 
touches the ground. 

Fouls .—The following are fouls: 

1. When the ball is touched intentionally by any part of the hands or arms 
of any player except the goalkeeper.. The referee is the judge of this. 

2. When a player violently or dangerously charges an opponent from behind, 
pushes, holds, trips, or jumps at an opponent. The referee is allowed much dis¬ 
cretion in his interpretation as to what is hard play and what is intentionally 
rough or dangerous. 

3. When a player makes a technical evasion of the rules, such as playing the 
ball a second time before it has been played by another player after a throw-in, 
free-kick, or penalty-kick; being off-side; carrying the ball by a goalkeeper (this 
means taking more than two steps while holding the ball); playing the ball before 
it has touched the ground after being thrown down by the referee; improper 
throw-in from touch; not kicking the ball forward from a penalty-kick; charging 
the goalkeeper at the wrong time (the goalkeeper may be charged while holding 
the ball or obstructing an opponent, or when he has passed outside the goal area, 
but the charging must not be intentionally rough). 

Free-Kic\.—A free-kick is awarded for any foul committed outside the 
penalty area. Opponents must stay ten yards away from the ball until it 
is kicked. The kicker may not play the ball a second time until it has been 
played by another player. A goal may be scored direct from a free-kick 
provided the free-kick is awarded for the committing of fouls listed under 
number 1 and number 2 above, but not otherwise. 

Penalty-Kic \.—When a foul of the type described under number 1 and 
number 2 above is committed by a defensive man within the penalty area, 
a penalty-kick is awarded the side. The ball is kicked from a point twelve 
yards in front of the goal (ten yards for junior-high-school players). The 
penalty area must be cleared of all players except the kicker and the goal¬ 
keeper. The goalkeeper may not advance beyond his goal line until the 
ball is kicked. The ball must be kicked forward and a goal may be scored 
direct from it. The ball is in play as soon as kicked, but the player who 
kicked it may not play it again until another player has played it. 

Scores .—The side scoring the greatest number of goals is the winner. 
Each goal counts one point. A goal is scored when the ball has passed 
between the goal posts and under the bar, provided it is not thrown in, 
knocked in (struck or propelled with the hands or arms), or carried by 
any player of the attacking side, A goal may be scored from a penalty- 
kick or as the result of a free-kick awarded for a ioul mentioned under 
Number r and Number 2. A goal may not be scored directfrom a kick-off. 



QAkES OF THE SOCCER FOOTBALL TYPE 403 

or goal-kick, or from free-kicks resulting from breaks of the laws included 
under Number 3. 

Change of Players .—The professional rules do not allow the substitution 
of a player. However, when played by schools and playgrounds, it is recom¬ 
mended that this rule be modified to allow unlimited substitutions with no 
resubstitution in the same period. A goalkeeper may change with another 
player by notifying the referee. 

Off-side .—The official rules place certain restrictions on when a player 
is eligible to play the ball. This is called the off-side rule. Because it is 
quite complicated, it is recommended that it be omitted in junior-high- 
school games and in intramural games in senior high school. It should 
not be omitted in the interscholastic games in the senior high school, 
however. 

A player cannot be off-side when he is in his own half of the field, when 
the opponents have last played the ball, while a goal-kick or corner-kick 
is being made, or when he is behind the ball. The restriction comes when 
he is ahead of the ball and it has last been played by a team mate. In this 
case the rule states that the player ahead of the ball is off-side and may not 
touch the ball himylf or interfere with an opponent unless, at the time 
the ball was played,there are at least two of his opponents between him and 
their own goal line. In other words, he must wait until he is again put 
on side before he is eligible to get into the play. 

The Officials .—A referee and two linesmen are in charge. 

Soccer for Women.—Soccer as played by women is essentially the 
same as that played by men. The field is much smaller and the playing 
period shorter. A player may block the ball with any part of her body 
but if the blocking is done at chest height, the custom is for the player 
to fold her arms across her chest or meet the ball with the shoulder. A 
field-goal counts two points and a penalty-kick one point. 

MINOR GAMES OF THE SOCCER TYPE 

There are a number of elementary games designed to develop Soccer 
skills, and games using modifications and simplifications of Soccer rules. 
These are described in this section. There are also a number of games 
which combine some of the techniques of Soccer with those of other games 
such as Basketball and Hockey. While these are not, stricdy speaking, 
games of the Soccer type, they resemble Soccer more than other games 
and are described here. 

Line Soccer 

Playground, Gymnasium Elementary School 

This simple introduction to kicking games of the Soccer type is played 

a soccer ball. 
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- Field .—An area approximately thirty feet square is used. 

Teams .—Seven to ten players constitute a team. The two teams line up 
on the end lines facing each other. One or two players of each team may 
be stationed on the side lines near their own goal to keep the ball in bounds 
and defend their goal. 

Object of Game .—The object is to kick the ball over the opponents’ 
goal line. 

V V V V V V 
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Figure 63. 

The Play .—The game is played in relays. The referee stands in the center 
of the field holding the ball. At the signal two players—the one from each 
team who occupies the extreme right-end position—run toward the center. 
The referee then drops the ball to the floor so that it bounces, and each 
of the two players attempts to kick it over the opponents’ goal. They 
continue m [flay until one puts the ball over the opponents’ goal. The 
ball may be advanced by kicking only ; the linesmen may use their hands 
to stop it, but are not permitted to throw it. 
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r When one of the first two players has scored, the two return to their 
lines, taking the position at the extreme left end of their team. The line 
shifts to the right to make room. At the next signal the two players now 
at the right end compete. 

Fouls .—Fouls are called under the following conditions: 

1. If the runner touches the ball, with the hands. 

2. If the linesmen bat or throw the ball forward with the hands. 

3. If a runner pushes, holds, shoves, or blocks the opposing runner. 

4. If the ball is kicked over the heads of the opposing line. 

5. If the ball is kicked over the side line. 

6. If a linesman or guard enters the center territory. 

Penalty for Fouls. —The runner of the opposing side is given a free-kick 
from the center of the field. No interference is allowed by the opposing 
runner. 

Scoring. —Two points are scored each time a runner kicks the ball 
through the opposing line during play. A ball kicked through by a player 
other than the runner does not count, and the ball is put in play at the 
center as at the stay of the game and with the same runners competing. 

One point is scored each time a successful free-kick is made. 1 

Variation.—When numbers are large, have two or three players come 
out from the right end. The one who was at the extreme right is forward 
and the other two are backs. When the goal is made, all three join the 
line at the left. 

Triangle Soccer.—Establish a court thirty-five feet square and draw 
a diagonal line connecting two corners, thus making two triangular courts. 
One team lines up just in back of the lines along the two sides of one 
triangle and the other team along the two sides of the other. Place a soccer 
ball at the middle of the diagonal line. 

At the signal the player on the right end of each team runs out and 
attempts to kick the ball through the other team and across the line. Each 
kicker may move freely in his own half of the court, but may not cross the 
center line. 

The rules are the same as for Line Soccer. 

After the goal is made, the kickers go to the extreme left of their teams 
and all move over one place. At the next signal the players now on the 
right compete. 

Comer Kick-Ball.— The court is forty by seventy feet in size, larger 
or smaller to meet the conditions. Six feet in from each end line and 

1 The idea for the game was taken from L* Andersen, An Athletic Program 
for Elementary Schools $ p. 13. By permission of A. S. Barnes and Company, 
publishers. 
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parallel to it, a line is drawn creating an end zone. A team lines up in 
each bf these end zones. A soccer ball is placed on the floor in the center 
of the court. At the signal two players from each team—one from each end 
of each team’s line of players—run into the court and attempt to kick the 
ball through the opposite end zone. The players in the end zones attempt 
to block the ball with any part of the body except the hands, and kick it 
back so that the center players may play it. Pushing, tripping, holding, and 
touching the ball with two hands, are fouls. 

Two points are scored each time the ball is kicked through the end 
zone. A foul scores one point for the opponents. After each goal the 
center players return to their lines, taking the center positions, and the 
players now occupying the end positions become the center players. The 
game consists of two ten-minute halves. 

Soccer Keep-Ball 

Playground, Gymnasium Junior and Senior High Schools 

Divide into two teams and mark each team so that they are clearly 
designated. The game starts when the leader throws the ball on the floor, 
and thereafter each team attempts to get possession of the ball and kick, 
butt, or dribble it to team mates and not let the opposing team get it. 

Soccer Ten-Kicks.—Divide the players into two teams and mark each 
in some conspicuous way. The leader throws the ball on the floor and 
each team attempts to get possession of it. The object is to kick the ball 
to team mates ten consecutive times. 

When a player gets it, he kicks it to a team mate, and this team mate 
calls “One” and kicks it to another who calls “Two,” and so on. The 
opposing team attempts to break up the run of ten kicks by touching the 
ball and then making a run of ten kicks itself. All use of the hands is 
barred. The team making ten consecutive kicks first wins. 

Square Soccer 

Playground, Gymnasium Late Elementary School 

Establish a court thirty-five feet square. One team is lined up on two 
adjacent sides, and the other team on the other two sides. A soccer ball 
is given to one team. The object is to kick the ball from the floor through 
the opposing line not higher than the players’ heads. It may be blocked 
with any part of the body except the hands. The players may enter the 
court to secure the ball, but must return to their places in line before 
kicking and at no time touch the ball with their hands. The ball is thus 
kicked back and forth, the players kicking it whenever it comes their way* 
Onepointis scored each time the ball is forced through the opposing line. 
*|lie game consists of ten points, or a time limit may be set* v 
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Circle Soccer 2 

Playground, Gymnasium Late Elementary School 

Establish a double circle, the outer circle twenty to twenty-five feet in 
diameter and the inner circle four feet smaller in diameter. This leaves a 
space two feet wide between the circles. Draw a diameter line through 
both circles (Figure 64). A soccer ball is used. 



Figure 64. 


Teams .—The players are divided into two teams which line around the 
outer circle, one team on each side of the diameter line. 

Object /—The object is to kick the ball past the opponents lower than 
their shoulders. 

* The description of this game follows that given by N. P, Neilson and W. Van 
Httjgen, Physical Education for Elementary Schools, p. 194. Copyright, 1932. 
Bjr permutaon of A. S. Barnes and Company, publishers. 
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Scoring .—One point is scored for the opponents under the following 
conditions: 

1. If the ball is touched with the hands. 

2. If a player steps over the inner circle when kicking. 

3. If a team lets the ball go over the outer circle. 

4. If the ball is kicked higher than the shoulders of the smaller of the two 
players between whom the ball passed. 

The game consists of twenty-one points. 

Dead Ball .—If the ball comes to rest.in the circle beyond the kicking 
reach of a player, it is a dead ball and belongs to the captain on whose 
side of the circle the ball came to rest. If the ball goes through the legs 
of a player or over his head, that player recovers and puts it in play. If it 
goes between two players, the player to the right of the spot where it went 
out puts it in play. 

Blocking. —The ball may be blocked with any part of the body except 
the hands and forearm. 

Rotation of Players .—After each score, the players of each team rotate 
one place to the right. The need for this results from the fact that most of 
the play takes place in the center of each team. 

Soccer Goal-Ball 


Playground', Gymnasium Late Elementary School 

Establish two goal lines forty feet apart and mark a center line midway 
between them. Draw a small circle at the middle of the center line and 
place a soccer ball in it. Each team lines up in two rows in its half of tho 
court, one row as backs to defend the goal and the other row, as forwards 
One forward acts as center and stands by the ball. 

At the signal the centers attempt to kick the ball, and thereafter each 
team tries to drive the ball through the opposing team and across their goal 
line. 

The following are fouls: (1) touching the ball with the hands; (2) kick¬ 
ing the ball higher than the heads of the opponents. The penalty for a foul 
is a free-kick from the center circle. 

A goal made during play scores two points. A goal from a free-kick 
scores one point. 

After each goal, the forwards and backs should exchange places. 

Soccer Snatch-Ball 

Playground, Gymnasium, Club Late Elementary and Junior High Schools 

Divide die group into two teams and line them up facing each other 
forty feet apart. Number the players of each team so that the two op¬ 
ponents holding the same number stand diagonally opposite each other 
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as in Snatch-Ball (page 273). Place a soccer ball midway between the 
two teams. 

The leader calls a number and the two opponents holding this number 
run out to the ball. Watching his chance, each player attempts to kick 
the ball and dribble it back to his team’s line. If his opponent tags him 
before reaching the line, no point is scored. If he reaches the line with the 
ball successfully, he scores one point. 

The leader should call the numbers at random. 

Variation. —Instead of trying to tag an opponent when he secures the 
ball, the player continues to play for the ball and attempts to take it away 
from the opponent and return it to his own team. The player dribbles the 
ball to his team’s line. 

Variation. —Instead of returning the ball to his own team, each player 
attempts to drive it through the opposing team. The player scores one 
point who kicks the ball through the opposing team not higher than their 
heads. 

The game may be played with or without the line players being per¬ 
mitted to block th#ball. In either case the players may not leave their 
positions in the line' 

Variation. —Instead of placing the ball between the two teams, the 
leader holds it, standing midway between the two teams at one end. He 
rolls the ball between the two teams and at the same instant calls the 
number. 

Champion Soccer Snatch.— Place one player (the champion) on one 
line and line up all the other players on the other line. The champion 
challenges a player and the two run out and proceed as above. The cham¬ 
pion holds his position as long as he wins, but when he loses, he exchanges 
places with the winner. 

Soccer Circle Stride-Ball 

Playground, Gymnasium Late Elementary to Senior High School 

This is a variation of Circle Stride-Ball. Arrange all the players except 
one in a circle, legs at stride, facing center. The circle should be just large 
enough so that the feet of the players touch those on either side when the 
legs are spread widely. The odd player, “it,” stands in the center with a 
soccer ball. He attempts to kick the ball between the legs of the players, 
who must keep their hands on their knees until the ball has been kicked 
and then may use their hands to block the ball. When the ball goea 
through the legs of a player, that player and “it” exchange places. 

If the players tend to kick vigorously enough to cause possible injury 
if die ball rises, have them kick with the side of the foot. It necessary. 
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move the circle back and cause a player to become “it” if the ball goes 
between his legs or between him and the player to his right. 

Pin Soccer 3 

Playground, Gymnasium Late Elementary and Junior High Schools 

Pin Soccer is a Soccer type of game which can be played in a small space 
and with a few players. 

Equipment . —A soccer ball and four Indian clubs or sticks of wood of 
similar size are needed. For outdoor use the clubs or pieces of wood should 
be attached to blocks of wood four inches square. 

Court.— The court is thirty feet wide and forty feet long. The goal 
areas are sixteen feet long and four feet wide, extending into the court 



from the end lines, as in Figure 65. Two Indian clubs are set up sixteen 
inches apart on the goal line midway between the side lines. 

Object of the Game,— The object is to knock down the clubs of die 
opposing team. 

The Play. —The game is played in two halves of ten minutes each. To 
start the game, the ball is placed on the ground in the center of the field. 
Two opposing players stand with their left^sides toward the ball. Each 

• This game was taken from thc^description in L. Andersen, An Athletic Pro* 
gram for Elementary Schools, p. 23 & Copyright, 1927. By permission of A. SL 
Barnes and Company, publishers. •: ■ 
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taps the ground with his right foot, then taps his opponent’s right foot 
above the ball. This is done three times after which each tries to get the 
ball away from his opponent. In playing the ball, it may be kicked, 
dribbled, or passed with the feet, but may not be touched with the hands. 
Players are not permitted to enter the: goal area except to retrieve the ball. 

Out of Bounds .—When the ball goes over the side line, the end line, or 
into the goal area, it is kicked in from the spot at which it left the field, 
by a member of the team opposing the one that last touched it. No point 
may be scored on the kick-in, and at least one other player must play the 
ball before a point can be scored. 

Fouls .—Fouls are called (1) if a player touches the ball with the hands, 
(2) if a player pushes, holds, or shoves an opponent, (3) if a player enters 
the goal area, except to recover the ball. 

Penalty for Fouls .—The opposing side is given a free-kick from the 
center of the field. No obstruction or interference may be offered to a 
free-kick. 

Scoring .—Two points are scored each time a club is knocked down dur- 
ing play. One point is scored each time a dub is knocked down by a 
free-kick. g 

> 

Rotation Soccer 4 

Playground, Gymnasium Late Elementary and Junior High Schools 

This game is designed to safeguard against over-exertion. 

Field .—The playing area is forty-five feet wide by seventy-five feet long. 
Lanes and cross lines are laid out as in Figure 66. 

Teams .—Teams usually consist of twelve players, although the game 
may be played with from nine to eighteen on a side. 

Each team is divided into three equal groups and the players are ar¬ 
ranged as shown in the diagram. 

Object of the Game .—The object is to kick the ball over the opponents’ 
goal line. 

Length of the Garnet —The game is divided into two halves of eight 
minutes each. 

The Play .—The ball is placed in the center of the field and is put in 
play by a kick-off. The kick-off is a place-kick in the direction of the 
opponents’ goal. The opponents may not approach within a distance of 
six yards of the ball until after the kick-off. No member of either side 
may cross the center line in the direction of the opponents’ goal until after 
the kick-off. 

The forwards take the ball down the field by kicking, dribjbling, or 

4 This game was taken from the description in L. Andersen, An Athletic 
fFn^ym for Elementary Schools, p. a8ff. Copyright, 1917. By permission 
sf A» S. Barnes U Company, publishers. 



412 


t ACTIVE QAMES .AND CONTESTS 











QAMES OF THE SOCCER FOOTBALL TYPE 413 


passing with the foot, and attempt to get it over the opponents’ goal. The 
forwards may not play back of the twenty-foot line on their own side. 

The halfbacks may follow the forwards to the twenty-foot line on the 
opposite territory. The goal guards are not permitted to leave the goal area. 

All players must remain in their own lanes extending lengthwise of 
the field. 

Rotation of Players .—When a point has been made the forwards take 
the places of the goalkeepers; the goalkeepers take the places of the half¬ 
backs, and the halfbacks take the places of the forwards. Play then begins 
again with a kick-off made by the side against whom the score was made. 

If the play continues longer than three or four minutes without a score, 
the referee should blow the whistle and have the players rotate. In this 
case, play is resumed at the spot where the ball was when the whistle blew- 

Fouls .—Fouls are called in the following cases: 

1. If the players touch the ball with the hands or the forearm, except on the 
part of the goalkeepers, who may catch the ball with the hands. 

2. If the players push, hold, shove, or block an opponent. 

3. If a player oversteps the restraining lines. 

4. If the ball is lacked over the heads of the goalkeepers. 

Penalties .—For the first three of the above fouls, a free-kick is awarded 
to the opposing team. The free-kick is executed as in Soccer. 

For foul number 4, a throw-in is given to the opponents and the goal 
does not count. 

Out of Bounds .—A ball kicked over the side lines is put in play by a 
throw-in as in Soccer. 

Scoring .—One point is scored each time the ball is forced over the 
opponents’ goal line, except as described under foul number 4, above. No 
goal may be scored on a kick-off or on a free-kick. 

Modified Soccer 

Playground Late Elementary and Junior High Schools 

This modification of Soccer restricts the players to certain areas of the 
field, thus preventing over-exertion. 

Field .—The field is 90 by 120 feet in size; it may be made larger or 
smaller to suit the capacity of the players. Three cross lines are drawn 
across the field, dividing it into four equal courts. These lines are known 
as center line and halfback lines. The goals are twenty-four feet wide 
and eight feet high. Goal areas and penalty areas are not used. 

Ball .—The regulation soccer football is used. 

Length of Game .—The game consists of two periods of eight minutes, 
with a five-minute intermission. 

Teams.—Some as in Soccer* 
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Positions of Players .—The five forwards line up on the center line 
facing the opponents’ territory. Once lined up they must keep their rela¬ 
tive positions. The two outside players must remain outside; the center 
player must remain in the center and the two players between the center 
and the outside players must remain between. During play these forwards 
may go to the opponents’ goal but may not play back of or on their own 
side of the center line. 

The three halfbacks must confine their play to the area between their 
own halfback line and center line. The two fullbacks play between their 
own goal line and the halfback linfc. The goalkeeper plays in front of 
and immediately adjacent to the goal. 

Start .—The play is started as in Soccer. 

The Play. —The forwards advance the ball toward the opponents’ goal. 
The rules of Soccer apply in respect to touching the ball, and holding, 
pushing, tripping, and kicking. When a foul is committed a free-kick is 
allowed from the point where the foul took place, with all players at 
least six feet away from the kicker. A free-kick is allowed when an oppos¬ 
ing player leaves his restricting zone. When the ball goes out of bounds 
it is put in play as in Soccer. 

Scoring. —Same as in Soccer. 

Gymnasium Soccer 5 

Gymnasium Junior High School to ' College 

Gymnasium Soccer follows very closely the rules of Soccer and is played 
on a basketball court. 

Court.—A basketball court is used, with the goals placed on the end 
lines equidistant from the side lines. The goals consist of two jumping 
standards placed nine feet apart, connected by a crossbar six feet from the 
floor. For younger boys, the basketball free-throw line is used for the 
penalty mark; for older boys and men, the section of the free-throw arc 
most distant from the goal is used. 

Ball.— An old basketball is used, inflated just enough so that a good 
kick will cause it to go the length of the court. 

Teams. —Six to nine players may be used on a team. 

Start. —The ball is dropped between the two centers in the basketball 
center circle, and may be kicked as soon as it touches the floor. 

Scoring.— As in Soccer* 

Fouls and Penalties.—A penalty-kick is awarded for roughness, for 
kicking, holding, tripping, or striking an opponent, and for touching the 
ball with the hands by a player inside" his own goal area, For touching 
the ball with the hands outside the plfyer’s oWn penalty area, the bail is 

* Contributed by Roger Gray. 
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given to an opponent out of bounds. Follow-up play is allowed when a 
foul is committed by the defensive team in its own penalty area. Other¬ 
wise the ball is centered after a penalty-kick try or when a penalty-kick 
is awarded to both teams. 

Out of Bounds .—The throw-in from out of bounds over the side lines 
is as in Soccer. The side walls of the gymnasium may be considered in 
bounds to make a faster game. When a ball goes over the end line, and 
is last touched (1) by a defending player, a corner-kick follows as in 
Soccer; (2) by an attacking player, the ball is awarded to the goalkeeper 
who puts it in play by a place-kick within six feet of the goal line, with all 
opponents at least fifteen feet away until the kick has been made. 

If the officials cannot determine who caused the ball to go out of 
bounds, the ball is “centered” as at the start of the game at the point 
where it went out of bounds. 

Other Rules .—Points not covered are as in Soccer. 

Speedball 

Playground Junior High School to Adults 

Speedball was invented by E. D. Mitchell of the University of Michigan 
in 1921 as a fall game to be played and enjoyed by players of average 
athletic ability. It is an outgrowth of the athletics-for-all movement. The 
game combines the skills of Soccer, Rugby Football, and Basketball. It 
can be enjoyed the first time or two that it is played because the average 
player already possesses the necessary skills. 

Field .—The official field is the same as that used in Rugby Football. 
The fifty-yard line is called the middle line and the two forty-yard lines 
are the restraining lines. The ten-yard area between the goal line and the 
end line, on which the goal posts stand is called the end zone and penalty 
area. Ten yards in front of each goal and midway between the side 
lines, a penalty mark is placed (Figure 67). The official football goals are 
used. 

It is recommended that the size of the field be reduced for younger 
players and for intramural play in colleges. Two small speedball fields may 
be made on a football field by making them forty yards wide and running 
them crosswise of the field. The goal posts are then placed ten yards back 
from the side lines, making the field 220 feet long. 

Speedball is adaptable to the fields and goal posts that are available. 
It can be played very satisfactorily on a soccer field, using the soccer goals. 

Equipment .—An official speedball or soccer ball is used. The speedball 
is a round ball slightly larger than a soccer ball and slightly smaller than a 
basketball. 

Teams.~The official size of a team is eleven players. When the game 
is played on a smaller field, the teams may consist of nine or seven players. 
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Kicl(-off .—The team winning the toss has the privilege of selecting to 
kick-off or to receive at the goal of its choosing. 

The game starts by a place-kick from the center of the field in the 
direction of the opponents’ goal. Each team must be at its own end of the 
field at the time of the kick-off and no player may cross the middle line 
until after the kick-off. The ball must move more than its own circum¬ 
ference and the kicker may not play it again until it has been played by 
someone else. 

The Play .—After the kick-off each team attempts to work the ball down 
the field and score. A “fly ball” (explained later) may be caught and 
thrown to team mates and in this respect the game resembles Basketball. 
A “ground ball” must be kicked or dribbled without the use of arms, and 
in this respect the game resembles Soccer. 

The ball may be given momentum by throwing, punting, drop-kicking, 
and dribbling with feet or hands, under the conditions stated below. 

A ball may be caught or played with the hands when it is clearly a 
fly ball, that is, one that has been raised into the air directly from a kick. 
A ball thus kicked into the air may be played with the hands until it 
again hits the ground. When such a fly ball is caught, the ball may be 
given momentum by anj of the means described above. 

A ground ball is one that is stationary, rolling, or bouncing. Even 
though in the air, as in bouncing, it is considered a ground ball unless it 
rises direct from a kick or comes from a pass. Ground balls may not be 
played by the hands or arms. 

A player may dribble with his feet at will. He may use one overhead 
dribble without the aid of his team mates but may not score a touchdown 
by this method. He may bat or tip fly balls at will. He may kick a 
ground ball into the air and catch it himself. 

A player who is standing still when a ball is caught may take one step 
but must get rid of the ball before the second step is finished. If running, 
he is allowed two steps and if at full speed, the referee decides whether or 
not he stops as soon as possible. Violation of these rules is called “carry¬ 
ing the ball.” A player cannot step over the goal line to score. 

A player may guard an opponent who has the ball but must play the ball 
and in no way hold the opponent. No obstruction may be given to an 
opponent who does not have the ball. 

In case two opponents hold the ball, or the referee is uncertain as to 
which side played it last before it went out of bounds, the ball is tossed up 
as in Basketball. 

Out-of-Bounds .—When a ball goes over the side lines, it is given to a 
member of the opposing team at the point where it went out. This player 
throws the ball in. No score may be made by the pass. 

When a ball goes over the end line it is ruled as a touchback or safety. 

Towklwk *—When the offensive team puts thebaH over the end line 
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and it'does not result in a score, it is ruled a touchback and is put in play 
by an opponent at the point where it crossed the line by a punt, place-kick, 
or pass. 

Safety. —When a defensive player last touches a ball before it goes over 
the end line, and no score results, it is given to a member of the offensive 
team at the point and is put in play by a punt, place-kick, or pass. 

Scoring . —Points are scored as follows: 

Field goal . 3 points 

Touchdown . 2 points 

End-kick .:. 1 point 

Penalty-kick . 1 point 

Drop-kick . 1 point 

A field-goal is made when the ball is kicked or legally given impetus 
with the body over the goal line between the goal posts and under the 
crossbar. 

A touchdown is scored when a player standing in the end zone catches 
a forward pass. 

An end-kick is scored when a ground ball is kicked or legally given 
impetus over the goal line from within the end zone. 

Following a foul, a penalty-kick is awarded. The ball is placed by the 
referee on the penalty mark, and the kicker attempts to kick it between 
the goal posts under the crossbar. Only one defensive player may attempt 
to guard the goal and he stands on the end line between the goal' posts. 

A drop-kick is scored when a ball legally caught is drop-kicked over the 
crossbar. The kick must be made from the field outside the defensive 
zone area. 

Fouls.— The following are personal fouls : (1) kicking, tripping, charg¬ 
ing, pushing, holding, or blocking an opponent; (2) unnecessary roughness. 

The following are technical fouls: (1) making an illegal substitution; 
(2) taking more than three time-outs in a game; (3) having more than 
eleven men on the field; (4) delaying the game. 

The following are violations : (1) carrying the ball; (2) touching a 
ground ball with the hands; (3) making two successive overhead dribbles; 
(4) violating the kick-off rule; (5) violating the penalty-kick restrictions; 
(6) violating the rules in returning an out-of-bounds ball to play ; (7) vio¬ 
lating free-kick restrictions; (8) violating, the tie-ball rule; (9) kicking or 
kneeing a fly ball by a player unless he has caught it. 

Penalties. —The penalty for a personal foul, committed outside the 
player’s end zone, is a penalty-kick by the offended player. If missed, a 
touchback is declared. For a personal foul in a pjayer’a own end zone, 
the penalty is two penalty-kicks by the offended player. 

.The penalty for a technical foul committed outride the playerV own 
penaky area is a penalty-kick by any member of tfa$r nflEeaded 
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missed, a touchback is declared. If the technical foul is committed inside 
the player’s own penalty area, the penalty is a penalty-kick by any member 
of the offended team. The ball is in play as soon as kicked. 

The penalty for a violation outside the player’s own penalty area is the 
awarding of the ball out of bounds to a member of the offended team. 

The penalty for a violation inside the player’s own penalty area is a 
penalty-kick by the opponents with the opportunity of a follow-up if 
missed. 

Penalty-Kic\. —Following a personal or technical foul, the referee places 
the ball in the penalty mark and the kicker attempts to kick the ball 
through the goal posts under the crossbar. On penalty-kicks where no 
follow-up is allowed, only the kicker and the goal guard are concerned. 
When a follow-up play is allowed, the team mates of both kicker and goal- 
tender may not encroach upon the end zone until the ball is actually kicked. 

Length of Game .— The official game consists of four periods of ten min¬ 
utes each with an intermission of two minutes after the first and third 
quarters, and ten minutes between halves. For junior- and senior-high- 
school and intramural use in colleges, the periods should be five minutes 
long at the start of the season, and six to eight minutes long later in the 
season when the playerAire in good physical condition. 

In case of a tie, on? or more over-time periods of three minutes are 
played. 

Time Out. —Time out may be taken three times by a team in the course 
of the game. Each additional time out is ruled as a technical foul. 

Substitutes .—A player may be taken out of the game and resubstituted 
once during the game. A substitute must report first to the linesman, who 
waits until the ball is dead, then blows his whistle to allow the change. 

Officials.— The game is in charge of a referee and two linesmen. The 
referee has general charge of the game. The linesmen are stationed on 
opposite sides of the field and assist the referee on out-of-bounds plays and 
in calling fouls. 

Speedball for Women. —The maximum dimensions of the field are 
100 yards by 60 yards; the recommended size for high-school players is 80 
yards by 40 yards. The end zone is six yards wide instead of the ten-yard 
width used in the men’s game, and the penalty mark is twelve yards from 
the goal. In other respects, the field corresponds to that used by men. 

The girls’ rules for speedball differ from those used by men in the 
following respects: 

1. A drop-kick scores two points instead of one. 

2. When the ball is being thrown in from out of bounds, a two-handed 
overhand throw is requited as in Soccer, the ball being in play as soon*as it 
hits the ground. 

3. The guarding rules are as in Basketball for Women. 



420 


c ACTIVE QAMES <s 4 ND CONTESTS 


4.. The penalty for a violation is a free-kick with the opponents at least six 
yards away. 

5. When 5 two players touch a ball, causing it to go out of bounds, and the 
referee can not determine which player touched it last, it is put in play by a 
throw down between two opposing players. 

Indoor Speedball 6 

Gymnasium Junior High School to College 

This game is Speedball adapted to an indoor space of the size of a 
basketball court. The rules follow those of Speedball with the following 
exceptions: 

Court .—A basketball court is used. The end lines of the court are the 
goal lines. The space beyond the end lines to the wall or some line (not 
exceeding five yards) is the end zone. The goals are placed on the goal 
lines equidistant from the side lines, these consisting of two jumping 
standards placed nine feet apart, and connected by a crossbar six feet from 
the floor. The basketball backboard is used for scoring drop-kicks. The 
penalty area is the space between the basketball free-throw line and the 
end lines. The penalty mark is the basketball free-throw line. 

Ball .—It is important that the ball is not too lively. An old basketball 
or volleyball is used which is inflated so that it is quite soft—it should 
just travel the length of the court when given a good kick. 

Teams.—A team consists of seven players. 

Start .—Instead of using a kick-off, the game starts with a toss-up on the 
center line, similar to that used in Basketball. Following each score and 
at the beginning of each quarter, the same play is used. 

Scoring .—Scoring is as follows: fielcJ-goal, three points; touchdown, 
two points; penalty-kick, one point; drop-kick, one point. 

The rules for touchdowns, field-goals and penalty-kicks are. as in 
Speedball. 

A ball legally caught may be drop-kicked against the basketball back- 
board to score a drop-kick. The kick must be made from some point in 
the court in back of the penalty mark. 

Free~Kic \.—There is no free-kick in Indoor Speedball—instead the ball 
is awarded to the offended team out of bounds. 

Out of Bounds .—To speed up the play it is recommended that the side 
walls be considered in bounds. If not, out-of-bounds balls on the side lines 
are thrown in as in Soccer. 

The rules on the touchback are the same as in Speedball, and the rule 
on the safety is the same except that no score may Jbe made until the ball 
has been returned at least as far as the nearest penalty mark. 

• Contributed by Roger Gray. 
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Fouls and Penalties .—Fouls and penalties are the same as in Speedball 
except for the free-kick rule mentioned above. 

Basket Speedball. —This is played as in Indoor Speedball with the 
exception of the method of scoring the touchdown. Instead of the ball 
being thrown into the end zone for a touchdown, it is thrown into the 
basketball goal. This scores two points. Other methods of scoring are as 
in Indoor Speedball. 

Simball 7 

Playground Senior High School to College Girls 

This is a combination of Speedball and Basketball, suitable for girls. 
It was originated by Ralph Simpson. 

Field. —Same as in Speedball. 

Ball. —Same as in Speedball. 

Start. —The game is started by a kick from the middle of the field. 

The Play. —The ball may be taken from the ground, dribbled (using one 
hand only), passed, or kicked. After one dribble the ball must be passed 
or kicked before the same person may dribble again. Guarding is as in 
Basketball. In case of a tie ball, a toss-up follows as in Basketball. 

Out of Bounds. —V^hen the ball is caused to go out of bounds over the 
side lines, it is throwli in by an opposing player by an overhead throw 
with both hands. The first receiver may not catch the ball but may bat it 
to another who may catch it. 

When the ball is caused to go over the end line (1) by the attacking 
team, the goalkeeper punts the ball in; (2) by the defending team, the 
ball is passed in by an overhead throw and must be touched by two players 
before it may be passed over the end line for a score. 

Scoring.—As in Speedball. 

Length of Game. —Four eight-minute quarters. 

Other Rules. —In other respects, the rules of Speedball apply. 

Tag Speedball 

Playground Junior and Senior High Schools 

Tag Speedball is a variation of Speedball which permits running with 
the ball. The rules of Speedball apply with the following exceptions: 

1. A player after catching a fly ball may run with it. The penalty for 
“progress with the ball” is therefore necessarily discontinued. No inter¬ 
ference is permitted for the runner, and such personal contact would come 
under the rules as blocking and be penalized accordingly. A player who, 
while advancing the ball by running, is tagged by an opponent forfeits 
the ball to the opponent at the spot where he was tagged, and the tagging 

side puts the ball in play from out of bounds at the nearest boundary line. 

* 

* Contributed by Winnefred Horn Foss. 
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2. A .touchdown may be scored by running over the goal line while 
carrying the ball, and by the use of the overhead dribble. Touchdowns 
scored these ways count two points. 

Field-Handball 8 

Playground Junior High School to Adults 

Field-Handball is a German game of recent origin which was given in¬ 
ternational standing in 1927 by the International Amateur Athletic Federa¬ 
tion. It was scheduled as an event in the 1936 Olympics for the first time. 
It is a fast and strenuous game, making severe demands upon the players. 

The game is played on a field approximating that used in Soccer with 
minor variations around the goal and penalty areas. The ball resembles a 
soccer ball but is slightly smaller (twenty-four inches in circumference). 
Eleven players constitute a team. 

The method of play resembles Soccer in form but the handling of the 
ball is more similar to that used in Basketball. The ball is passed or driven 
with the hands down the field and the use of legs below the knees is 
prohibited by all except the goalkeeper. Scores are made when the ball 
is thrown through the goals. 

The ball may be thrown, struck, knocked, or caught in any way, using 
the arms, hands, head, body, and legs above the knee. A player is not 
allowed to hold the ball longer than three seconds, nor take more than 
three steps while holding it. He is not allowed to touch it twice in suc¬ 
cession until after it has touched another player or object. It is permissible 
to throw the ball on the ground and catch it again while running or 
standing. 

The ball may be knocked out of a player’s hands with the flat of the 
hand but may not be taken away with both hands or the fist. It is per¬ 
missible to block an opponent’s way, but such tactics are forbidden as 
holding or stopping with the hands, hitting, pushing, and charging from 
the rear. 

The goal area may be occupied only by the goalkeeper and he may stop 
the ball with any part of his body including the feet. He may kick it, 
however, only when it is moving toward the goal. 

The penalty for most fouls is a free-throw from the spot where the 
foul was committed. There are corner-throw and penalty-throw rules re¬ 
sembling the corner-kick rules in Soccer. 

The game consists of two halves of thirty minutes each with an interval 
of ten minutes. For women and players under fourteen years of age, the 
halves are twenty minutes each. 

*Siee International Amateur Athletic Federation, The Game of Field-Hand* 
tall. Munich: Deutsche Sportbehorde far Leichtathletik, 19&& V, * ‘ 
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Fieldball 

Playground Late Elementary to Senior High School 

Fieldball in its original form was devised by L. R. Burnett and quickly 
found favor as a game for girls. It combines the best features of Soccer, 
Hockey, and Basketball, with chances of injury minimized. 

Fieldball is not a true game of the Soccer type in that there is no 
handling of the ball with the feet—the manipulation of the ball resembles 
Basketball more than Soccer. In layout of field, make-up of teams, and 
methods of scoring, however, it resembles Soccer. 

Field .—The maximum size of the field is 180 by 100 feet. It can be 
played on a smaller field if space is limited. Figure 68 shows the lining 
on the field. 

Goal posts are placed in the middle of the end lines. The posts are ten 
feet apart and the crossbar eight feet above the ground. When permanent 
goals are not feasible temporary posts are frequently erected by the use of 
portable volleyball standards or jumping standards with a rope stretched 
between them for a crossbar. Failing here, the width of the goals may be 
marked on the ground with lime. 

Ball .—A soccer ball^s used. 

Teams .—Eleven pUyers constitute a team, five forwards, three half¬ 
backs, two fullbacks, and a goalkeeper. The goalkeeper is not permitted 
to leave the goal area. 

Object of the Game .—The object is to work the ball toward the op¬ 
ponents’ goal line and get it through the goals, and at the same time to 
prevent the opponents from scoring. 

Start .—The captain winning the toss has the option of choice of goals or 
throwing off. One member of the team which throws off throws the ball 
into the opponents’ territory. No member of the team which throws off 
may cross the center line until the ball has crossed it. Opposing players 
are not permitted to block the ball within fifteen feet of the center line; 
breaking this rule necessitates a repetition of the throw-off. 

At the beginning of the second half the ball is put in play in the same 
way as at the start of the game. 

The Play .—The ball may be thrown, batted, bounced, or juggled in any 
direction. The ball may be bounced only once and juggled only once, 
however, before being handled by another player; a bounce may not be 
followed by a juggle, nor a juggle followed by a bounce. 

The ball must be caught with both hands, but once caught may be 
retained in one hand and thrown with one hand. The ball must be 
thmwn within three seconds; if the player has fallen to the ground, the 
three seconds are counted from the time when all the weight is on the feet. 

In passing the ball to another player, it must be thrown, batted, or 
imncedj it may not be handed or rolled. ~ 
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The goalkeeper is permitted to run with the ball within the limits of 
the goal area. The goal areas are open to both teams. 

Scoring .—One point is scored by a team each time it causes the ball to 
go between the opponents’ goal uprights and under the crossbar. The of¬ 
fensive team also scores if the defensive team causes the ball to go through 
its own goal. If no crossbar is being used the score is made when the ball 
goes through the uprights within eight feet of the ground. 

Out of Bounds .—When the ball goes out of bounds over the side lines 
it is put in play by a player of the opposing team to the one that caused it 
to go out. This player stands out of bounds at the point where the ball 
went out and throws or bounces the ball into the court. Unnecessary delay 
in throwing in the ball is considered delaying the game. 

When the ball goes out of bounds over the end lines, the disposition of 
the ball depends upon which team caused it to go out. If it is the offensive 
team’s ball out, one of the offensive team’s players throws the ball in from 
a corner where the side line and end line meet; opposing players must 
remain at least fifteen feet away until the ball is thrown. If it is the de¬ 
fensive team’s ball out, the goalkeeper throws the ball into the field from 
any point within the goal area, and may make a running throw provided 
he does not step over t|pe free-throw line. 

Center Area .—The Center area is closed to all except the center forwards 
and center halfbacks. It is a foul for any other player to step over the line 
into this area, or for the center players to step over the line out of the area. 

Fouls .—The following are fouls: 

1. Taking more than one step while holding the ball. (One foot must remain 
in place while throwing unless both feet are off the ground during a jump.) 

2. Juggling or bouncing the ball twice in succession or combining a bounce 
with a juggle in the same piay. 

3. Holding the ball longer than three seconds. 

4. Throwing the ball while lying down. 

5. Kicking the ball, handing it to another player, or touching it when held by 
another player. 

6. Pushing, striking, interfering with the progress of a pi*yer, over guarding 
the ball or the player holding it, or using rough tactics. (The judgment of the 
referee determines these points.) 

7. Center forward or center halfback stepping over the boundary lines out of 
the center area, or any other player stepping over the line into the center area. 

8. If the goalkeeper steps outside the goal area when the ball is in play. 

9. Intentionally striking, pushing, holding, or interfering with the progress 
of a player or otherwise using rough tactics. 

Penalties. —When one of the first eight of the above fouls is committed 
outside the goal area the ball is given to the nearest opponent on the spot 
where the foul occurred for an unguarded throw with all opponents at 
least five yards away. When foul Number 8 is committed, the fouled side 
is given a free-throw from the free-throw line. 
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When fouls are committed inside the goal area, the penalty depends 
upon whfch team committed the foul. If the defensive team commits the 
foul, the offensive team is given a free-throw from any boundary of the 
goal area except the end line. The goal may be guarded only by the 
goalkeeper and fullbacks—all the other players must be outside the goal 
area. If the goal is not made the ball is in play. 

When the foul is committed by the offensive team within the goal area 
the ball is given to the goalkeeper for a free-throw from any point within 
the goal area. All other players must be five yards away. 

When two opposing players commit a foul simultaneously in the goal 
area, time out is called and each side is given a free-throw from the free- 
throw line, after which the ball is put in play as at the beginning of the 
game. If such a foul is committed outside the goal area the ball is tossed 
up between the two nearest opponents at the point where the ball is in play. 

Off-Side .—At the time of the throw-off at the start of the game, if a 
player of the side throwing off steps over the center line ahead of the ball 
the throw-off is repeated from a point five yards back from the center line. 
The same penalty is inflicted if the throw-off fails to go at least fifteen feet 
into the opponents’ half of the field. If these offenses are committed twice 
in succession the ball goes to the opponents for a throw-off. 

Length of Game .—The game consists of four quarters of five minutes 
each with a two-minute rest after the first and third periods and a ten- 
minute rest after the second period. 

At the beginning of the second and fourth quarters the balk is put in 
play at the place it was last played when the preceding quarter ended. It 
is given to the player who possessed it when the period ended. This 
player puts the ball in play by an unguarded throw; all players must be 
five yards away. 

Officials .—The officials consist of a referee, an umpire, timer, scorer, and 
four linesmen. 


Punch Ball 

Playground Late Elementary to Senior High School 

This game was first introduced in the playgrounds of Youngstown, 
* Ohio. It is similar to Soccer except that the ball is advanced by slapping, 
punching, or butting it with the head. Since there is no footing of the 
ball, it is not a true game of the Soccer type* There are few fouls and 
consequently the play is fast. 

Field *—The game is played on a field of the size of a regulation foot¬ 
ball field (160 by 300 yards). Smaller dimensions may be used, a length 
of seventy-five yards being very satisfactory. No goal posts axe necessary; 
the gpal te are the goals. 

Ball.—A ^poft ball ten inches , in diameter is used. 
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Teams.— From six to twenty players may play on a side. The best 
results are obtained by using eleven players on the small field and fifteen 
on the full-sized field. 

Start.— The game is started by punching the ball with the fist from a 
point half way between the punching team’s goal and the center of the 
field. 

The Play.— The ball may be punched, slapped, or butted, but not kicked. 
It may be tossed in the air before being struck, but the runner must not 
take more than one step in so doing. No dribbling or running with the 
ball is permitted. The players may catch it but may not take more than 
one step while holding it. 

Fouls and Penalties. —Kicking, dribbling, and running with the ball are 
fouls. The ball is given to the opposing side on the side line directly in 
line with the spot where the foul occurred; and is thrown in with the 
teams “on side.” 

Out of Bounds. —When the ball crosses the side line, it is thrown in by 
a member of the team opposite to the one that put it out. 

Scoring .—One point is scored each time the ball is put over the op¬ 
ponents’ goal line. After a goal the opposite team puts the ball in play. 

Length of Game.-§Tht game is played in four ten-minute quarters, 
with a one-minute rest between quarters, and ten minutes between halves. 

Punch Soccer. —This game uses a soccer ball or a sport ball six inches 
in diameter. The play is exactly like the above except for the following 
two points: 

1. The ball may be advanced by footing and heading as in Soccer, and 
also by punching and throwing. 

2. The penalty for a foul is a free-kick for the opposing team at the 
point where the foul occurred. 


Mass Soccer 

Playground Junior High School to College 

Mass Soccer is played on a regular soccer field except that the goal lines 
constitute the goals, and the soccer goal posts, goal areas, and penalty areas 
are not used. 

It is played according to Soccer rules with the following modifications 
to meet the needs of mass play: 

1. The game is started by lining the teams up behind their goals. The ball 
is placed in the center of the field. The players rush for it and attempt to kick 
k over the opposing goal. After each goal, the ball is put in play in the same way. 

2* In the case of fouls, a free-kick is awarded the opposing team at the point 
at which the foul occurred. Opponents must be ten yards away when the ball 
is kicked; Unnecessary roughnc®* eliminates the player. 
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3. When the ball goes out of bounds it is thrown back in by the referee. 

4. Or^c point is scored each time the ball crosses the opponents’ goal line. 

5. Two periods of ten minutes each constitute a game. 

Variation.—Use soccer goal posts and score one point each time the 
ball is kicked through the goals. Four players on each team are assigned 
to guard the goals; these goalkeepers may catch the ball and throw it when 
it comes in the area of the goal. 

Two-ball Soccer 

Soccer Field Senior High School to College 

This is a sand-lot type of Soccer using two balls. All rules of Soccer 
are followed except that the off-side rule is ignored. If the two balls go 
through the same goal at the same time, two goals are scored. 

Two referees should be used, one following each ball. 

Hand Soccer 9 

Gymnasium Junior and Senior High Schools 

This is a gymnasium game resembling Soccer except that the ball is 
played chiefly with the hands. 

Court.—A. basketball court is used with the free-throw lines extended 
across the court. The section behind one of these lines is known as the 
goal area. The wall at the end of the gymnasium constitutes the goal, 
and the end lines of the court are not used. A line is drawn across the 
wall six feet from the floor. 

Ball .—A volleyball or soccer ball is used. 

Teams .—Eight to sixteen men may play on a side depending on the 
size of the court. 

Half of the players are guards and the other half forwards. The for¬ 
wards may go all over the floor while the guards must remain in the goal 
area nearest the goal they are protecting. One forward is selected to act 
as center. 

Object of the Game .—The object is to hit the ball with the hand so that 
it will hit the opponents’ wall below the six-foot line, and at the same time 
to prevent the opponents from scoring. 

Start .—The two centers stand with their feet outside the center circle 
and with their hands on their knees. The forwards stand on the front line 
of die goal area nearest the goal they are defending. The ball is placed in 
the center circle. On signal the centers hit the ball and the forwards rush 
forward. 

- ' ffitv .. . , 

•Thirgame is contributed by Doa Harshbarger, Naperville, miaou. 
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Fouls. —The following arc fouls: (1) hitting the ball with the closed 
hand; (2) taking a full arm swing at the ball (the ball must be hit with 
bent arms); (3) kicking the ball (not a foul to stop ball with foot); (4) 
stopping the ball with two hands; (5) charging, pushing, pulling, and 
tripping. 

Penalty for Fouls .—A free-hit from the center circle is awarded the op¬ 
posing team when a foul is committed. All members of the fouling team 
must be touching the side lines until the whistle blows, when they rush 
out to prevent the goal. The forwards of the team trying for the goal 
may not stand on the side lines inside the goal area nearest the goal for 
which they are trying. 

Scoring. —One point is scored each time the ball hits the opponents* 
wall below the six-foot mark. 

Rotation of Players. —After each goal, the forwards and guards ex¬ 
change places. 

Length of Game. —Four three-minute periods constitute a game. 

Bolo Ball 

Playground, Gymnasium Junior and Senior High Schools 

This game was contributed by K. H. Murray and is an attempt to 
teach Handball skills. It is a combination of Soccer, Basketball, and 
Handball, but the main object is putting a ball through a goal of the Soccer 
type. The following is Mr. Murray’s own statement of the rules. 

Court. —The entire gymnasium is used as the court. A goal is formed 
at each end by setting up two volleyball standards seven feet apart under 
the basketball backstop. 

Ball. —A basketball is used. 

Teams. —There are six players on a team—two forwards, one center, 
two defense players, and one goalkeeper. 

Start. —The players arrange themselves as in basketball except that the 
two centers stand outside the center circle. The referee bounces the ball 
on the floor in the center of the circle and the ball if not touched should 
bounce higher than either center can reach. The ball may be hit by the 
centers as soon as it is waist high. 

After a foul the ball is put in play by the same method at the point 
where the foul occurred. 

Advancing the -The ball is played throughout the game by using 
only one hand at a time. The ball may be advanced (1) by an overhead 
dribble (tapping the ball up off the hand) while the player runs; (2) by 
the basketball dribble of which only three bounces are permitted during a 
player’s time in possession of the ball; (3) by the smash with the hands as 
in Handball (this is the method used most in the game at present); (4) by 
the scoop throw off the floor (in this method die ball is scooped off the 
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floor and leaves the hand, and the player may or may not retain possession 
of the tall); (5) the ball can be advanced by any other method providing 
the played does not deliberately touch the ball with the body below the 
waist (bouncing the ball off the chest, head, or shoulders is permitted, but 
a foul would be committed if the ball were kicked along with the legs or 
trunk below the waist). Any or all of these methods may be used during 
a player’s possession of the ball. 

It is not a game of bowling the ball along the floor. The ball should be 
kept up in the air as much as possible. 

Scoring.— A legally advanced ball passing between the goal uprights 
and under the backboard scores one point. The ball must have last touched 
the player above the waist—balls deflected off the feet or legs of a player 
and going through the goal do not score. 

The Goalkeeper .—The goalkeeper may score a goal by throwing the 
ball through the opposite goal. (This opens the game up and provides a 
constant scoring threat. Many goalkeepers throw the ball to a position 
in front of the opposite goal for a forward to deflect in for a goal.) The 
goalkeeper may take only two steps while in possession of the ball, and 
may be body-checked or charged while in possession of the ball. He may 
use any part of his body in protecting and clearing the goal of the ball. 

Penalties .—Penalties of one minute on the bench are provided for the 
following infractions of the rules: 

1. Throwing the ball (except the goalkeeper). 

2 . Touching the ball with two hands at the same time (except the goalkeeper). 

3. Charging or body-checking an opponent if he is not in possession of the 
ball at the time. 

4. Body-checking or charging an opponent into the wall whether he has the 
ball in his possession or not. 

5. Tripping or unnecessary rough play. 

6. Body-checking or charging an opponent from the rear. 

7. Using the arms or hand to retard the movements of opponents. 

8. Running with the ball held stationary in the hand. (The ball must be 
advanced in the ways given. No running with the ball is allowed.) 

9. Taking more than three bounces in a basketball dribble during a time in 
possession of the ball. 

10. Kicking or deliberately touching the ball with the hips or legs. 

11. Goalkeeper taking more than two steps with the ball. 

Boundaries .—All walls are in bounds. Special ground rules will prob¬ 
ably be necessary in local situations. 

Substitutions may be made at any time when the referee 
is ili possession of the ball. Substitutes must report to the referee. 

Length of G&mc.—Two twenty-minute periods "constitute a game. 
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Push Ball 

Playground, Open Field Junior High School to College 

The push ball is a large inflated ball five to six feet in diameter. Since 
these balls are very expensive the game is commonly played with the thirty- 
inch cage ball. The cage ball is an inflated canvas-covered ball. 

Establish two lines thirty to fifty yards apart. Any number may play 
on a side, and the numbers are usually large. One team lines up or masses 
itself behind each line. The ball is placed midway between the lines. At 
the signal the teams rush for the ball and attempt to push it across the 
opposite line. The team wins which puts the ball across the opposing goal 
line first. 

Balloon Push Ball.—This is a thrilling contest for a small space, and 
even though it is played with a toy balloon it is very strenuous. The 
balloon remains in the air a long time and the players constantly jump and 
stretch to reach it. The contest can be played in a space of any size from a 
room in a home to a gymnasium. 

Divide the players into two teams and place one at each end of the 
gymnasium or room. #Toss a toy balloon in the air in the center of the 
floor and at the same time give the starting signal. The teams rush for¬ 
ward and attempt to bat the balloon to the opposite wall. The team wins 
which succeeds in causing the balloon to touch the opposite wall. 

Keep a few extra inflated balloons handy. When the balloon is broken, 
immediately toss another in the air at the spot where the accident occurred. 

Scrimmage Ball 

Playground Junior High School to College 

Field ,—The game is played on a football field or similar area approxi¬ 
mately 60 by 100 yards in size. The area may be reduced to meet the 
needs of young players. 

Ball .—A cageball or soccer ball is used. 

Teams ,—Ten to twenty-five players may play on a team. 

Object of the Game .—The object is to force the ball over the opponents* 
goal. 

Start ,—The teams line up at the center of the field, ten yards apart and 
facing each other. The end line behind each team is that team’s goal. 
The ball is tossed in the air, and the teams rush for it. After each score, 
the ball is put in play in the same way. 

Play .-—The ball may be thrown, batted, or punched, but must not be 
carried or kicked. Unnecessary roughness and hitting the ball when down 
are fouls entitling an opposing player to an unguarded throw. Goal de¬ 
fenders may have one foot only, behind the goal line. 
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Scoring. —One point is scored each time the ball is forced over the op¬ 
ponents’goal line. 

Length of Game .—The playing period is ten minutes. 

Soccer Batball 

Playground, Gymnasium Late Elementary to Senior High School 

This game follows the general rules of Batball except that the ball may 
not be played with the hands. The rules of Batball should be read. 

A soccer ball is used and the kicker (batter) kicks it into the field. 
The fielders play the ball with the feet or head. The runner is out if he is 
hit by a kicked ball or if a fielder dribbles the ball across the goal line 
before the runner reaches it. 

GAMES INVOLVING SOCCER SKILLS IN OTHER CHAPTERS 

Soccer Tag. Soccer Dodgeball. 

Roll Ball. Soccer Center-Ball 


SOCCER LEAD-UP CONTESTS 


Many of the minor games of the Soccer type described in this chapter 
are valuable in developing Soccer skills for the major sport. The follow¬ 
ing contests, described in the chapters on contests, may be used to advantage 
for this purpose also. 


Soccer Throw for Distance. 
Soccer Punt for Distance. 

Soccer Place-Kick for Distance 
Soccer Place-Kick for Accuracy. 
Codeball Kick for Distance. 
Kick, Bounce, and Catch. 

Foot Dribble Relay. 

Soccer Bowling. 


Speedball Place-kick for Distance. 
Speedball Place-kick for Accuracy. 
Speedball Kick and Catch. 
Speedball Drop-kick for Distance. 
Speedball Drop-kick for Accuracy. 
Speedball Punt for Distance. 
Overhead Dribble for Distance. 



CHAPTER XXIII 


GAMES OF THE %UGBY FOOTBALL TYPE 

T HE Rugby games are much more complicated than Association Foot¬ 
ball. Scores are made in several ways, and a greater variety of plays 
is permitted—kicking, running with the ball, and passing, all being used. 
This necessarily makes the rules more complex and difficult to understand. 
American Rugby and English Rugby differ considerably. In American 
Rugby there is much mass play, while the English game is much more open. 
The use of mass play in the American game comes about principally 
through the use of what is called “interference,” which consists in sending 
a group of men ahead of the man carrying the ball to protect him from 
the opposing tacklers. The players ahead of the ball are “off-side,” and 
passing to an “off-side” man is not allowed in English Rugby; therefore 
passing the ball forward is not permitted in the English game, while in 
American Rugby it is<>nly allowed once in each play, and was not allowed 
at all until the season of 1906. 

American Rugby 

Playground Senior High School to Adults 

This is the game usually called College Football. 

Field .—The field is 300 feet long and 160 feet wide, with an “end zone” 
at each end 30 feet long and as wide as the field. This makes the whole 
space 360 feet long. The two end zones are used especially for the forward 
pass, which may be legally caught in these sections, as well as on the 
playing field. At each end are the goals, on the middle of the end line. 
Each goal has two posts eighteen-and-one-half feet apart with a crossbar 
ten feet up. The side lines and end lines are marked with lime and 
similar lines are marked across the field every five yards to help the officials 
to measure the distances. The goal line is marked with a double line of 
lime to make it easily distinguishable from the yard lines, and the end 
zones contain diagonal markings. (See Figure 69.) 

General Description of the Play .—It is the object of each team, which 
consists of eleven men, to defend its own goal and to carry the ball into 
the opponents' territory and score. A player carrying the ball may be 
stopped by grasping him and throwing him to the ground. This is failed 
“tackling.” No one may be tackled except the man with the ball. The 
ball carrier is down when any portion of his person except his hands or 
feet touches the ground. When the down is made the referee blows his 
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whistle declaring the ball dead and the two teams line up for a scrimmage 
as later described. To prevent opponents from tackling the player with 
the ball, his team mates often form a group and run in front of him, or 
between him and his opponents. Men thus acting as protection for the 
man carrying the ball are said to form an “interference.” Men on the 
side having the ball may not use their hands to keep opponents away, 
but may run against them with hip, shoulder, or arms held against the 
body. After the ball has been kicked, however, the players of the kicker’s 
team may use their hands to ward off or push opponents who are at¬ 
tempting to block them. The side not in possession of the ball may use 
hands or arms freely to aid them in getting to the man with the ball. 

Scoring .—A touchdown counts six; a score following a touchdown 
counts one; a goal from the field counts three; a safety counts two for the 
opponents. The way in which each of these scores is won will be de¬ 
scribed in the proper place in the following description of the play. 

Kicl^Off. —The game begins by a play known as the kick-off. Before 
beginning the game, the captains toss a coin and the winner may have 
the choice of goal, or of kicking off, or of receiving the kick-off. The 
loser has the choice of the remaining two options. At the start of the 
second half the privileges as to choice are reversed. 

Upon the referee’! signal the team having the ball place-kicks it from 
any point on its own forty-yard line or some point behind it. The kicker’s 
side must all be in bounds and behind the ball when it is kicked. The 
opponents must be in bounds and behind their restraining line ten yards 
in advance of the ball; at least five players must remain within five yards 
of this line until the ball is kicked. The ball must be kicked to or beyond 
the opponents’ restraining line to continue in play, unless it is touched by 
an opponent. When the ball is kicked, the kicker’s team charges down the 
field as fast as possible to the vicinity where it strikes. A player of the 
opposing side attempts to catch or secure the ball and run it back as far 
as he can before being tackled. The referee then blows his whistle as signal 
for play to stop. 

During the minute intermission preceding the second and fourth quar¬ 
ters of the game, the players change goals but do not leave the field of 
play. The ball is placed in the same relative position only facing the 
opposite direction from which it was when the preceding period ended. 
Otherwise the play proceeds as though no change was made, the number 
of downs and distance to gain being the same. 

A Scrimmage .—Following the kick-off the two teams line up in a for¬ 
mation known as a scrimmage, shown by Figure 70. 

Notice that there are seven forwards, one quarterback, two halfbacks, 
and one fullback. The ball is held by the center player. The captain or 
the quarterback calls a signal which all the men of that team understand 
as the call for a certain play, having agreed upon it and rehearsed it in 
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practice beforehand; the whole team unites in an effort to cany it out 
successfully. Such plays usually begin by the center passing the ball to a 
back, and in many plays this back passes it to a third player, who runs 
with it, so as to advance with it toward the opponents’ goal. Each team 
has learned a variety of plays and the quarterback uses them according to 
his judgment. 

Q 
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V V V V V V V 

▲ ▲▲▲▲▲ ▲ 

E T D C & T E 

▲ ▲ 

Q H 

▲ ▲ 

H F 

Figure 70. —Positions of Players: black team, side with the ball; white team, 
defending side. C, center; G, G, guards; T, T, tackles; E, E, ends; Q, quarter¬ 
back, H, H, halfbacks; F, fullback. 

A scrimmage ends when the player carrying the ball is tackled, falls so 
that one knee touches the ground, carries the ball over the goal line, or is 
forced out of bounds. A down is then declared. It is also a down if a 
forward pass hits the ground before being caught. Fcfar downs are allowed 
in which to make the necessary ten yards. In case this distance is made 
before die four downs arc used up, a new first down is declared. 
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Punting .—When a team finds itself unable to make the required ten 
yards in four trials, punting is the usual resort. Since even an indifferent 
punter can advance the ball several yards, it is better to punt on the fourth 
trial than to lose the ball on downs with no advance. The punter is 
placed well back, so as to enable him to get the ball away before an 
opponent can reach him; the center sends him the ball by a long pass, 
and it is punted down the field into the opponents’ territory. The two 
ends run down the field after the ball so as to be ready to tackle the man 
who catches it before he can gain much distance in running; the other 
team mates must hesitate before running after the ball, as they must first 
obstruct opponents trying to break through the line to block the punt. If 
the man catching it is a good punter he may punt it back again, but this 
is seldom done. 

On the punt play it must be remembered that players of the kicking 
side, who are ahead of the ball when it is kicked, are “off-side” and may 
not play the ball themselves until it has first been touched by an opponent. 

The Forward Pass .—The forward pass consists in passing the ball to¬ 
ward the opponents’ goal. It not only is a means of gaining ground, but 
is a threat which serves to keep the defense spread out so as to enhance 
the chances of a successful running attack. The ball is gripped with the 
fingers near one end and\hrown end first so that it is offered the least 
resistance in its flight. It is possible to throw the ball a distance of forty 
or fifty yards. The ball may be passed forward by any player and such a 
forward pass may be caught by any player of the same side who was a yard 
behind the line of scrimmage, or was an end man on the line of scrimmage. 
Any opponent is eligible to catch a forward pass—this is called “intercept¬ 
ing a pass.” After a pass has been touched by a member of the defense, 
and while it is still in the air, it becomes a free ball for either side. If the 
ball falls to the ground it counts as a down and the play starts once more 
from the spot of the preceding scrimmage. Such a failure is termed an 
“incompleted pass.” 

Lateral Pass .—There is another type of pass in which a runner carrying 
the ball may pass it to another player at any time, provided that player is 
behind him or on a line with him (not in front of him—this would con¬ 
stitute a forward pass). Such a play is called a lateral pass. Passes of 
this type are usually resorted to by runners making an end run or by 
players who have just received a forward pass, when they see that they 
ire about to be tackled. Any number of lateral passes may be thrown 
n succession, and any player is eligible to receive the pass. Following a com¬ 
pleted forward pass, if a lateral pass is attempted and fumbled, the play 
s considered as an incomplete forward pass. In the same situation, if th$ 
ittemptcd lateral goes forward, making two forward passes, the ball is 
wrought back to die point where the play started. 

Fumble.— It is a fumble when a player holding die ball in play loses 
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possession and control of it other than by passing or kicking it. Fumbles 
usually result from dropping the ball, having it snatched away by an 
opponent, or by failing to complete a backward pass. 

When a fumble occurs, the players of either team may recover it. If 
the team which fumbled recovers the ball it may advance it. If the oppos¬ 
ing team .recovers the ball after it strikes the ground the ball is dead at the 
point of recovery and may not be advanced, but if the opposing team re¬ 
covers it before it strikes the ground, it may be advanced. 

Out of Bounds .—The ball is out of bounds when either the ball or any 
part of a player holding it touches the ground, an obstruction, or any 
person other than a player on or outside the side line or the end line. 

When the ball goes out of bounds across the side lines (except in the 
case of a forward pass or a kick-off), or when it becomes dead within ten 
yards of a side line, it is put in play at a spot ten yards from that side line 
and on a line drawn at right angles to the side line through the point 
where the ball became dead 

Penalties .—In most cases fouls are penalized by loss of distance—five, 
fifteen, or more yards, according to the nature of the offense. Distance pen¬ 
alties are provided for holding, tripping, illegal use of the hands and arms 
in interference, and rough play; also for off-side play in scrimmage, and 
for fouls of a technical nature. 

Some fouls include loss of the ball to the offended side without a dis¬ 
tance penalty; a case is where a foul occurs when neither side is in pos¬ 
session of the ball, or when an off-side player on a punt touches the ball. 

The most common fouls of all are being off-side in scrimmage, which 
means a five-yard penalty, and holding or illegal interference by the of¬ 
fensive team, which is penalized to the extent of fifteen yards. 

It is important to note that, with a few exceptions, when the defensive 
side is penalized a first down is given the team with the ball in addition 
to the distance gain; however, when the offensive side is the violator, the 
distance penalty is made, setting the ball back, but the number of the 
down and the place to be reached remain the same as before. 

When a penalty is inflicted on a team, the opposing team may refuse 
the penalty if it so desires. Such a refusal usually takes place when the 
defensive team commits a foul on a play in which the offensive team made 
more yardage than that allowed by the penalty. 

Touchdown .—The game may continue by a succession of scrimmages 
until the ball becomes legally dead on, above, or behind one of the goal 
lines. This constitutes a touchdown, and also gives the successful team 
the privilege of a try-at-goal. To do this the ball is brought out into the 
field two yards from the goal and the two teams line up against each 
other. The team that has just scored is allowed one down to score again 
by any means it may choose. If successful an additional point is added to 
dteir score. Following a touchdown and the attendant try-at-gc^ play as 
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resumed by a kick-off. The side scored upon has the right to decide who 
shall kick. Rugby is the only game in which scores are made by merely 
carrying the ball over the goal line; in all other games of this type it must 
go through the goal. Kicking the ball over the goal line, however, does 
not score 

Goal from the Field .—When a team finds itself in front of the op¬ 
ponents’ goal and within kicking distance, a goal from the field is often 
attempted. A punt is not permitted, the rules requiring a drop-kick or 
place-kick. The ball in the latter case is passed far back by the center to 
the quarterback or other back, who holds it for the kicker. If the ball goes 
over the crossbar or directly over one of the goal posts, a goal is scored, and 
the play is resumed as in case of a touchdown. 

Safety and Touchbac \.—A “safety” is scored when a player with the 
ball is downed behind his own goal line, provided the impetus came from 
his own team. A safety usually occurs unintentionally, as when a bad 
pass by the center, or a fumble by the receiver, causes the ball to roll behind 
a team’s own goal. If, however, the ball is declared dead behind the goal 
line in the possession of a defending player, the force which sent it there 
coming from the attackers, no score is made, and the play is called a 
“touchback.” § 

Following a safety, tRfe team scored upon puts the ball in play by a 
free-kick anywhere on its own twenty-yard line or any point back of it. 
Following a touchback, the team making it puts the ball in play by a 
scrimmage anywhere on its own twenty-yard line. 

Length of the Game .—The game consists of four periods of fifteen min¬ 
utes each, or a shorter time agreed upon. In high-school competition, 
twelve-minute periods are used, and in junior-high-school games, eight 
minute periods. Fifteen minutes’ rest is given between halves and one 
minute between quarters. 

Time Out <~~Time out is allowed upon request of a captain or for the 
purpose of completing a substitution made by the coach. Not more than 
two minutes are allowed each time. Each team is allowed three time-outs 
during a half. After the third time-out, however, a loss of five yards is 
indicted for an additional time out, unless an injured player for whose 
benefit time is taken out is removed from the game. 

Substitutions.—A. player may be substituted for another, but must go 
onto the field when the ball is dead, and must first report to the umpire 
before engaging in play. He is not allowed to communicate with his 
fellow players until after one down has occurred. 

A player taken from the game may not return in the same period or 
intermission in which he was withdrawn, but may return in the following* 
period. This right, however, is not extended to a player who has been 
disqualified or suspended from the game. A player removed in the last 
period may apt return at all 
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Officials .—The officials of the game are a referee, an umpire, a linesman, 
and a field judge. The referee has general charge of the ball and is judge 
of its position and progress. His whistle stops the play. He calls fouls. His 
position is behind the team having possession of the ball. 

The umpire is the judge of the conduct of the players, and has for his 
duty the calling of certain classes of fouls apt to occur near his position 
in the field. He stands behind the defensive team. 

The linesman, under the direction of the referee, marks the distance 
gained, and has jurisdiction over the positions of the players when the ball 
is put in play. He also assists in watching for fouls involving personal 
conduct. He takes a position to the side of the play and stands his stick 
even with the forward point of the ball. He has assistants who stand on the 
side line with stakes marking the distance to be gained in the scries of 
downs. 

It is the duty of the field judge to occupy a position well back of the 
team not in possession of the ball and toward the side of the field opposite 
from the linesman, and to relieve the referee of some of his duties in this 
part of the field; also to keep the time and reoort fouls not coming to the 
attention of the umpire. 

MINOR GAMES OF THE RUGBY TYPE 

Punt Back 

(Five Steps, Drive) 

Playground Late Elementary to Senior High School 

A field of the size of a football field is used with only the side lines 
and goal lines marked. Either a rugby or soccer football may be used. 
Divide the players into two teams and scatter the members of each over 
their half of the field. 

Object.— The object is to work the ball by punting into the opponents’ 
territory and then punt it over the opponents’ goal line. 

Start. —The game is started by a place-kick from about the kicker’s 
thirty-five-yard line. 

The Play.— When the ball is kicked the opponents secure it and punt 
it back. If the ball is caught the player catching it is permitted to take 
five steps (sometimes played by taking three steps) from the point where 
he caught it, before punting it back. If it is not caught, it must be kicked 
back from the point where the player gets possession of it. No opponent 
may be within ten feet of a player when he is punting. Breaking this rule 
permits the kicker to take five steps. 

If the ball goes out of bounds it is returned so; the field even with the 
ppint where it crossed the side line and kicked from that line. No steps 
are taken when a ball is caught out of bounds. 
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When a player is close enough to the goal line, he attempts to punt 
the ball over it. In defending against such a kick, no player is permitted 
to step back over his own line. 

Scoring .--^One point is scored for each punt crossing the goal line. If 
the ball is touched by an opponent it does not count. One point is scored 
for the opponents if a defending player steps back over his own goal line. 

Variation. —This game is played just like Punt Back except for the 
method of scoring. When a player thinks that he is close enough to the 
goal line to drop-kick the ball over it, he attempts to do so. Drop-kicks 
over the goal line which are not touched by the opponents score one point. 
Punts or place-kicks over the goal line do not score—the ball goes to the 
defending team and is punted back from the goal line. 

Variation. —Mark out a goal area on the ground at each end of the 
field thirty by fifteen feet in size. These goal areas are extensions of the 
football field and are placed in the middle of the goal line; the center 
section of the goal line is used for one of the thirty-foot lines and the 
fifteen-foot lines extend back at right angles to it. To score, the ball must 
be drop-kicked so that it drops in the goal area. 

. . • * 

Variation. —This is Similar to Punt Back, except for the kicking rules. 
If a ball is caught by an opponent, he may kick it back by punting or any 
other type of kick. If it is not caught, the ball must be drop-kicked from 
the point where it was first touched. No steps are taken as in Punt Back 
when the ball is caught. 

Drop-Kick Drive. —This is played like Punt Back, except that all 
kicks must be drop-kicks—no punting is allowed. Three points are scored 
each time the ball is drop-kicked over the goal posts. 

Forward-Pass Drive. —This is played like Punt Back except that the 
ball is passed and not kicked. One point is scored each time a team suc¬ 
ceeds in passing the ball over the opponents’ goal line. The game is played 
on a football field or area of similar size, but when young players are 
competing, it is well to reduce the size of the area. 

Kick-and-Pass Drive. —This is a combination of Punt Back, Drop- 
Kick Drive, and Forward-Pass Drive. 

The ball may be advanced by punting, drop-kicking, or forward-passing 
as the player chooses, with the rules of Punt Back applying. When the 
ball is put over the goal line by these methods, scores are made as follows; 

Drop-kicked goal.3 points 

Forward-passed goal .. 2 points 

Punted goal ----- x point 
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Forward-Pass Newcomb 

Forward-Pass Newcomb is described in Chapter XXV, “Games of the 
Basketball Type.” 

Newcomb over the Goal Posts is also described in the same chapter. 


Kicking Field Goals 

Football Field Junior and Senior High Schools 

The two teams scatter either side of the football goal posts. A player 
of one team attempts to drop-kick tjie ball over the goal and the opponents 
attempt to catch the kick. If the kick crosses the bar one point is scored; 
if the opponents fail to catch the kick one additional point is scored. 

The teams alternate in kicking and the members of each team rotate 
in kicking. All kicks must be made from a point at least fifteen yards 
back from the goal posts and directly in front of them. The team scoring 
eleven (or twenty-one) points first wins. 

Running Rack Kick-Offs 

Football Field Junior and Senior High Schools 

The teams line up as for the kick-off in Football. One team kicks 
off and the receiving team runs the ball back until the ball carrier is 
tagged. The receiving team scores points depending on the area in which 
the runner was tagged: 


Behind the ten-yard line. o points 

Ten to twenty-yard line. I point 

Twenty to thirty-yard line . 2 points 

Thirty to forty-yard line. 3 points 

Forty to fifty-yard line. 5 points 

Beyond fifty-yard line. 10 points 


Each team kicks off three times in succession and then the opposing 
team kicks. 

Rush Ball 

Gymnasium, Playground, Club Late Elementary and Junior High Schools 
This is a combative game of very low organization which is much en¬ 
joyed by boys. It is played in an area the size of the ordinary gymnasium. 
Stuff a burlap sack with paper and place it in the center of the area. Divide 
the players into two teams and place one at each end line. 

At the signal both teams rush for the bag and attempt to take It to 
the opposite goal. The team getting it, or a major pare of it, there first, 
wins. There are no rules except that unnecessary roughness and violent 
play are prohibited. 
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Touch Football 


Football Field, Playground Junior High School to Adults 

Touch Football is an adaptation of Rugby Football designed for more 
informal play by teams that do not have the opportunity for the practice and 
training that Rugby Football requires. 

The Touch Football rules have not been standardized yet but are gradu¬ 
ally evolving into a standard forrrl. Where there are conflicting practices, 
both points of view are mentioned in* the following rules. 

Field and Goals .—Same as in Rugby Football. 
t Ball .—Same as in Rugby Football. 

Teams.—A team consists of nine players. 

Length of Game .—For players of senior-high-school age and older, the 
game consists of four fifteen-minute periods with a three-minute rest after 
the first and third periods, and a five-minute rest at the half. For junior- 
high-school players the periods are ten minutes long. These periods may be 
shortened to meet conditions. 

Choice of Goals .—As in Rugby Football. 

Kickoff.—As in Rugby Football. The team receiving the kick-off 
may not form interference for the ball carrier; the ball may be advanced 
on the return by running, kicking, or passing sideward or backward. 

Scrimmage .—The gerieral rules of Rugby Football apply. The offensive 
team must have at least five men on the line of scrimmage. The center 
passes the ball back between his legs to one of the backfield men who 
endeavors to advance it by running, kicking, or passing forward, sideward, 
or backward. The backfield players may not be moving toward the line of 
scrimmage before the ball is snapped. 

If the offensive team has not advanced the ball ten yards in four con* 
sccutive downs, the ball goes to the opponents. (Some prefer to require 
twenty yards instead of ten.) 

Passes .—All players of the offensive team are eligible pass receivers. 
Any defensive player may intercept & pass. One forward pass may be 
attempted on each play in a scries of downs, even though previous passes 
were incomplete. An incompleted forward pass is returned to the line of 
scrimmage, even though it may have been preceded by a successful lateral 


pass. 

In case of interference with the pass receiver by a defensive player, the 
pass is ruled as complete. In case of interference with a defensive player 
during a pass, the offensive team is penalized ten yards from the previous 
line of scrimmage. 

A forward pass may be thrown from any point behind the line of 

scrimmage. 

H a player passes to himself, the ball is dead at the point where it was 
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If a forward pass is incomplete and hits the ground across the goal 
line,-it is regarded merely as an incomplete pass. (Some prefer to use the 
standard football rule here: after two such incomplete passes in the same 
series of downs, the ball goes to the opposing team on the twenty-yard line). 

Dead Ball .—An incompleted sideward or backward pass is a dead ball. 
The same applies to a pass from center which is fumbled. In both cases, 
a down is charged against the offensive team. 

Downed Ball .—A ball carrier is considered down and the ball dead when 
an opposing player touches him with two hands. (Some authorities prefer 
:o consider the ball carrier tackled when touched with one hand.) 

Out of Bounds.—As in Rugby Football. 

Scoring. — A touchdown scores six points and a safety scores two points. 
The definition of both touchdown and safety is the same as in Rugby 
Football. 

There is no play for point after touchdown as in Rugby Football, nor 
may points be scored from a field goal. 

Fouls and Penalties. —The following are fouls: 

1. Tackling, pushing, tripping, holding, or roughing another player. Penalty 
—loss of fifteen yards. 

2. Off-side—rule and penalty as in Rugby Football. 

3. Use of hands or leaving feet in an attempt to block an opponent. Penalty— 
loss of fifteen yards. 

4. Intentionally delaying the game. Penalty—loss of five yards for first two 
offenses; loss of ball for third offense. 

5. Kicking or attempting to kick a free ball. Penalty—loss of balk 

6. Substitute not reporting to referee. Penalty—loss of five yards. 

Points not covered by Rules. —All points not covered by these rules are 
governed by the rules of Rugby Football. 

High-Low Ball 

Playground Junior and Senior High Schools 

The original form of this game was invented by James Naismith, and 
intended to serve as an introduction to Football. The team play is not 
complicated, individual skill being stressed more. It is sometimes played 
by girls. 

Field.—A football field is used with a center circle ten feet in diameter 
added as in Soccer. A soccer field and soccer goals may be used if desired. 

Ball. —A soccer ball is used. 

Teams.— Eleven men compose a team, named as in Rugby Football. 

Object.— The object is to work the ball into the opponents’ territory by 
kicking, passing, or carrying it, and then score Jay carrying or passing it 
over the goalline, or kicking it over the goal. * 

;Starts .The game starts by a kick-off. The winner of die toss has the 
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choice of goal, and the loser kicks off. The ball is kicked from the center 
line by a place-kick and all other players must stand at least ten yards away. 

Scoring .—Points are scored as follows: 

A touchdown scores six points. 

A drop-kick over the goal after a touchdown scores one point. 

A drop-kick or punt over the goal during play scores three points. 

A kick over the goal from the restraining circle (fifty yards) scores one point. 

A safety scores two points. 

The Play .—The ball must be played with the feet or legs when it is 
below the height of the hips. When above the height of the hips, the 
ball must be played by the hands, head, body, or arms. The ball may be 
caught when it is as high as the hip line; when below the level of the 
knee, it must be lifted with foot or knee. Having caught the ball, the 
player may pass or kick it or run with it, All kicks must be punts or 
drop-kicks except on the kick-off. 

When a player runs with the ball, he may be tackled, but only above 
the hips and below the head. The tackle must be made with two arms. 
Team mates are allowed to tackle opponents in this way and clear the 
way for the runner. 

When the player running with the ball is tackled, the referee calls a 
down at the point. After a down, the player tackled retains the ball for 
a free-kick and stands facing his own players and kicks the ball to one of 
them. 

When a player running with the ball is tackled he may call “Held” if 
the referee has not blown his whistle, or if the runner is being forced 
backward, may call “Down,” and the referee calls the ball down at the 
spot. Interference with a player attempting to catch a pass is not per¬ 
mitted, but other players may be blocked or tackled. 

After a team has had four successive downs the ball is given to the 
opponents for a free-kick. No player of either side may be nearer than 
ten feet until the ball is kicked and all players must be “on side.” 

When a ball crosses the end line by other means than being carried 
over and does not result in a score, it is given to the defending team for 
a kick from a point five yards inside the goal line, in front of the goal 
posts. All players of the defending side must be behind the ball. 

Touchdown .—A touchdown is scored when the ball is carried over or 
passed to a player over the goal line. 

Goal After Touchdown.—A player of the scoring team stands on the ten- 
yard line with his back to the goal and facing his team mates. He kicks 
the ball to one of them who kicks for the goal from the point where 
the ball is received. The ball must be caught—if fumbled, the privilege 
of kicking is lost. The defending team must stay behind* the goal line 
until the first kick is made, then may rush in to block the try for goal. 
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Safety.—A safety is scored by the attacking side when the defending 
team 4cicks the ball behind their own goal line, or when it is sent over the 
goal line by the attacking side and touches a defensive player there, or the 
defensive team’s goal posts or crossbar. 

Out of Bounds.— When the ball goes across the side lines it is returned 
by an end player of the team opposed to the team that put it out. This 
player drop-kicks or punts it into the field at right angles to the side line 
at the point where it went out, and may not touch it again until it has been 
played by another player. All other players must be ten feet away and 
“on side.” 

Fouls and Penalties— Fouls are' called when players violate the rules 
described above regarding playing the ball with hands and feet and tackling. 

The penalty for a foul is a free-kick by the opponents at the point 
where the foul occurred, toward the opponents’ goal. However, if the 
defending team commits a foul inside their own twenty-five-yard line, the 
ball may be kicked by a member of the attacking team toward his own 
team. 

Length of Game. —The game consists of four ten-minute quarters with 
rest periods of from three to five minutes. 

Beeball 


Playground Junior and Senior High Schools 

Beeball was originated by C. W. Beeman in 1924 as a game for the 
autumn season combining the most interesting and recreative ’values of 
Rugby Football and Soccer. The following is Mr. Beeman’s own con¬ 
densation of the rules. 

Ball.— The game is played with a round leather (rubber inflated) ball 
slightly smaller in circumference than a soccer ball, twenty-two to twenty- 
three inches in circumference, weight twelve to fourteen ounces. 

The Field. —Maximum dimensions are the same as the football field 
(160 by 360 feet). The game is, however, very adaptable to smaller school 
yard spaces. Five-yard lines plainly marked are a decided asset in the 
conduct of the game. 

The Goals ,—The goals consist of two posts with a crossbar on top 
placed in the middle of the end lines. Regulation posts are eight yards 
apart with the crossbar eight feet above the ground. 

Players v—A regulation team is composed of nine players: four forwards, 
four guards,, and one goal guard. The chief function of the forwards is 
attack; that of the goal guard and guards, defense. However, at any stage 
of the game a guard may become an attacking player and a forward a 
defensive man, and so forth. 

The Game .—The game consists of two twenty-minute halves which 
tMjr;he shesrtened by mutual consent. The game begins by akickoff from 
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midfield and the ball must travel at least ten yards. All opponents are 
ten ylrds from the ball at the kick-off. If kicked out of bounds, it is 
awarded to the opponents at the spot where it last crossed the field of 
play. After the kick-off, the ball may be touched, batted, kicked, or run 
with as follows: 

1. The ball may be kicked at any time except when it is declared dead. 

2. A ball may be touched with hands or batted, but before being touched or 
batted again, it must be touched by some other player (team mate or opponent). 

3. Any player may run with the ball if he catches a “kicked fly ball ,, (same as 
running back a punt in football). 

4. A player may pick up and kick a rolling or bouncing ball. 

5. A player who is running with the ball and is forced out of bounds, shall 
be awarded a free-kick at the spot where he was forced out. 

Legal Tackle .—A legal tackle is made whenever a player who has pos¬ 
session of the ball is touched with both hands of an opponent—one hand 
must be placed on back and one on chest. 

Free-Kic\. —A free-kick is declared following a legal tackle or foul of 
any kind; the player tackled is awarded the kick which he makes by 
placing the ball on the spot designated by the referee. All players must 
remain at least five yards from the ball until the kick has been made. 

Corner-Kic \.—A corner-kick is declared whenever the ball goes out of 
bounds through the end zones, provided it was last touched in the field 
by one of the defending side. The attacking side is then given a free-kick 
from the corner-kick mark. 

Totichbac \.— A touchback is declared whenever the ball goes out of 
bounds through the end zones, provided the ball is not touched by anyone 
on the defending ‘side. The defending side is then awarded a free-kick 
from the touchback mark. 

Fouls .—The following are fouls: 

1. Personal: A player shall not hold, push, charge, or use unnecessary rough¬ 
ness, whether or not either player has possession of the ball. Penalty—A free 
kick to the opponent at spot of foul. A personal foul is charged against the 
player; three fouls disqualifies him. 

2. A technical foul is committed whenever a player bats or touches a ball 
successive times (before it is touched by an opponent). Throwing the ball is a 
technical foul. Penalty—Free-kick to any one of the opponents at spot of foul. 

3. No ball may be picked up in the end zones. The ball must be played as a 
ground ball as in Soccer. Penalty—A free-kick to the opponents at the touchback 
mark. 

Scoring /*-Field goal—one point.* (Ball kicked underneath crossbar.) 
Safety—two points. (Made whenever a player of the defending side 
having the ball in his possession is legally touched in his own end zone.) 
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Touchdown—three points: (1) whenever any player of the attacking 
side after catching a “fly kicked ball” runs across his opponents’ goal line; 
(2) whenever any player of the attacking side catches a “fly kicked ball” 
anywhere in the end zone. (This cannot be scored on a ball kicked in from 
out of bounds.) 

Officials .—A referee and an umpire are in charge of the game. 

Tag Speedball 

This game is described in Chapter XXII, “Games of the Soccer Type/ 

Foot Volleyball 

Playground Junior High School to College 

Field .—The size of the field depends on the size and ability of the 
players. For older boys the field is one hundred by two hundred feet. 
Two lines are drawn across the field 
parallel to the end lines, creating an 
area across the center of the field fifteen 
feet wide, known as neutral zone, 

The end areas are th£ playing courts. 

For girls and small boys, the field 
should be ninety-five feet long and 
forty feet wide. 

Ball .—A soccer ball is used. For 
boys, the game may also be played with 
a rugby football. 

Teams .—Seven to fourteen players 
constitute a team. The players scatter 
over their half of the court. 

Service .—The ball is served from 
the middle of the serving side’s court, 
by punting it so that it falls into the 
opposing court. One try only is al¬ 
lowed. Failure gives the service to the 
opposing team. 

The Play .—The team receiving the 
service catches the ball and punts it 
back into the opposing court. 

Scoring .—Only the serving team 
scores. It serves as long as it con¬ 
tinues to score. It scores one point 
when the opposing team (1) allows 
the ball to touch the ground in their court; (2) kicks it out of bounds, or 
into the neutral area, or so that it falls within its own court. , 
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Rotation of service. —Each time a team receives the ball for service the 
players rotate one position. This gives each player a chance to serve and 
to play each position. 


Crab Ball 

Gymnasium, Club Late Elementary and Junior High Schools 

This is an excellent boys’ game of low organization and is always popu¬ 
lar among those who know it. 

Establish two goal lines forty feet apart. Divide the players into two 
teams and have them sit on the goal lines facing each other with arms 
extended backward supporting the body from the floor. Place a soccer 
ball, sport ball, or codeball on the floor midway between the goals. 

At the signal both teams move toward the ball, keeping the crab 
position described, and attempt to kick the ball over the opposing goal. 
They may kick it with one foot or drop to the buttocks and kick with 
both feet. Players are not permitted to stand up and run to a more 
favorable position, or to move in any position except that described. 
They are not permitted to touch the ball with the hands. Teams should 
keep some players back to defend the goal and send others forward to drive 
the ball over the opponent’s goal. When the ball goes out of bounds, it is 
tossed back in at the point it went out by the referee. 

The following are fouls: (i) touching the ball with the hands, (2) 
leaving the crab position, (3) unnecessary roughness in kicking, striking, 
or shoving an opponent. 

The penalty for a foul is the awarding of a free-kick to the offended 
side at the point where the foul occurred. All opposing players must be 
six feet away at the time of the kick. 

One point is scored by a team each time it kicks the ball over the 
opposing goal. The team scoring ten points first wins. 

Balloon Crab Ball. —After the game has been played for a few min¬ 
utes with the soccer ball, substitute a large toy balloon for the ball After 
being accustomed to the ball, the slow-moving balloon causes much amuse¬ 
ment. 

Giant Crab Ball. —Use a thirty-inch cageball instead of the soccer 
ball This makes a different and, if anything, a more interesting game. 

RUGBY LEAD-UP CONTESTS 

. t; 

, of the minor Rugby games described in this chapter are valuable 
in developing skills for the The following ; 
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in the chapters on contests, may also be used to advantage in developing 
skills in handling the rugby ball. 


Circle-Passing Relay. 

Catch, Throw, and Sit. 
Catch, Throw, and Squat. 
Ten Trips. 

Pass-and-Toss Relay. 
Zigzag Ball* Passing Relay. 
Throwing Shuttle Relay. 
Football Center-Pass Relay. 
Football Center-Pass. 


Forward Pass for Distance. 
Forward Pass for Accuracy. 
Football Center-Pass for Accuracy. 
Rugby Punt for Distance. 

Rugby Place-Kick for Distance. 
Drop-Kick for Distance. 

Football Target Punt. 

Football Snatch-Ball. 



CHAPTER XXIV 


QAMES OF THE HOCKEY TYPE 

H OCKEY has been played in Great Britain in its present form for over 
sixty years; as a crude game with an indefinite number of players it 
has been common in northern Europe for many centuries. In the earliest 
times it was not distinguished from football; it was played for a long time 
in Ireland with a small ball but with no club, and was called “Hurling.” 

Ice hockey in the crude form is still older, having been played by the 
Scandinavians from ancient times, but it is one of the latest games to have 
definite rules, the first set being adopted by the Canadian Hockey Asso¬ 
ciation only a few years ago. Lacrosse is a running game played by the 
American Indians. About 1850 it was revised by the Canadians and 
shortly afterwards introduced into the United States. A number of col¬ 
leges have taken up the game. Polo is of Asiatic origin, and was probably 
played by the Persians at the time of Alexander the Great. It was intro¬ 
duced from Tibet into China in the sixth century A. D., and was common 
in India for several centuries, but had entirely disappeared when that coun¬ 
try was first occcupied by the English. Shortly after 1850 it was being 
played again and its modern world-wide popularity dates from that time. 

Hockey and Football games differ in the size of the ball and the way 
of handling it. In Hockey games there is a small ball driven by a bent 
stick; in Football there is a large ball handled with the hands and feet 
only. 

The principal games of the hockey type are Field Hockey, Ice Hockey, 
Lacrosse, and Polo. Field Hockey is played by both men and women in 
England, but in the United States it is played by women only, and is their 
major fall sport. A simpler form known as Shinney is played by small 
boys, using home-made sticks and a tin can or block of wood. 

Field Hockey 

Playground Senior High School to College 

Field .—The field should be a level, smooth stretch of turf, kept short 
and well rolled* The better the condition of the ground, the greater can 
be the accuracy and skill of play. 

The dimensions of the regulation hockey field are 100 yards in length 
t>y no less than 50 and not more fhan 60 yards in width, the space being 
marked out with lime lines and with a flag stationed at each corner. For 
secondary schools the dimensions should be reduced to a length of 85 yards 
and a width of 45 yards. 
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The goals are erected in the middle of the end lines; the goal posts are 
twelve feet apart and the crossbar seven feet high. The field is divided 
as shown in Figure 73. 
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Tfie striking circles around the goals are laid out as follows: a twelve- 
foot line is drawn parallel to the goals and fifteen yards out from them; 
circular lines are then drawn connecting the ends of this line with the goal 
line—these circular lines have a fifteen-yard radius and are drawn with the 
goal posts as the centers. 

Equipment .—The game is played with hockey sticks and ball. Sticks 

must not weigh more than twenty- 
three ounces; players on the forward 
line use lighter sticks, while those 
playing in the backfield use the heavier 
weight. 

Heavy boots or shoes with low heels 
are best for the sake of protection to 
the ankles and feet. Metal cleats and 
spikes are prohibited. 

Players .—The game is played by 
twenty-two players, eleven on each 
team. Each eleven consists of five for¬ 
wards, three halfbacks, two fullbacks, 
and one goalkeeper. The five forwards 
are center forward, right inside for¬ 
ward, left inside forward, right wing, 
and left wing. The Halfbacks are 
center halfback, right halfback, and left 
halfback. The fullbacks are right full¬ 
back and left fullback. 

At the start of the game, after each 
goal, and after each half, each team 
lines up in its own half of the field 
facing its opponent’s goal, as illustrated 
in Figure 74. 

Object of the Game .—The object is 
to carry the ball by means of the 
stick, using passes and hits, from 
one member of the team to another, 
through the opponent’s goal. A goal 
is scored when die ball has passed 
entirely over the goal line between the posts as a result of a hit by an 
attacker or having glanced off an attacker’s stick. Each goal scores one 
point. * * 

Bully-Off.—Goals are chosen by lot before die game, and are changed 
atthebeginning of the second half. ’ 

by one player of each team, usually the 
wards, together bullyingthe ball in the center of the field, to bully d^ b^ 
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each player strikes first the ground on her own side of the ball and then 
her opponent’s stick, alternately, three times, after which one of these two 
players must strike the ball before it is in general play. The two players 
who are bullying stand squarely facing the side lines while every other 
player must be nearer her own goal line than the ball. 

For any breach of this rule, the bully shall be taken again. 

The Play.— The ball may be caught (but must be released at once to 
fall to the ground) or stopped, but may not be picked up, carried, kicked, 
thrown, knocked forward or backward, except with the stick. No player 
may gain an advantage by the use of any part of her person except as may 
result from stopping the ball. No player may in any way interfere with 
the game unless her stick is in her hand. 

Out of Bounds over the Side Lines. —When the ball passes over the side 
lines, it is rolled by hand along the ground (not bounced) into play from 
the point where it crossed the side line by one of the players of the team 
opposite to that of the player who last touched it. It may be rolled in any 
direction. No player may stand within the five yard line, but may cross 
it as soon as the ball leaves the hand of the roller-in. The roller-in must 
have both feet and Itick behind the side line, and may not play the ball 
again until another (layer has played it. 

Breach of the rule by the roller-in: the roll-in is taken by a player of the 
other team. 

Breach of the rule by any other player: the roll-in is taken again. 

Out of Bounds over the Goal Line. —When the ball is sent over the 
goal line (not between the goal posts) by a player of the attacking team 
or a player of the defending team who is farther from her own goal than 
twenty-five yards, it is brought out twenty-five yards from the point where 
it crossed the goal line and bullied. 

If the ball glances off the stick, or is unintentionally sent behind the goal 
line by any player of the defending team, behind the twenty-five yard line, 
it is given as a corner-hit to the opposing team. * 

Comer-Hit.— To make a corner-hit a player of the attacking team hits 
die ball from a point on the side or goal line within three yards of the 
corner, and at the moment of such hit, all of the defending team must be 
behind their own goal line, and all of the attacking team must be outside 
the circle in the field of play. 

No player may stand within five yards of the striker, and a goal may 
not be scored from a corner-hit, unless the ball has been stopped (not neces¬ 
sarily niotionless) on the ground by one of the attacking team, or has 
touched the person or stick of one of the defending team, before the last 
stroke of the attacking team. The player making the corner-hit xhay not 
participate in the game again until the ball has been played by another 
^ayar. in case she does, a free-hit is given the defcncfing team from 
within the circle. In case of "sticks’* (see fouls below) by the 
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striker of the corner, the defending team is awarded a free-hit; a free-hit 
is also allowed for shooting at goal before the ball has been stopped. 

Off-Side. —When a player hits or rolls in the ball, any other player of 
the same team is off-side under the following conditions: 

1. If she is in her opponents’ half of the field. 

2. If she is nearer her opponents’ goal line than the striker or roller-in. 

3. If there are not three of her opponents nearer their own goal line than she. 

An off-side player may not play the ball nor in any way interfere with 
any other player until the ball has been touched or hit by one of her 
opponents. No player may be penalized for merely standing in an off-side 
position; there is no breach of the rule unless a player when in such a 
position gains an advantage, or plays the ball, or interferes with another 
player. 

Fouls .—In addition to the fouls resulting from the violation of the above 
details, there are certain prohibitions regarding the handling of the stick, 
such as playing with the back or rounded side of the stick, raising the stick 
above the shoulders in playing the ball (called “sticks”), undercutting the 
ball or hitting it in a dangerous way, or striking or interfering with an 
opponent’s stick. 

There are rules prohibiting handling or propelling the ball in any way 
other than with the stick, except for the purpose of stopping the ball. 

Furthermore, there are restrictions on personally handling, an opponent, 
such as shoving, charging, or obstructing an opponent. 

Penalties for Fouls Outside the Striding Circles .—For any breach of the 
above rules, the penalty is a free-hit for one of the opposing team on the 
spot where the breach occurred. 

Free-Hit. —On the occasion of a free-hit, no other player than the striker 
may be within five yards of the spot where the hit is made, and after 
taking the hit, the striker may not again touch the ball or play it until 
the ball has been touched or hit by another player. 

Penalty for Fouls inside the Striding Circles .—When the foul is com¬ 
mitted by the attacking team, the penalty is a free-hit for the defending 
team from any point inside the circle. When the foul is committed by 
the defending team, the penalty is a penalty-corner for the attacking team. 
In case of a willful breach of the rule or when a goal would probably 
.have been scored but for the foul, a penalty-bully is given. 

Penalty-Corner.—K player of the attacking team is given a hit from 
any point on die goal line she may choose, provided it is at a distance 
of not less than ten yards from the nearest goal post. All players of the 
defending team must be behind their own*goal line; all the attacking 
team must be outside the striking circle in the field of play. A goal may 
not be scored by the attacking team unless the ball has been stopped by 
one of die attacking team or has touched the person or stick of a play^ 
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of the defending team before the last stroke of the attacking team. A 
player hitting a penalty-corner hit may not again participate in the game 
until the ball has been played by another player. 

Penalty-Bully .—The penalty-bully is played by the offender and by any 
other player selected by the other team, on the spot where the breach of 
the rule occurred. All other players must remain beyond the nearer twenty- 
five-yard line until the penalty-bully is completed. If during the progress 
of the bully the ball goes over the goal line not between the goal posts, 
off the stick of the offender, the penalty-bully is taken again. If the ball 
goes over the goal lines between the goal posts off the stick or person of 
the offender, a penalty goal is awarded the attackers. In all other cases as 
soon as the ball has passed wholly over the goal line (not between the goal 
posts) or outside the striking circle, the game is restarted with a bully on 
the center of the nearer twenty-five yard line. A breach of any rule of the 
penalty-bully by the offender gives the attacking team a penalty goal. A 
breach of the rule by the attacker selected for the bully gives the defending 
team a free-hit. 

Scoring .—One point is scored each time the ball goes entirely through 
the opponent’s goal jff the stick of an attacker. 

Length of Gamey- The game consists of two thirty-minute halves. For 
secondary schools the length of the halves may be shortened to twenty-five, 
twenty, or fifteen minutes. Time out may not be taken except for acci¬ 
dents and then not to exceed five minutes. 

Officials .—The officials consist of two umpires, two scorers, and two 
timekeepers. Each umpire has charge of half of the field. 

Ice Hockey 

Ice Seating Rin\ Senior High School to College 

Ice Hockey is a game played on skates on the ice and is a very popular 
winter sport in the northern states and Canada. In many respects the 
game follows closely the plan of Field Hockey. 

Rin\. —The field is similar to that used in Field Hockey, but is smaller, 
and is called a rink. This rink should measure not less than 160 feet long 
by 60 feet wide, but for the best results should be 200 feet by 85 feet. 
It should be surrounded by a board fence three-and-one-half to four feet 
high, called the banking board, although the game may be played on an 
open space. The purpose of the bank is to allow sl rebound of the “puck,” 
This rebound from the side is an important element in the game, 

* A goal is placed at each end of the rink at least ten feet and not more 
$in fifteen feet out from the end, and is either a stationary or movable cage 
made of wire or net; it is four feet high and six feet wide. 
f A zone line is drawn sixty feet from each end line and parallel to in 
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The center area is known as the center zone, and the end areas as end 
zones. 1 

The layout of the rink is shown in Figure 75. The squares in front 
of the goals indicate the spots at which face-offs take place. 

Equipment. —An official ice-hockey puck is used. It is a vulcanized black 
rubber disk, one inch thick and three inches in diameter. 

Each player is equipped with an official ice-hockey stick. 

The players wear shin guards to prevent injuries from the puck, and 
heavy gloves to protect their hands from blows from an opponent’s stick 
when they are checked by an opponent. 

The goaltender is padded with a stomach protector and guards which 
reach from the ankles to the hips. 

Players. —A team is composed of six players and is made up of three 
forwards (a center and two wing players), two defense men, and a goal- 
tender. 

Object of the Game. —The object is to advance the puck into the op¬ 
ponents’ territory and shoot it into the opponents* goal, and at the same 
time to prevent the opponents from scoring. 

Start. —The game is started by a play called “facing off.” The players of 
the two teams line up as shown in Figure 75, and the referee blows his 
whisde and throws the puck on the ice between the sticks of the two 
opposing center players, who try to get possession of it. These two players, 
as they face the puck, must have their right sides toward their own end of 
the rink, and must have their sticks resting on the ice at least twelve 
inches apart. 

The Play. —The puck is generally advanced by the player pushing it 
along the ice with his stick; this is called “carrying the puck.” Dodging, 
encircling, or caroming the puck off the board are all legal methods of 
passing an opposing player. 

All players on the team are eligible to score goals, but the greater 
amount of the scoring is done by the forwards, even though the defense 
men often rush the puck down the ice and score. In shooting for the 
goal, the best way to deliver the puck is a quick draw stroke accompanied 
by a turning of the blade of the stick so as to raise the puck off the ice and 
send it with a whirling motion which is difficult to stop. 

Zone Play.—A player may pass the puck to any team mate in the same 
zone as the player at the time the puck left his stick, irrespective of their 
relative positions in the zone, and he may pass to any player in another zone 
nearer his own end of the rink. 

He may pass or carry the puck from his own, end zone into the center 
zone and any team mate who was in the same zohe (end zone) at the time 
the |>uck crossed the zone line may play the puck in the center zone* If 
tm team mate was in'the centerzpfie r he may ntit play* it* v 

or carry the puck from the ceftte ^ 
■^pmenu 9 eSd zone provided no team mate is, in,,the opponents 9 end zone. 
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Any te$m mate who was in the center zone or in his own end zone at the 
time the puck crossed the opponents* zone line may play the puck in the 
opponents’ end zone. 

Anti-defense .—No more than three team mates including the goal¬ 
keeper may be in their own end zone when the puck is not in that zone. 
If the puck is in this end zone, more than three team mates may be in 
the zone, but when the puck leaves, all but three must leave immediately. 
Additional team mates may enter the end zone ahead of the puck provided 
they (i) are facing more toward their own end of the rink than the 
opponents,’ (2) are covering opponents, and (3) are not more than five 
feet away from such opponents. 

A defending team in possession of the puck in their own end zone 
must keep the puck moving, and if there are no opponents in the end 
zone, must advance the puck toward their opponents’ end of the rink, 
except that one defending player in possession of the puck, before ad¬ 
vancing the puck toward or across his own end-zone line, may circle 
once toward or behind his own goal line or goal cage. 

Fouls and Penalties .—There are certain minor fouls for which a player 
is suspended from play for two minutes. For the most part, these fall under 
three classes: one class covers the handling of the stick, prohibiting such 
tactics as striking an opponent with the stick, cross-checking (holding stick 
in both hands against an opponent), throwing the stick, swinging it above 
the shoulder, or playing without a stick. The second type has'to do with 
bodily contact, such as charging, tripping, pushing, and so forth. The third 
type prohibits handling or propelling the puck with any part of the body 
except the stick. These rules apply to all except the goalkeeper. 

In addition to these, there are certain major fouls which call for sus¬ 
pension for five minutes. These have to do with roughing or interfering 
with the goalkeeper, pushing an opponent violently into the boards, and 
throwing the stick to prevent a goal. 

Unnecessary roughness in using hands, feet, or stick is penalized by 
suspension for the remainder of the game. 

Face-off .—Following a foul the puck is faced off. At the time of a 
face-off all players except the two participating must be nearer their end 
of the rink than the puck and must be at least ten feet from it. 

The place where the face-off takes place depends on the nature of the 
foul. In some cases it takes place at the spot where the foul was com¬ 
mitted, in other cases in the center zone, and in still other cases on the side 
face-off marks near the goal. Following the fouls on plays that might 
have resulted in goals, the puck is faced off on*;the penalty face-off mark 
directly in front of the goal. 

$p<mngr-O nt point is scored by a team each time the puck fairly enters 
the opponents’ goal. The team scoring the largest numlmr of ppints during 
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Substitutions .—Substitutions may be made at any time when play has 
been officially stopped. Suspended players may re-enter the game imme¬ 
diately after the expiration of their penalty. 

Length of Game .—The game consists of three periods of twenty min¬ 
utes with intermissions of ten minutes. If the score is a tie at the end of 
the third period, there is a ten-minute intermission and an overtime period 
of ten minutes. If the score is still tied, there is a five-minute rest and a 
second overtime period of ten minutes. No more than two overtime periods 
may be played. 

Officials .—The main official is the referee who is assisted by an assistant 
referee. There are also two goal umpires who stand behind the goals and 
decide whether the puck has gone into the goals, a penalty timekeeper 
who keeps time for players temporarily suspended from the game by the 
referee, and a timekeeper and assistant timekeeper who keep the actual 
playing time of the game. 


Lacrosse—Boys 

Playground ♦ Senior High School to Adults 

Lacrosse differs from Hockey in the form of the club and in the way 
that it is used; in Lacrosse the club is something like an elongated and 
loosely strung tennis racket which is used with both hands. The manner 
of play is to catch the ball in the crosse and then to run with it or to 
throw it. Much skill is necessary to pick up the ball, catch it, and throw 
it with this implement, while the running makes it as vigorous work as any 
game. 

Field .—The field is 120 yards long and from 70 to 85 yards wide. A 
center line is drawn across the middle parallel to the end lines. A circle 
with a ten-foot radius is drawn in the center of the field. A barrier fence 
around the entire field is advisable to retain the ball; it should be ten feet 
from the boundary line and at least five feet high. 

The goals are placed midway between the side lines, eighty yards apart, 
with twenty yards of playing space behind them. The goals consist of 
two poles six feet high and six feet apart, with a rigid top crossbar, to 
which the net is attached. The net is of cord and is pyramid-shaped, the 
point being staked to the ground seven feet back from the center of the 
goal. An area known as the goal crease is marked out around the goaL 
It is eighteen by twelve feet, and the goal is placed six feet from the 
front and back lines, and six feet from the side lines (See Figure 76). 

Equipment .—The ball is of India-rubber sponge, from seven-and-fhree- 
fourths to eight inches in circumference, and from four-and-one-half to 
five ounces in weight. Summer camps frequently prefer the primitive 
American Indian equipment for informal play and whittle the ball from 
white cedar or other soft wood. 
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The crosses may be of any length to suit the player but may not be 
more than a foot in width. 

Teams .—Ten players constitute a team. They are designated as fol¬ 
lows: goalkeeper, point, cover point, first and second defense, center, second 
and first attack, outside home, and inside home (see Figure 77). 

Object of the Game .—The object is to carry or throw the ball with the 
crosse into the opponents’ territory and cause it to enter the opponents’ 
goal, and at the same time to prevent the opponents from scoring. 

Start .—The captains toss for goals before the game. Play begins in the 
center of the field at the start of each quarter by a play that corresponds to 
the bully in hockey and to the toss-up in basketball, and which is called 
“facing.” The two centers stand in the center circle, each having his 
left side toward the goal he is attacking, with their crosses touching the 
ground and parallel to the goal line. • The ball is placed between and 
touching the reverse surfaces of the crosses, and resting, not on the ground, 
but on the reverse surfaces of the crosses. At the signal each is free to try 
for the possession of the ball by picking it up or driving it to a player 
of his own side. 

The Play .—The bill is thrown from one to another by means of the 
crosse, and finally thrown through the goal. Running with the ball is 
permitted, but is not usually good play, since the ball can be passed much 
more rapidly than one can run. 

A player on defense may stand in the way of a man running, strike 
an opponent’s crosse with his own, or catch the ball in his crosse when 
it leaves that of an opponent. Each player jshould cover his opponent 
closely when any opponent has the ball, so as to prevent a good pass; he 
should get away from him as fast as possible when his own side gets the 
ball; in this respect the game is much like Basketball. 

Body-chec\.—K player with the ball in his possession or within reach of 
it, may be stopped by a body-check, that is, his opponent may stop him with 
his body, provided the check is not made from behind, and provided the 
player making the check keeps both feet on the ground and does not strike 
his opponent below the knees. Hitting the opponent with the crosse in 
checking is a foul. 

Entering Crease .—No member of the attacking team is permitted to 
enter the crease or interfere with the goalkeeper inside the crease. Doing 
so is a foul and a goal if scored on the play does not count. 

Off-Side .—At no time shall a team have less than two men on the attack 
between the center line and the opponents’ goal, and at no time shall a 
team have less than two men, not counting the goalkeeper, on the defense 
between the center line and the boundary behind its own goal. Viola¬ 
tion of this rule is known as off-side play. 

Out of Bounds,—When the ball goes out of bounds, the referee has the 
option of facing it ten feet in from where it went out, or allowing the 
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nearest player to put it in play by a throw or run from where it went 
out of bounds. 

Free-Throw .—A free-throw is awarded a team when it is fouled. The 
player fouling and the one fouled are placed at the same location they 
occupied immediately previous to the foul, the player fouled having the ball 
in his crosse. At the signal, each is allowed to play in any manner allowed 
by the rules of the game. A free-throw may never be made within twenty 
yards of the opponents’ goal. 

Fouls and Penalties .—There are certain fouls known as Class A technical 
fouls which are penalized by either a free-throw or suspension from the 
game for one minute. These have to do with such points as improper 
handling of the ball such as touching it with the hands, lying on it, or 
causing it to go out of bounds; playing without a crosse or throwing the 
crosse; and changing position during a time-out period. 

There are other technical fouls calling for suspension for a period o! 
one to five minutes. These are of three types: The first has to do with 
unnecessarily rough tactics, such as shouldering, clipping, tripping, body¬ 
checking, or forcing an opponent into the fence. The second type has to 
do with interfering vpth an opponent’s play, such as holding his crosse, 
striking his crosse, hoWing him with the crosse, and running or falling in 
front of him to keep him from the ball. The third type deals with entering 
the goal crease or interfering with the goalkeeper. 

A personal foul calls for suspension for the remainder of the game. 
Such fouls are called for deliberately striking an opponent, and for cross¬ 
checking (charging into an opponent with both hands on the crosse so 
that the crosse strikes him). 

Substitutions .—Substitutions may be made only when play has been 
stopped for some other reason. A player taken from the game may return 
but not in the same period. When a player has been suspended for a per¬ 
sonal foul, a substitute may be sent in for him after a period of ten minutes. 

Scoring .—One point is scored each time the ball is put through the goal 
from the front side. 

Length of Game .—The game consists of four quarters of fifteen minutes 
each, with a one-minute intermission after the first and third quarters, and 
ten minutes between the halves. Shorter periods may be agreed upon. 

In the case of a tie, an overtime period of ten minutes is played after a 
five-minute rest. If the score is still a tie, the game is declared a tie. 

Time-out may be taken for a player only in case of injury, and then 
not longer than two minutes. 

Officials *—The officials consist of a referee, a judge of play, two umpires, 
and two timekeepers. 

Lacrosse for Girls.—Lacrosse for girls is essentially the same as the 
boys' game, with certain minor restrictions and variations. Twelve players 
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instead of ten constitute a team. In the girls’ game the players have the 
liberty To propel the ball with the foot or leg. There are certain restric¬ 
tions on bodily contact that do not apply to the boys’ game. The use of 
arms or the crosse on an opponent’s body is prohibited and the only method 
of detaining an opponent is body-checking. This refers to placing the body 
in the way of an opponent so that the opponent is merely impeded. 


Box Lacrosse 

Playground, Gymnasium Senior High School to Adults 

Box Lacrosse is similar to Lacrosse but is designed for indoor play or 
play on a smaller field outdoors. 

Area .—When played indoors the area should be at least 60 by 160 feet. 
For outdoor use, the area should not be larger than 90 by 200 feet, nor 
smaller than 60 by 160 feet. 

Each goal consists of two poles four-and-one-half feet apart and four- 
and-one-half feet high, joined by a rigid top piece. To these poles is 
attached a cone-shaped netting attached to a stake six feet back of the 
center of the goal. The goals are placed so that the point of the cone- 
shaped netting rests on the end of the rink, midway between the side 
lines. 

The goal crease consists of a semi-circle, having a radius of nine feet 
from the center of a line drawn between the two goal posts. It is marked 
by a line two inches wide. 

Equipment .—The sticks must not be more than forty-six nor less than 
forty-two inches in length, except for the stick used by the goalkeeper which 
may be of any length. 

Teams .—Teams consist of seven players—goalkeeper, right defense, left 
defense, rover, center, right forward, and left forward. 

Length of Game .—The game consists of three periods of twenty minutes 
each, with a ten-minute rest between periods. 

Rules .—The rules follow those of Lacrosse with the following exceptions: 

1. In no case may the bail be faced closer than fifteen feet from the goal crease 
or ten feet from the boundary line. 

2. No player of the defending side may throw the ball back to the goalkeeper 
when in possession of the ball in front of the goal. 

3. A free-throw is given to the opponents if, in the opinion of the referee, a 
player deliberately throws the ball out of bounds. 

4. A minor penalty is two minutes, a major penalty five minutes, and a match 
penalty the remainder of the game except that after fifteen minutes a substitute 
may be used if the referee so specifies at, the time of the penalty. 

5. Players may be substituted at any time provided the retiring player readies 
the players’bench before the change is made. 
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Polo 

Riding Field Adults 

Polo is played on horseback and consequently is limited to those fortu¬ 
nate enough to possess several specially trained mounts. 

Field. —The field is 900 feet long and 450 feet wide. The side lines are 
boarded to a height of eleven inches to keep the ball within bounds. 

The goals are placed on the end lines midway between the side lines. 
The posts are placed twenty-four feet apart, are ten feet high, and made of 
wicker light enough so that they will break in case of a collision. 

Equipment. —The ball is of light wood, usually willow, with no cover¬ 
ing but white paint. It is three-and-one-fourth inches in diameter and 
weighs five-and-one-half ounces. 

The mallets have cane shafts and heads of ash, set at an angle. The 
length varies from forty-eight to fifty-two inches. 

Four ponies are usually required for each player in a game, each pony 
being played one or two periods. 

Teams. —Four players constitute a team. The Number 1 and Number 
2 players are primarily offensive players and advance the ball to the goal- 
Number 3 is a roving flayer, ready to pass the ball to the forwards, attack 
the goal himself, or dk)p back to aid in the defense. Number 4 is the 
back player and usually stays in the vicinity of his own goal. 

Length of Game. —The game is played in eight chukkers (periods) of 
seven-and-one-half minutes each, with intermissions of two-and-one-half 
minutes. Between the fourth and fifth chukkers there is an intermission of 
five minutes. 

At the end of a period, the timekeeper signals the end but play con¬ 
tinues until the ball goes out of bounds, or a goal is made, or some point 
reached where play can be stopped without advantage to either side. 

Start .—The four players of each team line up in the middle of the field, 
facing the side boards. The referee rides toward them, throws the ball 
between them, and the play is on. Play is resumed in the same way after 
each goal, with the teams changing goals. 

The Play .—The players strike the ball with the side of the mallet at¬ 
tempting to drive it toward the opponents’ goal and through the goal posts. 

Fouls and Penalties. —The player who last hit the ball continues on its 
line of travel and has the right of way over a player approaching at an angle. 
It is a foul if the latter crosses in front of the first player or close enough 
to cause him to swerve or check. The penalty is a free-hit from where the 
foul occurred, or from the thirty, forty, or sixty-yard line, depending on 
the degree of danger involved and its effect upon a possible goal. In 
extreme cases, a goal may be awarded the offended side. 

Other fouls are zigzagging in front of an approaching player, stopping 
on the ball# hooking with the mallet unless the bah is between two players, 
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Out-of-bounds .—When an attacking player drives the ball over the end 
line outside the goal posts, a defending player puts it in play by a free-hit 
from the point where it went out; in no case, however, may the hit be 
made closer than twelve feet from a goal post. 

Should a defensive player, in an effort to prevent a goal, cause the ball 
to go over his own end line, a safety is called and the attacking side is 
given a free-hit from the sixty-yard line, the ball being placed on this line 
opposite the point where it went out. 

Scoring .—A goal is made when the ball passes over the goal line between 
the goal posts. If the ball goes higher than the goal posts but between 
imaginary extensions of them, it is a goal. The goalkeeper waves a flag 
overhead when a goal is made, and waves the flag parallel with the ground 
when the ball goes over the end line. 


MINOR GAMES OF THE HOCKEY TYPE 
Hockey Keep-Ball 

Playground Junior High School to College 

This is a hockey adaptation of Keep-Ball. Divide the players into two 
teams and mark the teams so that they can be easily distinguished. Each 
player has a hockey stick. Limit the area to prevent too much running. 

The game starts by a bully in the center and thereafter each team at¬ 
tempts to secure the ball and pass it to its own members, preventing the 
other team from getting it. 

Hockey Ten-Passes 

Playground Junior High School to College 

This is a hockey adaptation of Ten-Catches and is similar to Hockey 
Keep-Ball. Divide the players into two teams and mark each team. Each 
player has a hockey stick. 

The game starts with a center bully and thereafter each team attempts 
to secure and keep possession of the ball by passing it to team mates. The 
first player who gets it passes it to another and this player calls “One”; 
she then passes it to a third who calls “Two,” and so on, attempting to run 
up ten consecutive passes. The other team attempts to break up the run of 
passes by getting possession of the ball and then passing amongst them¬ 
selves for a run of ten. The team wins whq^first completes ten consecu¬ 
tive passes. 

Variation.—-Same as the above except that the team wins who has made 
the most consecutive passes when the period ends* 
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Hockey Snatch-Ball 

Playground, Gymnasium, Club Late Elementary to Senior High School 

Divide the players into two teams and line them up forty feet apart, 
facing each other. Number the players of each team so that the two oppo¬ 
nents holding the same number stand diagonally opposite each other as 
in Snatch-Ball (sec Figure 35). Midway between the two teams place a 
hockey ball. Lay two field-hockey sticks on the floor, one on each side of 
the ball. 

The leader calls a number and the two opponents holding the number 
run forward; each picks up a stick and, watching his chance, attempts to 
secure the ball and dribble it back to his position in his line. He does not 
score unless the ball goes through the position in the line where he is sup¬ 
posed to stand. When one player has secured the ball, the other may 
attempt to take it away from him or prevent him from returning it suc¬ 
cessfully. 

The player scores one point for his team each time he returns with the 
ball in this way. The leader should call the numbers at random. 

Variation. —Instead of returning to his own position with the ball, 
each player attempts to drive it through the opposing team. 

Champion Hockey Snatch-Ball.— Same as the above except that all 
of the players except one are stationed on one line with the odd player 
stationed at the other line. The odd player is called the champion. He 
challenges a player from the line and the two run out and proceed as above. 
The champion exchanges places with the player if he loses. 

Shinney 

Playground, Yard Elementary and Junior High Schools 

Shinney is an old favorite of boys for informal play. It is essentially 
the same as Field Hockey, but of low organization. A field of any con¬ 
venient size may be used With the side lines and end lines designated. 
The game may be played with a hard rubber ball or any ball not larger 
than a baseball; it is commonly played by boys with a tin can or block of 
wood. Regular hockey sticks are ideal, but boys usually make their own 
from a crooked stick. 

The game is started by placing the ball in the center of the field between 
two opposing players as in Field Hockey. After the ball is in play, it is 
knocked down the field toward the opponents* goal. There are no off-side 
rules as in Hockey. It is an unwritten rule of the traditional boys’ game 
which is played without officials, that one must "‘shinney on his own side,” 
that is, one must be facing the goal toward which he is advahcing the ball 
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when he attempts to play the ball. Otherwise the offending player may 
be cracked on the shins by his opponent’s stick. 

One point is scored each time the ball crosses the opponent’s goal line. 

Roller Shinney. —Roller Shinney is played on roller skates and other¬ 
wise conforms to the above rules. It is a popular game of the city streets. 

Ice Shinney.— See Ice Shinney in Chapter XXVII, “Winter Activities.” 

Charley-Horse Polo. —This is a game of low organization much 
loved by boys who are familiar with Shinney. It is played indoors on a 
basketball court and follows all the rules of shinney except that a softball 
or a tennis ball is used. Junior-sized hockey sticks or roller-polo sticks are 
used. The ends of the sticks may be wrapped with leather or string to 
protect the floor. * 

Shinney Hockey 

Playground, Gymnasium Late Elementary to Senior High School 

This game standardizes the ever-popular game of Shinney and com¬ 
bines it with some of the features of Hockey. 

Field .—The game may be played indoors or out. The court is ioo feet 
long and 50 to 75 feet wide. A basketball court may be used. Mark a 
section of each end line five feet long, midway between the side lines, for 
the goals—this is done by marking two lines five feet apart, each two 
feet long and at right angles to the end line. 

Equipment. —Shinney sticks or light-weight field-hockey sticks and an 
ice-hockey puck are used. For informal play a wooden puck may be 
substituted. 

Teams. —Five to ten players may play on a team. Seven is recom¬ 
mended. 

The Start. —The puck is placed in mid-field. Two players, one from 
each team, face each other with the puck between them; all other players 
of their teams are behind them. They place their sticks on the ground a 
foot in back of the puck, raise and touch the sticks over the puck three 
times and then attempt to hit the puck toward their goal or to a team mate. 

Object. —The object is to hit or pass the puck over the five-foot goal line 
and to prevent the opponents from scoring. 

Fouls The following are fouls: 

r. Failure to “shinney on your own side” as in Shinney. This means that 
one is not permitted to hit the puck when facing in the opposite direction from 
the goal over which his team is attempting to put the puck. 

2. Hitting Or tripping an opponent with the stick or shoving an opponent. 

3. Raising or swinging the stick &b$ve the, level of the hips. 

4. Handling the puck with die hands, or stopping it or fdaytf^ k with the 
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Penalties .-—A player on the side fouled takes the puck out of bounds 
at the point nearest to the spot where the foul was committed and tosses it 
in to a team mate. The toss may not go over five feet and no opposing 
player may be nearer than five feet. 

Scoring .—One point is scored each time the puck legally crosses the 
goal line. 

Length of Game .—Two methods are followed, depending on the pref¬ 
erence of the teams: (1) the team scoring ten points first wins; (2) four 
five-minute quarters, with two minutes’ rest between the first two and the 
last two, and five minutes'between the halves. 

Wheelbarrow Polo 

Picnics, Playground Junior High School to Adults 

This is a novelty feature suitable at a picnic or field day. There are 
eight players on each team and each team has four wheelbarrows. Four 
of the players ride and the other four wheel the wheelbarrows. Each rider 
has a house broom, or better still, a toy broom. An inflated ball such as a 
soccer ball or sport ball is used. The field is about sixty by eighty feet. 

The two teams lin* up their wheelbarrows opposite each other in the 
center and about ten feet apart, facing the side lines. The referee rolls the 
ball between them and sounds his whistle; the teams turn and the game 
is on. The object is to hit the ball over the opposing goal. 

The pusher and rider may exchange places at any time, but only the 
rider may play the ball and may touch it only when in the wheelbarrow. 

Kiddy-Kar Polo.— Same as the above except that six players compose 
a team and each rides a kiddy kar and plays the ball with a toy broom. 

Floor Hockey 1 

Gymnasium Late Elementary to Senior High School 

Floor Hockey is an indoor game designed to teach the fundamental 
skills of Ice Hockey without the use of ice. It is in reality a standardization 
of the ever-popular boys’ game of Shinney. 



Floor .—The full floor of the average-sized school gymnasium is tised. 
Goals .—The goals are frameworks made of one-inch galvanized pipe, 

* Contributed by C. F. Gucker and G. F. Loebs, Lincoln School, Teachers’ 
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illustrated in Figure 78. They are seventy-two inches long and six inches 
high, inside dimensions. The pipe is attached to a six-inch base of wood 
at each end. The goals can be constructed by any plumber. 

Equipment .—A regulation ice-hockey puck may be used but a floor 
hockey practice puck is much to be preferred. It has a hole in the center 
and as a result is lighter and has greater resiliency. 

A lighter stick than the ice-hockey stick is needed. For elementary- 
school players the roller-polo stick is recommended, and for upper-school 
players, the junior-sized hockey sticks. 

Teams .—The teams are composed of six players: goalkeeper (located 
in front of goal), right and left guards (occupying the middle line), and 
center, right and left forwards (occupying the front line). 

The Start .—The game is started by dropping the puck in the center of 
the floor between the sticks of the opposing center forwards. If preferred, 
either of the following methods of putting the puck in play may be used 
instead: (1) bullying off as in Field Hockey, (2) placing the puck on the 
floor with the sticks of the two opposing players firmly against it. 

The Play. —The play follows the general plan of Ice Hockey. The rules 
should be kept as simple as possible. The following points should be noted: 

1. The puck may be stopped by any part of the body, but may not be carried, 
held, knocked on, or kicked. The goalkeeper may kick the puck away from his 
goal as a defensive move. 

2. No player shall raise his stick above his hips or throw it along the floor. 
Charging, tripping, kicking, or pushing an opponent shall not be allowed, and 
a player shall be ruled off the floor for such tactics. 

3. No player may lie, sit, or kneel on the floor in front of his goal, nor place 
the full length of his stick on the floor in front of his goal. 

4. For infringement of the above rules, a player shall be dropped from the 
game for a period of one, two, or more minutes, no substitute being allowed to 
take his place. 

5. If the ganjc is stopped by the referee except at the end of a period, the play 
shall be resumed by dropping the puck between the sticks of two opposing players 
at the point where it was last played. 

6. In gymnasiums where obstructions such as apparatus and stall bars may 
cause the losing of the puck, the referee stops the game, recovers the puck, and 
resumes play as designated under rule 5 above. 

Scoring.—* One point is scored by a team each time the puck passes 
through the opponents’ goal. 

Stick Polo 

Playground, Gymnasium Junior and Senior High Schools 

The fi^d is the full size of the average gymnasium, or if outdoors, a 
rectangle about fifty feet wide and eighty feet long, Each player is pro- 
? idded v^ a stick about three feet long. Divide the, players into two 
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teams of equal size and place them on the end lines facing each other, 
A soccer ball is placed on the floor in the middle of the field. 

At the starting signal both teams rush for the ball and attempt to knock 
it over the opposing goal line using the sticks only. Kicking the ball or 
playing it with any part of the body is prohibited. The penalty for break¬ 
ing this rule is a free-hit for the opponents with opposing players at least 
ten feet away. When the ball goes out of bounds the referee rolls it in at 
the point where it went out. One point is scored each time the ball goes 
over the opponents’ goal line. Set a time limit for the game. 

Broom Hockey 2 

Playground, Gymnasium Late Elementary to Senior High School 

Field .—The game is played on a rectangular field, either in the gymna¬ 
sium or outdoors. A basketball court may be used. A foul line is drawn 
ten feet from each goal line and parallel to it. 

The goal is placed on each end line, midway from the side lines. The 
goals consist of two uprights six feet apart and connected by a crossbar 
three feet from the flodf. Volleyball uprights and a rope for the crossbar 
may be used. * 

Equipment.— Each player carries an ordinary house broom thirty-one 
inches long. 

A rubber inflated ball (sport ball) five inches in diameter is used. 
Although it is an inch over size, the six-inch codeball may be used. 

Teams. —The teams consist of five players—center, right forward, left 
forward, guard, and goal guard. At the beginning of play the center 
stands at the center of the field. The two forwards stand between the 
center and the goal for which they are striving. The goal guard stands 
directly in front of the goal he is defending with the other guard some 
distance in front of him. 

The Start .—The ball is placed in the center of the playing field. The 
two opposing centers stand beside it with their brooms touching the floor 
either side of it. At the signal they are free to strike the ball. At the 
beginning of each period, after each goal and after each free trial for 
goal, the ball is put in play in the same way. 

Object, —The object is to knock the ball with the brooms through the 
opponent’s goal. 

The Play,— The ball is maneuvered about the field with the brooms. 
It may be played only with the broom, and all use of the body to stop 
of advance the ball is prohibited except on the part of the goal guar^ as 
described below. 

1 These rules follow in general those laid down in National Recreation Asso¬ 
ciation, Broom Ball League Rules (mimeographed). By permission of the 
National Recreation Association. 
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Opt of Bounds .—When the ball is knocked out of bounds, it is brought 
by the referee to the center of the field opposite the point where it went out 
and is put in play by two opposing players as at the start of the game. 

Goal Guard .—The goal guard is allowed to block the ball with any 
part of his body, but is not allowed to catch it, hold it, kick it, or hit it 
with the hands. He may propel it only with his broom. He may not 
leave his feet except by accident. Breach of these rules is called “Unquali¬ 
fied action of the goal guard ” 

The goal guard’s position is* in front of the goal and, if he leaves it, he 
does so at his own risk. If he leaves his post entirely, he is governed by 
the rules applying to other players. 

Fouls.—The following are fouls: 

1. Holding. 

2. Deliberately knocking the ball out of bounds. 

3. Intentionally blocking the ball with the body (except goal guard). 

4. Delaying the game. 

5. Holding the ball with the hands or between the legs. 

6. Unqualified action of the goal guard (as described above). 

7. Unnecessary roughness. 

8. Deliberately striking an opponent. 

Penalties .—For any one of the first six of the above fouls, a free try for 
goal is awarded the team against whom the foul was committed. 

For committing foul Number 7, the offender is suspended from the 
game for one minute and his team must play without his services or 
those of a substitute. 

For committing foul Number 8, or for committing foul Number 7 
three times, the player is suspended for the remainder of the game and a 
substitute sent in his place. 

Free Trial for Goal .—The ball is placed in the center of the foul line 
(ten feet from the goal line) and a player of the team against whom the 
foul was committed has one attempt to hit the ball through the goal. The 
opposing goal guard only is permitted to attempt to stop it and he must 
have both heels on the floor at the time of stopping it. 

After an attempt at a free trial for goal, play is resumed as at the start 
of the game. 

Scoring .—One point is scored each time the ball is put through the goal 
either from play or from a free trial for goal. 

Length of Game ,—The game consists of four five-minute periods with 
a one-minute rest after the first and third periods, and a three-minute 
intermission after the second period. 

GgS^^T he game k in dbs%e of a referee and timekeeper* 
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Roller-Skate Hockey 

Gymnasium , Tennis Court, Skating Rink Junior and Senior High Schools 

Rink *—The size of the rink is approximately sixty by ninety feet. The 
goals are five feet wide and four feet high and are placed six feet from 
the ends of the rink, halfway between the side lines. Volleyball uprights 
and a rope for the crossbar may be used. 

Equipment. —All players are on roller skates. The hockey sticks must 
not be more than three-and-one-half inches thick at any part and must be 
entirely of wood with tape binding permissible. The puck is of vulcanized 
rubber, one-inch thick and three inches in diameter. 

Teams .—Six players constitute a team. 

The Start. —At the start of a period and after a goal, play is started by 
a face at the center of the rink. In facing, the referee drops the puck 
between the sticks of two opponents; no player of either team may be 
ahead of the puck before it is dropped. Play is resumed after a cessation 
by a face at the point where play ceased. 

Out of Bounds. —Where rinks are not equipped with side and end 
walls, the puck is out* of play when it crosses the side or end lines. It 
is brought back to the rink and faced at a point ten feet in from the 
side line; or if it crossed the end line, on the goal line half-way between 
the goal and the side line. 

Rules. —There is no off-side but loafing off-side is not allowed. Loafing 
off-side is interpreted as a player loafing near his opponents’ goal when 
the puck is at the other end of the rink. Such players are warned once 
and then penalized. 

The puck may not be held by the goalkeeper. He may catch it but 
must immediately drop it. The penalty is to face the puck ten feet in 
front of the goal with no other players allowed between the face and the 
goal. 

The puck may be kicked at any time, but no goals may be scored in 
this manner. 

Minor Fouls. —The penalty for the following fouls is suspension from 
the game for two minutes: 

f. Catching or throwing the puck by a player other than the goalkeeper. (A 
foul is not called when a player uses his hands as a means of protection.) 

2. Holding an opponent with the stick or the hands, tripping with stick or 
body, or charging into a player. 

3. Loafing off-side after a warning. 

4. Shooting the puck out of bounds. 

5. Cross-checking (checking a player with both hands on the stick and no 
port of it on the floor). 

& A substitute coming on the playing area before the other player is com 
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yi Carrying the stick above the shoulder. 

8. Interfering with or impeding the progress of an opponent who does not 
have the puck. The last man to touch the puck is considered to be in possession 
of it. 

Major Fouls .—The penalty for the following fouls is suspension for 
five minutes: 

1. Tripping an opponent to prevent him from scoring 

2. Charging an opponent from the rear. 

3. Charging or cross-checking a goalkeeper. 

4. Body-checking roughly near the fence. 

5. Striking an opponent with the hand. 

Match Fouls. —The penalty for any grossly unsportsmanlike conduct is 
expulsion from the game with a substitute allowed after five minutes. 

Substitutions. —Substitutions may be made at any time but in case play 
has not been stopped, the player who is coming on must wait until the 
retiring player is completely off the rink. 

At no time shall one team be compelled to play with fewer than four 
players. If a team which already has two players out on penalties has 
another penalty called, a substitute is permitted for the third offender, 
until one of the other penalized players is permitted to return. 

Length of the Game .—A game consists of three periods of twenty min¬ 
utes each. For boys fourteen or under, fifteen-minute periods are recom¬ 
mended. Time is taken out for every cessation of play. 

In case of a tie, a five-minute overtime period is played but the game 
ends when the first goal is scored. If there is no score in the five minutes 
the game is declared a tie. 

Scoring.— Each goal made scores one point. A goal is scored when the 
puck crosses the line between the goal uprights, provided it is not kicked 
or thrown. 

Hand Hockey 

Playground, Gymnasium Junior and Senior High Schools 

Court .—The game is played on a basketball court or area of similar size 
and shape. The two end lines constitute the goals. The basketball free- 
tbrow lines are extended across the floor, forming end zones. 

Ball.— A volleyball may be used but a sport ball of similar size makes a 
faster game. 

Teams,— Teams consist of mile players-^ne center, five fielders, and 
three goalkeepers. The goalkeepers play in the end zones; the center 
players are in the center circle at the start of the game and thereafter join 
the fielders in circulating all oyer the floor. 

Q$ject of the Game.—The object is to roll or push the ball into the 
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opponents’ territory and put it over their goal line, and at the same time 
to prevent the opposing team from scoring. 

Start. —The ball is placed in the center circle and the two centers stand 
either side of it with their left side toward the opponents’ goal. They 
place one hand on the ball. At the signal the centers try to roll or push 
the ball to their team mates. 

The Play. —The players push or roll the ball toward the opponents’ 
goal. The ball must be played with the hand, not kicked, and only one 
hand may be used. The hand must be kept open—the use of the fist is 
prohibited. Goalkeepers, however, may use both hands and may pick the 
ball up and throw it back on the floor away from the goal. They are not 
permitted to take more than one step with the ball or to hold it longer 
than three seconds. 

Fouls. —The following are fouls: 

1. Using two hands on the ball (except goalkeepers). 

2. Kicking the ball or playing it with any part of the body except the hand 
or forearm. 

3. Striking the ball \^th the closed fist. 

4. Goalkeepers taking more than one step with the ball, or holding it longer 
than three seconds. 

5. Goalkeepers stepping out of their end zone. 

Penalties.— When a foul is committed a player of the opposing team is 
given a free bat at the ball from the spot on the floor where the foul 
occurred. The opposing players must be at least ten feet away. 

If the foul is committed by a defending player inside his own end zone, 
a member of the attacking team is given a free-hit at the ball from the 
end zone line, with all members of the defending team behind their goal 
line, and all members of the attacking team behind the end zone line until 
the ball is struck. 

Out of Bounds.— If the ball crosses the side lines of the court, it is 
rolled back in by a member of the team opposite the team that caused it 
to go out. The players may line up at right angles to the side line but 
may not be closer than three feet to the spot where the ball is rolled in. 

Scoring .—*One point is scored for a team each time the ball crosses the 
opponents’ goal line. 

Length of Game.— The game is played in two ten-minute halves. 

Variation. —This is a more highly organized game of Hand Hockey. 
It is advanced by F. J. Moench and combines in an indoor game the 
fundamentals of Soccer, Basketball, Hockey, and Handball. The following 
is Mr. Moench’s own statement of fhe regulations: 8 


4 Rom the New York State Physical Education Bulletin. 
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Sfze of Court .—Any ordinary basketball court. A good game for play¬ 
rooms, having four walls for use as in Handball. Height of ceiling is not 
essential as in Basketball. 

The Ball.—A. live, inflated rubber ball slightly smaller than a volley¬ 
ball is preferred for gymnasiums having out-of-bounds space. A smaller 
ball may be used where there are no boundary lines. Sport balls are 
recommended. 

Number of Players .—Six to ten (seven recommended) constitute a 
team for junior high schools, depending on the size of the court. 

Position of Players .—With seven players the positions are: center, side 
center, right and left attack, right and left defense, and goal guard. The 
goal guard is restricted to his own area;, the others may move about the 
floor as long as three men, including the goal guard, are behind the center 
line. The play of the center is both offensive and defensive. The attack 
men are responsible for getting the ball into scoring position, playing the 
sides and ends of the court. The right and left defense men and the goal 
guard constitute the defensive unit of the team. 

Goals and Markings .—The -goals are uprights supporting a crossbar 
forming a cage five feet high and eight feet wide. A netting over the back 
is desirable. The goals should be placed ten or fifteen feet from the back 
walls, making play in back of the goals legal. In front of each goal is an 
area eight feet by three feet called the goal area. No one except the goal 
guard may enter the goal area without penalty. A frce-throw' line is placed 
ten feet in front of each goal. There is a center circle three feet in diam¬ 
eter. A center line divides the court in halves. 

The Start .—The game is started by bouncing the ball between the two 
centers, who must stand outside the center circle. The ball must not be 
played until the rebound. 

The Play .—The game is played by hitting the ball with one or both 
hands. It must not be caught by any player. The goal guard is the only 
one who may use the body to impede the progress of the ball. Each team 
tries to drive the bail into the opponents’ goal. Dribbling and passing the 
ball by hitting it with the hand makes up the attack. The number of 
dribbles is unlimited. 

Rules.—The following rules should be noted: 

1. Following a ball out of bounds, an unobstructed pass, similar to a hand¬ 
ball serve, is allowed. (Ball is dropped on the floor and batted into play with the 
hand.) 

2 . For a ball rolling on the floor in a scrimmage, drop ball between two 

opponents. * 

3. For a free try for goal, the must be dropped to the floor at the fend 
line ten feet from the goal and battedat the goal; the g^id defends the goal 

, For any violation of rulesoot involving a free try at goal (such as catching, 
body obstruction, and $0 
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5. For a held ball, withhold from scrimmage and drop ball between two 
opponents. 

Technical Fouls.— The following are technical fouls: 

1. Opponents entering the goal area. Penalty: a free unobstructed serve by 
the goal guard from within the goal area. 

2. Defensive man entering goal area. Penalty: a free try for the goal by the 
opponents, with protection by the goal guard; other players restricted to area out¬ 
side free-try area. An honest attempt must be made to score the goal. The ball 
is in play if the goal is missed. 

3. Off-side (when there are not three men back of the center line). Penalty: 
a free serve for the opponents from any point on the center line. 

Personal Fouls.— The following are personal fouls: 

1. Holding, pushing, charging, blocking out, or any unnecessary roughness. 
Penalty: (a) if committed by an opponent in his defensive half of the floor, a 
free try for goal shall be awarded; (b) if committed by an opponent not in his 
defensive half of the floor, a free pass from the spot where the foul is committed. 

Scoring. —A point ^ scored for each goal made. 

Length of Game. —The game is played in two halves or four quarters. 
For junior high schools, six-minute quarters are recommended; for senior 
high schools, eight-minute quarters. 

Substitutions.— A substitution may be made at any time when the ball 
is declared dead. A penalty of a free try at goal shall be awarded if the 
player relieved fails to leave the floor immediately. The number of sub¬ 
stitutions is unlimited. 


Konano 4 

Playground, Gymnasium Junior High School to Adults—Girls 

Konano is a game somewhat similar to Lacrosse which has been adapted 
for girls from the Mesquaki tribe of Indians by Mrs. Theresa Anderson 
and Mr. L. E. Hutto. It was played by the Indian women whereas 
Lacrosse was played by the men. 

Field.—A flat area thirty to forty yards wide and forty to eighty yards 
long is used. The recommended dimensions for girls are thirty by fifty 
yards. The goals are six feet wide and seven feet high, made of light 
wood strips. No side lines or end lines are needed, but a line is marked 
across the field half way between the goals. A goal area is marked at 
each goal, consisting of a semicircle with a twelve-foot radius, measured 
from a point meeting between the goal posts. 

4 These tides follow those given in American Physical Education Association, 
The Athh^eHandboo\ (Athletic Activities for Women and Girh)> p. 43. Copy¬ 
right* 1934. By permission of American Sports Publishing Go., publishers. 
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Equipment .—Each player needs a stick about three-fourths of an inch 
thick, and forty-two inches long—ordinary wands serve the purpose, 

The “konano” consists of two balls joined by a thong or strip of canvas. 
It can easily be made from canvas: Make two round sacks of canvas, 
pack them tightly with sawdust, and sew shut, thus forming a ball. These 
balls should be five inches in diameter. They are joined together by a 
flat strip of canvas one-and-one-half inches wide, and ten to twelve inches 
long. The entire konano is about twenty inches long. 

Teams .—Ten or less players' may constitute a team. With ten players, 
five are forwards, four are backs, and one is goal guard. The forwards 
and backs are not permitted to leave their half of the field during play, 
and the goal guard should remain near the goal. 

Start .—The watcher (referee) tosses the konano high in the air between 
two opposing forwards, standing at center line. The two forwards attempt 
co secure the konano on their sticks or knock it back to a team mate. All 
players must be “on side” at the toss, and may not come within arm-and- 
stick reach of the two players at center until the konano has been touched. 
As soon as the konano is put in play, the forwards cross into their half 
of the field. 

The Play .—The object is to catch the konano on the stick and throw 
or carry it through the goal. The players pass the konano back and forth 
and carry it on the stick until in position to throw for or run through the 
goal. If the goal is missed and the konano goes behind it, play continues 
as usual. 

No one but the goal guard is allowed in the goal zone, except in the 
case of an attacking forward who has possession of the konano and gained 
possession of it before entering the zone. 

Fouls —The following are fouls: 

1. Striking or slapping with the stick, or starting a stick movement from above 
the shoulders. (In carrying the konano or following through a swing, the stick 
may go above the shoulders.) 

2. Carrying or directly hitting the konano with the hand. (If the konano 
slips down the stick and touches the hand, no foul is called provided it is moved 
out at once. 

3. Forwards or backs crossing the center line from their respective territories. 

4. Entering the goal zone in violation of the rule described above. 

Penalties.—' The penalty for a foul is a free-throw from the spot where 
the foul occurred, unless the foul occurred near the goal In this case, 
the goal guard has the option of having th^ throw take place from the 
spot where it occurred or from a spot fifteen feet directly in front of the 
goal; no one may be between the thrower and the goal except the goal 
guard, who may stand just in front of the goal. In case of simultaneous 
lends by opposing players, a tp^up follows, ;«■ 
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Scoring .—One point is scored each time the konano passes through the 
goal from the front or field side. 

Length of Game .—For high-school girls the game consists of four 
periods, five or six minutes long, with a one-minute intermission between 
quarters. For adults the periods may be lengthened, but should never be 
longer than eight minutes. 

Mass Field Hockey 

Playground Senior High School to College 

This game accommodates a large number of players, and is played in 
ten-minute periods. One or two periods may constitute a game. The play 
follows the rules of Field Hockey with the following exceptions: (i) players 
are eliminated for the committing of fouls; (2) after a foul the ball is put 
in play by a bully-off at the spot where the foul occurred Detween two 
opposing players; (3) there are no boundary lines and consequently there 
are no out-of-bounds plays; (4) the off-side rule is disregarded. 


GAMES OF TH% HOCKEY TYPE IN OTHER CHAPTERS 
Ice Shinney* Ice-Hockey Ten-Passes. 

Ice-Hockey Keep-Ball. Mounted Broom Polo. 

GAMES OF THE HOCKEY TYPE IN SOCIAL GAMES FOR 

RECREATION 

Box Hockey. Parlor Polo. 


HOCKEY LEAD-UP CONTESTS 


Many of the minor games of the 
may be used as lead-up games in 
following contests, described in the 
useful in this connection also. 

Hockey Drive for Accuracy. 

Hit the Can. 

Hockey Goal Golf. 

Hockey Golf. 

Hockey Drive for Distance. 

Hockey-Dribbling Race. 

Obstacle Hockey-Dribbling Race. 

Hockey-Dribbling Circle Race. 

Zigzag Hockey-Driving Relay. 


hocke y type described in this chapter 
training for the major sport. The 
chapters on contests, will be found 

Hockey-Driving Shuttle Relay. 
Hockey Circle-Driving Relay. 
Hockey-Dribbling Relay. 
Hockey-Dribbling Shuttle Relay. 
Hockey Circle-the-Post Relay. 

Zigzag Hockey-Dribbling Relay. 
Obstacle Hockey Shuttle Relay. 

Circle Hockey-Dribbling Relay. 

Polo Drive for Distance. 



CHAPTER XXV 


QAMES OF THE 'BASKETBALL TYPE 


j\S in all of the team games, we have here several games related to and 
often played as a preparation for the major game of the group. 
This makes it advisable to describe briefly the essential features of the 
major game first. For details of Basketball, the standard rule books can 
be consulted. 

Basketball for Men 


Playground , Gymnasium Junior High School to Adults 

Basketball is America’s most popular indoor game. It was invented in 
1892 by Dr. James Naismith, then a student at Springfield Y.M.C.A. Col¬ 
lege and since that time a director of physical education. His object was 
to secure an indoor game that would have the advantage of the various 
types of Football, with the dangers of Football eliminated as far as possible. 
The plan hit upon was to prohibit a player from carrying the ball, which 
in turn eliminated the necessity for tackling and interference. Instead, the 
ball is advanced by passing, or by dribbling, the latter name being applied 
when a player bounces the ball against the floor or tosses it in the air, but 
retains possession of it. This gives the game some of the qualities of 
Association Football and English Rugby, but perhaps it resembles Lacrosse 
most of all. 

The maximum size of the court is ninety-four feet long and fifty feet 
wide, and the minimum size sixty feet long and thirty-five feet wide. 
For junior-high-school players the minimum dimensions should be used. 
The layout of the court is illustrated by Figure 79. 

The goals are metal rings eighteen inches in diameter and are rigidly 
attached to a backboard so that they lie in a horizontal plane ten feet 
above the floor. 

Five men constitute a team, consisting of two forwards, one center, 
and two guards. The special duty of the forwards is the throwing of goals. 
The guards cover the play of the forwards of the opposing team and pass 
the ball to their own forwards or center whenever they can get possession 
of it. The center has all-round duties, assisting the forwards when his 
own team has the ball and the guards when the opponents have pos¬ 


session of it. 

The object of the game is to secure possesston-of the ball, work it down 
die floor, and throw it into the goal The ball is put in {flay at the be* 
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ginning o£ the game by a play called a “toss-up.” One player from each 
team,^ known as the center, stands inside his half of the center circle, and 
the referee tosses the ball up between them. The same type of play takes 
place after each goal, and when the ball is held by two opposing players. 

The ball may be batted, rolled, bounced, or thrown in any direction 
with one or both hands; but the players are not allowed to run with it, kick 
it, or strike it with closed fists. Sometimes instead of passing the ball to 
another, a player advances it by dribbling, that is, by bouncing it on the 
floor or tossing it in the air whilp running down the floor. This play often 
leads to roughness, and consequently certain restrictions are placed upon it 
When a player receives the ball while running, he may not take more 
than one step before getting rid of it—otherwise he is charged with a vio¬ 
lation for advancing with the ball. 

In order to prevent stalling by a team, there is a rule to the effect that 
when a team gains possession of the ball in its own back court, it must 
advance it into the front court within ten seconds unless the ball is touched 
by an opponent. In the latter case a new ten-second period starts from the 
time possession of the ball is regained. 

When a ball goes out of bounds, it is put in play by a player on the 
opposite team from the one who touched it last before it went over the 
line. This player throws it to a team mate. 

When a player puts the ball in his team’s goal, two points are scored. 
Following a foul, the player against whom the foul was committed is 
awarded a free-throw for the basket. This throw is taken from behind 
the free-throw line, and if good, scores one point. Some fouls award two 
such throws. 

Certain minor infractions of rules are called violations. These are 
penalized by having the ball go into the possession of the opponents out 
of bounds at the nearest side line. Violation of the more important rules 
are called fouls. There are two types of these, technical and personal; 
the latter have to do with bodily contact for the most part. All fouls are 
penalized by awarding one free-throw to the opponents, unless the foul 
was committed against a player in the act of throwing for the goal, in 
which case, two free-throws are awarded. 

The game consists of two twenty-minute halves with an intermission 
of ten minutes. For junior-high-school boys, it is recommended that the 
game be played in four quarters of six minutes each, with a two-minute 
rest after the first and third quarters and a ten-minute intermission be¬ 
tween the halves. For senior-high-school players, the game should consist 
of four quarters of eight minutes each with a one-minute rest after the 
first and third quarters and a ten-minute intermission between halves. A 
team is entitled to three time-out periods during the game, which may be 
taken at the request of the captain whenever the ball is dead. 
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Basketball for Women 

Playground, Gymnasium Senior High School to Adults 

Basketball for women developed out of the men’s game and was first 
played at Smith College. The game resembles closely the men’s game 
but has several important changes designed to cut down running, make 
the game less strenuous, and prevent roughness and personal contact. The 
details of the rules can be obtained from the standard rule books. 

Two types of courts are used depending on the space available—the 
two-division and the three-division court. The official size of the three- 
division court is ninety feet long by forty-five feet wide for college players, 
and seventy feet long by thirty-five feet wide for high schools. If the 
court is seventy feet or more in length, it is divided into three equal di¬ 
visions by cross lines parallel to the end lines, as shown in Figure 80. If 
the court is less than seventy feet long, it is divided into two equal parts 
by one division line. These division lines are twelve inches wide. The 
trend at the present is toward the two-court game, regardless of the size of 
the court. 

The teams consist of not less than six nor more than nine players. The 
six-player team is standard. In the three-division game of six players, each 
team consists of two centers, two guards, and two forwards. In the two 
division game of six players, each team consists of three forwards and 
three guards, any one of the forwards being designated to serve as center. 
The players are not permitted to leave their divisions during play. Centers 
and guards in the three-division court may not throw for the basket, nor 
may guards in the two-division court. 

The game may be started either by a toss-up as in the boy’s game, or 
by a center-throw, the teams agreeing on which method they prefer. In 
the center-throw method, the referee hands or throws the ball to the center 
entitled to it and blows the whistle as soon as she is certain that the center 
holds the ball. Each quarter starts with a play at center unless a foul has 
been committed during the intermission. 

The ball may be either thrown or bounced from player to player, but 
may not be rolled, kicked, hit with the fist, or handed to another player. 
In catching the ball, two hands are necessary to secure it, but when caught 
it may be retained with one hand only and thrown with one hand. In 
addition to bouncing and throwing the ball to another player, a player may 
bounce the ball once and catch it again herself, called dribbling. A playei 
may also juggle the ball once, that is, toss it in the air and catch it again 
herself. A bounce cannot follow a juggle, and vice versa. 

In not allowing the ball to be rolled on the floor, to be handed to a team 
mate, or to be bounced against the floor more than once, the girls’ rules 
place restrictions on advancing the ball. There is no dribble in the sense 
that boys use it. Another limitation that is not included in boys’ rules it 
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that the player must throw the ball within three seconds after receiving it. 
There are also special restrictions to prevent struggling for the ball, such 
as not permitting a player to place a hand on the ball when an opponent 
holds it. 

The violations and fouls are similar to those in the boys’ game except 
that the above restrictions are, labeled either as violations or fouls and 
penalized accordingly. Following a foul, the free-throw must be made by 
one of the players playing forward at the time the foul was made. 

The length of the game is the same as for senior-high-school boys. 


MINOR GAMES OF THE BASKETBALL TYPE 
Bucketball 

Yard, Playground, Picnic Elementary School 

This is an informal variation of Basketball, particularly suited to the 
back yard. A basketball is preferable but any ball may be used. Two 
buckets are placed on the ground for the goals. No player is allowed to 
run while holding the ball and the general rules of Basketball apply. Two 
points are scored eaclf time the ball is put in the bucket and remains there. 
If the bucket upsets no points are scored. 

Hobble Bucketball.—This game is suited for use as a stunt or novelty 
and is enjoyed for its humorous element by both players and spectators. 
Two buckets are placed on the ground for goals, open side up. Each 
player has his ankles tied together with a belt or rope and consequently 
must jump or hobble. The game follows the general plan of Basketball. 
Two points are scored each time a team puts the ball in the bucket from 
scrimmage. If the bucket tips over, no goal is made. 

Keep-Ball 

{Keep-Aw ay) 

Playground, Gymnasium Late Elementary to Senior High School 

This old game, frequently called “Pig” by the boys, has long been a 
favorite of boys of all ages for informal play. It may be used to excellent 
advantage as a foundation for Basketball. 

Divide the group into two teams and mark them so that the teams 
can be dearly distinguished. If played out of doors, place restrictions on 
the area so as to prevent too much running. Give one team a basketball 
or softball. The object is to pass the ball among members of one’s own 
team and prevent the other team from getting it. No player is allowed 
to hold the ball longer than five seconds, and the regular rules of Basket- 
W apply in respect to advancing with the ball; guarding, and passing the 
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oaU. A violation of these rules gives the ball to the opponents. There is 
no mithod of scoring and consequently no winner is determined. 

The type of pass to be used may be designated, such as bounce passes, 
push passes, one-arm passes, and so forth. 

Nine-Court Keep-Ball.—The game is essentially the same as Keep- 
Ball, except that it is played on a court marked as in Nine-Court Basket¬ 
ball (page 506). The players are not permitted to step out of their re¬ 
spective courts. This places restrictions on running and guards against 
overexertion. 

Three-Court Keep-Ball.—Same as the above except the three-court 
floor is used. 

Ten-Catches 


Playground, Gymnasium Late Elementary to Senior High School 

This game is very similar to Keep-Ball, but is a better game in that 
there is more of an objective in the game and a chance to win. 

Divide the group into two teams and mark them so that the teams can 
be easily distinguished. Give one team a basketball or softball. At the 
signal the members of this team begin to pass the ball among themselves, 
attempting to pass it successfully ten times in succession. The other team 
attempts to get the ball. Each time a team makes a successful pass the 
player catching it calls the number of the catch; that is, after the first catch, 
“One” is called, after the second “Two,” and so forth. When the ball 
touches the floor or is caught by opponents, all previous counts are wiped 
out. The team running the count up to ten wins, and a new game is 
started. 

Basketball Passing.—This game is played on a basketball court or 
area of similar size. Five to twelve players may play on a team. The game 
is started by a toss up between two opposing players at center. After the 
toss, each team attempts to secure the ball and pass it among its own 
players, trying to make as many consecutive passes as possible. Each team 
calls out the number of the pass each time a player catches the ball. The 
team wins which in the course of the play made the greatest number of 
consecutive passes—the total number of passes is not counted, merely the 
ronsecutive passes each time the ball is in the possession of a team. 

When the ball is touched by an opponent the ball is considered as 
leaving the possession of the team and the count starts over. The rules 
of Basketball apply to the handling of the ball. A pass is considered as 
completed if a team mate catches it. 

’ <-v 

Score-Ball.—Appoint one scorer for each team. The game is the 
same as-Basketball Passing except that the total successful passes made by 
each team are counted. The team making one-hundred passes fin* wins. 
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Nine-Court Ten-Catches. —Same as Ten-Catches except that the 
players are restricted to the areas of the court used in Nine-Court Basket¬ 
ball (page 506). 

Guard-Ball 

Playground, Gymnasium Late Elementary and Junior High Schools 

Draw two parallel lines on the floor ten feet apart. The length of the 
lines depends on the number of players on a team. Allow three feet for 
each player. A basketball is used. Divide the players into two teams; 
place one team between the lines and the other team outside the lines, 
one-half of it on each side. 

The object is for the players on the team outside the lines to pass the 
ball back and forth between the players in the center. The center players 
block the ball as in guarding in Basketball. A ball thrown above the 
height of the players’ heads does not count. One point is scored each 
time the ball is passed through the center team. The game consists of 
four three-minute periods; after each period, the teams change positions 
on the floor. Bounce passes may or may not be permitted. 

Boundary-Ball.- 4 Establish two goal lines sixty feet apart and draw 
a center line midway* between them, dividing the court into two equal 
courts. Divide the players into two groups and scatter them in opposing 
courts, facing each other. Give each team a volleyball, soccer ball, or 
basketball. 

Each player of a team attempts to throw the ball so that it will cross 
the opposing goal line on the bounce or roll across, and at the same time, 
to defend their own goal. Balls crossing on the fly do not count. Players 
may move freely in their own court but may not cross the center line. 
Kicking the ball is prohibited. One point is scored each time the ball 
crosses the opposing goal legally. 

Center Miss Ball 

Playground, Gymnasium Late Elementary and Junior High Schools 

Arrange the players in a circle with one man in the center. Two 
basketballs are needed. One ball is given to the center man and the 
other to a player standing on the circumference of the circle. At the signal 
the man on the circumference passes the ball to the center man and at 
the same time the center man passes his ball to the next standing man on 
the circumference, and so on until the center man is made to miss. The 
player who makes the center man miss or fumble the ball exchanges* places 
with him. The passes to the center man must be accurate and on the 
chest level. When skill is developed the type of pass may be specified, 
such as push pass, one-arm pass, cross-chest pass, and so forth. 
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King-Ball 

Playground, Gymnasium hate Elementary and Junior High Schools 

Designate a playing area about thirty feet square. Divide the players 
into four groups and line each group on one side of the square. The 
corner players are “kings/* A ball is given to one of the players and then 
is passed to someone on one of the other sides—the ball may not be 
thrown to anyone on the player’s own side. A player fumbling the ball 
or making a throw that cannot be caught must recover the ball. While 
he is doing so the players on his team move one place to the right, and 
the player recovering the ball takes the vacant place at the extreme left. 
Each player seeks to secure and hold the king’s position at the right of 
the line. 


Pin-Guard 

( Tndian-Club Guard) 

Playground, Gymnasium Late Elementary and Junior High Schools 
The players are standing in a twenty-foot circle. An Indian club stands 
in the center with a three-foot circle drawn around it. The one who is “it” 
guards the club, but must not step inside the circle in so doing. The 
players in the circle have a basketball which they throw at the club. 
Any player knocking down the club or causing the one who is “it” to 
knock it down may be “it.” If the one who is “it” can g$t the ball he 
may throw it beyond the circle, thus giving himself a rest. The player 
who remains “it” the longest time wins. 

Team Pin-Guard. —Divide the players into two teams and arrange 
them in separate circles, each thirty feet in diameter. Set up an Indian 
Club in the center of each circle. Place one player from each team in the 
center of the opposing team’s circle (Figure 81). Give the players of each 
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team two soccer balls or basketballs. They throw the balls at the pin 
attempting to knock it down, while the guards defend the club with their 
hands, legs, and body. Players may run for the ball but must return to 
the circle to throw. The team that knocks the club down first scores one 
point, and the play in both circles stops. The guards return to their 
teams and two new guards are appointed. The team scoring the most 
points wins. 

Circle Pole Ball 1 

Playground, Gymnasium Junior and Senior High Schools 

Court .—Draw two circles on the floor, one inside the other, and mark 
a line across the center, as illustrated in Figure 64, page 407. In the exact 
center place a volleyball standard or other pole which stands twelve or 
fifteen feet high. 

Ball. —A basketball is used. 

Teams. —Teams may consist of from seven to eighteen players, but nine 
or eleven is recommended as the size. Each team is divided into two parts, 
basemen and guards. The basemen stand in the space between the two 
circles in their half of the court. The guards stand in front of the opposing 
basemen in the half cif the circle opposite that occupied by their own base- 
men. One guard from each team is designated to guard the pole and stands 
near the pole on the half of the circle occupied by his own team’s guards. 

Start. —Each of the two centers or pole guards steps across the center 
line and faces his own guards. The referee tosses the ball up between 
them as in Basketball. After the toss-up the centers return immediately to 
their own guarding territory. 

The Play.— The guards attempt to gain possession of the ball and then 
to throw it to one of their basemen, who in turn attempts to hit the pole 
with it. Whenever the basemen are playing the ball, the opposing guards 
attempt to guard, following the rules of Basketball. Play continues until 
the pole is hit. 

Violations and Penalties. —The violations include all the violations and 
fouls of Basketball. The penalty is the giving of the ball to an opposing 
guard. 

Out of Bounds.— The ball is given to an opposing guard. 

Bottle-Ball 


Playground, Gymnasium Late Elementary School 

Mark out an area twenty-five feet by fifty feet and draw a center line 
across it dividing it into two twenty-five foot courts. In the middle of 
each rear line place a row of six Indian clubs, or similarly shaped objects. 

■ rt : A This game follows the given in Content Committee Report, 

Matjorie Hillas, Chairman. 
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Divide the group into two teams and place one team in each court. Give 
one bf the teams a basketball. 

Team A throws the ball attempting to knock down Team B*s pins. 
Team B attempts to defend its pins and when it secures the ball, to knock 
down Team A’s pins. Pins knocked down are left down. The team wins 
which first knocks down all of the opponents’ pins. 

Newcomb 

Playground , Gymnasium Late Elementary and Junior High Schools 

Newcomb is a game which cultivates the ability to throw and catch, 
to move quickly about the floor, and to judge where the ball will fall. 
It is a good preparation both for Basketball and Volleyball. 

Court. —The court is twenty-five by fifty feet in size, larger or smaller 
if conditions demand. A net is stretched across the center seven feet from 
the floor, dividing the court into two courts twenty-five feet square. A 
rope may be used instead of the net. 

Ball .—A volleyball or basketball may be used. 

Teams. —Divide the group into two equal teams—teams of eight to 
fourteen players may be used to advantage. 

Object.— The object is to throw the ball over the net and to catch it 
when it is thrown back. 

Start. —The ball is assigned to one team to start the game. At the 
beginning of the second half the other team starts the play. The game 
is started by one player throwing the ball over the net. 

The Play. —The ball is caught and thrown back over the net. Any 
player is eligible to catch it. It may not be relayed but must be thrown 
for the opposite court by the person who catches it. Play continues until 
a point is scored, and then recommences when the team which lost the 
point throws the ball over the net again. If a player touches the ball he is 
responsible for catching it and cannot claim that it was going out. 

Scoring.— One point is scored each time the ball drops to the floor in 
the opponents’ court and each time the opponents make one of the fol¬ 
lowing fouls: 

1. Hitting the net or rope with the ball. 

2. Throwing the ball under the net or rope. 

3. Relaying the ball or having two players touch it in succession. 

4. Throwing the ball outside the opponents* court, provided it is not touched 
by a member of the opposing team. 

Length 0/ Game .—The game is played in two ten-minute periods. 

Variation. — Score as in Volleyball. Only the serving side scores and 
it continues to serve until it loses. The service throw in this case is from 
behind the rear line and fifteen points constitute a game. 
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Volley Newcomb. —This game is played as in Newcomb except for 
the service, which is as in Volleyball. 

Fence-Ball.— This is Newcomb played across a fence. There are no 
boundary lines. The ball is thrown rapidly back and forth in an effort 
to confuse the opponents as to where the ball is to be thrown. The rules 
of Newcomb apply. 

Forward-Pass Newcomb. —Lay out a rectangular court fifteen yards 
wide and forty-five yards long. Across the center mark two parallel lines 
establishing a neutral zone ten yards wide. The two teams scatter over the 
opposite ends of the court. 

One team passes a rugby football into the opponents’ court, endeavoring 
to cause it to hit the ground in the court without being caught. The 
opponents endeavor to catch it. One point is scored each time the ball hits 
the ground in the opponents’ court. Fifteen points constitute a game. 

Newcomb Over the Goal Posts. 2 —Place the two teams on oppo¬ 
site sides of the rugby-football goal posts and give one team a rugby foot¬ 
ball. No boundary lines are needed. The object is to pass the football 
between the goal po#s and over the crossbar so that the opposing team 
cannot catch it. The* ball is passed back and forth until one team fails 
to catch it, or fails to throw it over the crossbar. The rules of Newcomb 
apply with one exception: the ball may be passed once to a team mate 
before it is thrown over the crossbar. This rule is necessary because a 
pass is frequendy caught at a spot so far to one side of the goal posts that 
a successful pass through the goal posts is very difficult. Score as in 
Newcomb. 

Ground-Ball. —An area approximately seventy-five feet long by 
twenty-five feet wide is divided by cross lines into three equal courts 
twenty-five feet square. The middle zone is neutral territory. Divide the 
group into two teams of equal size and scatter each over one of the end 
courts. Give one team a basketball or volleyball. 

The object is to catch the ball and throw it back over the neutral terri¬ 
tory into the opponent’s court. A team scores one point each time the 
opposing team allows the ball to touch the ground in their court, or 
throws it out of bounds, or throws it in to the neutral territory. The 
team scoring fifteen points first wins. 

Curtain-Ball 

Playground, Gymnasium Late Elementary and Junior High Schools 

This game calls for a wall or solid fence through which the players 
cannot see. It should be at least eight feet high and preferably higher. 

a Contributed by J. H. McCulloch. 
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In "the gymnasium a curtain may be used. Place the teams either side of 
the lence or curtain and give one team a basketball or volleyball. No 
court lines are needed. 

The object is to catch the ball and throw it back over the curtain. One 
point is scored each time the opposing team allows the ball to touch the 
ground on their side of the curtain or fails to throw it over the curtain. 

If the curtain is such that the teams cannot detect what the other team 
is doing, much interest is developed because of the uncertainty as to where 
the ball will appear. The team scoring ten points first wins. 

Newcomb-Over-the-Tent. —This is a game similar to Curtain-Ball 
which boys and girls, frequently use of their own initiative. The ball is 
thrown over a tent or cabin in camp or small building any place. The 
rules of Curtain-Ball apply. 

Cabinet-Ball 


Playground, Gymnasium Adults 

This game was originated by Herbert Hoover and was first played by 
him and his cabinet on the White House lawn while he was President. 

Court .—A volleyball court is used with the net placed eight feet from 
the ground. A service line is drawn fifteen feet from the net on each side. 

Equipment .—The ball is a small medicine ball twelve inches in diam¬ 
eter and weighing six pounds. 

Teams .—For match games there are nine players on a team. The game 
can be played with any number of players on a team. 

Rules .—The game follows the rules of Volleyball with the following 
exceptions: 

1. In serving, the ball is thrown with one hand from the service line. It 
must be assisted by one player and then clear the net. 

2. In receiving, the ball is caught with one or both hands, using the body as 
much as necessary. It must be put in play immediately by a throw back over the 
net or a pass to a team mate. Holding the ball longer than five seconds, walking 
with it, or stepping over the boundary lines with it are fouls: 

3. The ball must be thrown in a rising direction. Throwing downward or 
spiking is a foul. The ball may be passed to a team mate once, but must then 
be thrown over the net. 

Circle Stride-Ball 

(Plug the Hole, Arch Ball) 

Playground, Gymnasium, Club Late Elementary to Senior High School . 

Arrange the players in a circle, legs at stride, facing center. The circle 
should be just large enough so that the feet of the players touch those on 
the legs are spread widely. "It” is inthe center with a 
basketball. He attempts to throw itbetween the legs of the players the 
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players must keep their hands on their knees until the ball leaves “it’s” 
hands and then they may use their hands to block the ball. When the 
ball goes through a player’s legs, that player is “it,” recovers the ball, and 
returns it to the circle. Considerable feinting on the part of “it” is fre¬ 
quently necessary to maneuver the ball so as to get it through the legs. 

A football may be used instead of a basketball; its uncertain bouncing 
adds interest. 

Partner Circle Stride-Ball.—Have “it” stand inside the circle and a 
partner outside. When “it” puts the ball between a player’s legs, that 
player and “it” exchange places. The partner then attempts to throw the 
ball through the players’ legs from outside the circle. When he succeeds 
the player through whose legs the ball passed exchanges places with him. 

Soccer Circle Stride-Ball.—See Soccer Circle Stride-Ball in Chapter 
XXII, “Games of the Soccer Football Type.” 

Team Circle Stride-Ball.—Divide the players into two teams and 
arrange each, with the exception of one player, in a separate circle. The 
circles should be just large enough so that the feet of the players, standing 
at a wide straddle, touch those of the players on either side. The odd 
player of each team is “it” and takes his position in the center of the 
opposing circle. Give each “it” a basketball. At the signal, both “its” try 
to throw the ball between the legs of the players as in Circle Stride-Ball. 
When one “it” succeeds he scores one point for his team; play in both 
circles stops, the “its” return to their circles, and two new “its” are chosen. 
The team scoring ten points first wins. 

Endball 

Playground, Gymnasium Late Elementary and Junior High Schools 

Endball gives practice in throwing accurately, in catching while op¬ 
ponents stand near to guard, in guarding, and in staying in one’s own 
territory. It is a good foundation for Basketball. 

Court .—The court is fifty feet long and thirty feet wide, larger or 
smaller to meet conditions. Four to six feet from each end line draw a 
line parallel to the end line as in Figure 82. The areas thus created are 
known as the bases. Draw a center line dividing the court into two equal 
parts. 

Ball .—A basketball is commonly used, but the game may be varied by 
using a volleyball, softball, or sport ball. 

Teams .—A team of twelve to fifteen players is the size best suited for 
this game. Two-thirds of the players on a team are guards and occupy 
one court; the other one-third are basemen and occupy the opposite Base. 
{See fcigwe 8a.) 
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Object of the Game .—The object is for the guards to throw the ball 
over the heads of the opposing guards so that their basemen may catch the 
ball. 

Rotation of Players .—The players should he numbered and should 
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rotate one position each time their team scores. This gives all players a 
chance to be basemen. 

Start .—The game is started by a toss up between two opposing guards 
on the center line. 

The Play .—Guards attempt to secure the ball and throw it so that the 
opposing guards cannot block it and their own baseman may catch it 
without stepping over the baselines. The basemen after catching it throw 
it back to their guards but the throw back does not score. A guard may 
not run with the ball, nor hold it longer than three seconds, but the 
guards may pass it among themselves before throwing to the basemen. 
Play is continuous and does not stop when a score is made. 

If the ball goes out of bounds the nearest guard gets it and throws it to 
one of his fellow guards and the game proceeds. If it goes over the end 
line, the nearest baseman gets it and returns to position with it. 

Fouls .—The following are fouls: 

1. Stepping over the division lines. 

2. Taking more than one step while holding the bail. 

3. Holding the balljlonger than three seconds. 

Scoring .—One point is scored each time the basemen catch the ball 
legally on the fly, and each time the opponents commit a foul. 

Length of Game .—The game is played in two ten-minute halves. The 
teams change sides at the end of each half. 

Comerball 

PlaygroundGymnasium Late Elementary and Junior High Schools 

Court.-— The court is thirty feet wide and fifty feet long, larger or 
smaller to meet conditions. It is divided into two courts of equal size by 
a center line. In each corner a box six or eight feet square is marked out. 
(See Figure 83.) 

Ball.— A basketball is commonly used, but a volleyball, sport ball, or 
softball may be substituted. 

Teams. —Eight to fifteen players may play on a team. Each team oc¬ 
cupies one court and sends two of its players to occupy the corner boxes 
at the opposite end of the area. 

Object of the Game. —The object is for the guards to throw the ball to 
the corner men who attempt to catch it. 

Rotation of Players.— Number the players and have those of the scoring 
team rotate one number after each goal is made. This gives all players 
a chance to be corner men. 

5ter*.— The game is started by a toss up on the center line between two 
of the guards. 
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The Play .—The guards secure the ball and throw it so that their 
corner men may catch it. They may move about freely but may not run 
with the ball nor hold it longer than three seconds. They are not per¬ 
mitted to step over the division lines or the corner-box lines. When the 
ball goes out of bounds, the nearest guard gets it and throws it to one 
of his fellow guards who puts it in play immediately. 
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Fouls .—The following are fouls: 

1. Taking more than one step while holding the ball. 

2. Holding the ball longer than three seconds. 

3. Stepping over the division lines. 

Scoring.—One point is scored each time a corner man catches the ball 
on the fly, and each time the opposing team commits a foul. 

Length of Game. —The game consists of two ten-minute periods. If 
preferred, the game may last until one team scores fifteen points. 

Lane Comerball. 3 —The court is fifty to ninety feet long and thirty 
to sixty feet wide. An eight-foot square is marked in each corner as in 
Cornerbail. Down the center of the floor a lane runs the entire length, this 
lane being eight to sixteen feet wide. The center line is placed as in 
Cornerbail, extending from the side lines to the center lane but does not 
extend across the center lane. 

The general procedure is as in Cornerbail, the chief difference being 
that the players of both teams may go any place in the center lane. Except 
when in the center l|pe they must not cross the center line. The throws 
to the corner men may be made either from the center lane or the back 
court. 

The ball is put in play by a toss as in Basketball. The rules of Basket¬ 
ball apply to handling the ball, running with the ball, and guarding. The 
penalty for a foul is the giving of the ball to the opponents out of bounds 
at the nearest point. 

The game consists of two four-minute periods. 

Captainball, Number 1 

( Centerball ) 

Playground, Gymnasium Late Elementary and Junior High Schools 

This is the original game of Captainball and was originated by Dr. 
E. A. Poos of Cincinnati, Ohio, in 1896 under the name of Centerball. 

Field.— The field is thirty by sixty feet. Mark the center of the field, 
measure one foot to each side of same and draw lines across the field, 
leaving two equal fields with an intervening neutral space of twenty-four 
inches. In each front corner put a circle twenty-four inches from the 
neutral space (Figure 84). Mark the middle rear circle touching the 
middle of each rear boundary line. The rear corner circles are marked 
twenty-four inches from the boundary line. The center circle is so placed 
in the middle of each field that the distance from the center of it v to the 
center of die two front circles and the middle rear circle is the same. The 
diameter of all circles is four feet. . 

* Contributed by Marianna Packer, 
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Ball. —A basketball is used. 

Players .—Eleven players constitute a team. The player occupying the 
center circle is called the center. The center and circle players take their 
respective positions in one field, while the guards of the same team line 
up in the other field in such a way that the two front guards take the 
outer positions, near the circles they are guarding, center guard the middle 
position, and the rear guards midway between the two. (Figure 84.) 

Object. —The object of the game is: (1) for the guards to get possession 
of the ball and throw it to one of the circles of their side; (2) for the 
circles, after gaining possession, to either throw it to the center, thereby 
gaining one point, or pass it to the next circle, and so forth, until the ball 
has made a complete circuit of all the circles, thereby scoring three points. 

The Start. —At the beginning of the game and after each score the 
referee tosses up the ball between two opposing guards. The referee 
should aim to throw the ball in such a way that it will descend as close 
to the center of the neutral space as possible. 

Out of Bounds. —A ball going out of bounds on either side is given to 
a guard on that side. 

Fouls and Penaltie £.—The following are fouls: 

1. Direct interference: stepping into a circle to prevent a throw to the circle, 
or a throw from one circle to another. Penalty: the ball is awarded to the 
offended player. If this be the center or the last circle in a complete circuit, the 
points are allowed. 

2. Indirect interference: stepping into a circle without in any way interfering 
with a play is not considered direct interference. In order to discourage step¬ 
ping into the center circle a free-throw is given the center to one of the circles, 
and for three such offenses one point is allowed. 

3. Holding of arms over the space within a circle is not allowed and a free- 
throw is awarded the offended side. 

4. Stepping out of the circles to interfere with the play of the guards is not 
allowed and a free-throw is allowed the offended side. 

It is the duty of the guards to keep the ball from reaching their opponents; 
therefore, if a ball is already resting in the hands of a circle player and is struck 
by a guard and knocked from his hands, the decision should be in favor of the 
circle or center player. 

Free-Throw. —A free-throw is one in which the opponents must step 
aside and in no way interfere with the thrower. 

Scoring.—* One point is scored by a throw from a circle to the center 
player. Three points are scored if the ball makes the complete circuit of 
all circles. 

Length of Game .—The game consists of two halves twelve-and-one- 
half minutes long, with a ten-minute intermission. 

Changing Fields.— After the first half the teams change fields. 
Officials.—One referee, timers and scorers are in charge of the game. 
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Variation. —Score two points each time the ball is thrown to the 
player in the center circle and one point each time the ball is passed to 
one of the other circle players in making the circuit of the outer circles. 

Captainball, Number 2.—There are many varieties of .Captainball, 
the differences resting largely in the arrangement of the circles on the floor 
and the location of the captain. The following version makes a satisfactory 
and interesting game. The exact arrangement of the circles in this game 
does not make much difference so long as the captain is located in the 
circle farthest from the center line. 

Field. —An area approximately thirty by sixty feet is needed. Draw a 
center line dividing the area into two equal halves. Mark enough circles 
on the floor to accommodate the players, as shown in Figure 85. These 
circles are four feet in diameter. The circles are best arranged so that they 
form a larger circle, but if the number of players is small they may be 
arranged in a triangle as in Figure 86. For gymnasiums where painted 
circles are not practical, mats or pieces of linoleum may be laid on the floor 
and removed after the game. 

Ball. —A basketball is used. 

Teams. —Six to twenty players may play on a side. Divide each team 
into two halves; place one half of them in the circles and the other half 
in the opposite court to act as guards. At the beginning of the second 
half of the game the sides change and the basemen become guards and 
the guards become basemen. 

Object of the Game. —The object is to throw the ball to the captain and 
prevent the opposing team from doing likewise. 

Start. —The game begins with a toss up between two guards at the 
center line . 

The Play. —The guards try to secure the ball and pass it to one of 
their basemen. The basemen try to throw the ball to the captain, passing 
it back and forth among themselves as much as necessary in finding the 
opportunity. The ball may not be passed directly to the captain by the 
guards. The guards guard the basemen and try to prevent the opponents 
from scoring. 

Fouls .—The following are fouls: 

1. Baseman stepping outside the circle with mom than one foot. 

2. Guards stepping over the center line or into a circle. 

3. Guards touching and keeping a hand on the ball when held by a baseman. 

4. Holding the ball longer than three seconds. 

5. Taking more than one step while holding jfche ball. 

6. Bouncing the ball mom than <|nce before passing it. 

Pendties.—Following a foul die bill is given to the opponent of the 
player committing the; foul fo* a free tmguarc^ to the captam 
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Figure 86. 

Scoring .—One point is scored each time a successful pass is made from 
a baseman to the captain and each time a free-throw is successfully com¬ 
pleted. Direct passes from guards to the captain do not score . 

Variation, —Score two points each time the ball is successfully passed 
to the captain by a baseman, and one point each time it is passed from a 
baseman to another baseman. 

Captain Basketball. —Either of the floor arrangements illustrated in 
Figure 84 and Figure 85 may be used. The game proceeds according to the 
regular rules of Captainball except that there is an additional opportunity 
to score: any of the basemen may throw for the basketball goal when they 
have possession of the ball. A goal made in this way scores two points; 
a pass to another baseman scores one point. This gives opportunity for 
choice and a baseman may feint to throw for the basket and then pass 
or bounce the ball to another baseman. 



Touchdown Pass Ball 4 

Gymnasium, Playground Junior and Senior High School Girls 

The Field .—The field is forty-five feet wide and seventy-eight feet long. 
The Ball.—A basketball or sport ball may be used. 

The Game .—The game is played by two teams of eight girls each, the 
ball being passed from one player to another** The purpose of each team 
is for its player, standing, to recede the ball on a direct pass in the field 

4 Theserules follow in general those presentedia Maryland School Bulletin. 
Wdxmx N\mbcr (Match, *3 &. \ 
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of play and touch it down at any point behind the opponents’ end line. 
The opponents try to prevent the other team from securing possession of 
the ball or from scoring. 

Start .—The game starts by a toss-up at center as in Basketball, between 
two opposing players who may not again play the ball until it hits the 
ground or is played by another player. After each score the ball is put in 
play at center. All players must be “on side” at toss-up. 

Out of Bounds.— If a ball goes out of bounds, it is given to an opponent 
of the player who touched it last at the point nearest where it went out. 
On end lines, the ball is always awarded to the defending team. 

Violations. —The ball is given to the nearest opponent of the player 
committing the foul, who by a free pass (no player being within a radius 
of five feet) puts the ball into play. The following are violations: 

1. Carrying the ball. 

2. Dribbling the ball. 

3. Rolling the ball. 

4. Kicking the ball. 

5. Overguarding player. 

# 

Fouls. —One point's awarded a team fouled, and the ball is put into 
play as in a violation. 

a. Batting or pulling ball out of opponent’s grasp. 

b. Charging, shoving, tripping, or holding opponent. 

Scoring. —A pass touched down behind end line counts two points. 
A touchdown cannot be scored from a free pass. 

Time. —The game consists of two five-minute halves with a two-minute 
rest between them. 

Officials. —The game is in charge of a referee who may appoint a time¬ 
keeper, a scorer, or linesmen. 

Other rules. —Girls’ basketball rules govern unspecified points. 

Drive-Ball.— This is a game similar to the above which is acceptable 
for players in the late elementary school. It is played on an area of the size 
of a basketball court, which has a space of at least six feet wide between 
each end line and the end wall. The game follows the procedure of 
Touchdown Pass Ball except that scoring is accomplished by throwing the 
ball so that it falls from the fly and hits the ground beyond the end lines. 
Whenever a ball is touched by an opponent, it becomes the property of the 
opponent at the point where it was touched. When it is put in play from 
this spot, all opponents must be at least five feet away. A goal scores 
one point, 
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s Pin Basketball 

Playground, Gymnasium Junior High School 

This game may be used when basketball goals are not available. 

Court .—A basketball court or area of similar size and shape is needed) 
laid out as in Nine-court Basketball. A circle three feet in diameter is 
drawn inside each middle end court, with the edge of the circle touching 
the end line midway between the side lines. In each of these two circles 
place an Indian club. The Indian clubs should be attached to blocks of 
wood six inches square, to give them greater stability. The basketball 
goals are not used. 

Ball .—A regulation basketball is used. 

Rules .—The play is governed by all the rules of Nine-court Basketball, 
with the following exceptions: 

1. Goals are scored by knocking down the Indian clubs with the ball. The 
ball must hit the club before it hits the floor. A field goal scores two points. 

2. Free-throws are made from the free-throw line and the ball is thrown 
(not rolled) at the pin. Goals from free-throws score one. 

3. Players may not step in the circles. (Penalty: a free-throw.) 

Post Ball. 5 —This game is similar to the above except that a player, in¬ 
stead of the Indian club, occupies the circle. It is played on a two-court field 
of the size and shape of a basketball court, with a three-foot circle on each 
end line as in Pin Basketball. Half of each team are forwards and half 
are guards; the guards of one team play against the forwards of the other, 
and neither guards nor forwards may leave their half of the floor by 
stepping over the center line. Each team stations one of its forwards 
in its circle at the end of the court, this player being known as the “post.” 

The object is for the forwards to throw the ball so that their “post” 
can catch it. One point is scored for each ball caught. The “post” may 
not step outside of the circle and guards may not step inside. If play 
becomes too vigorous, another restraining circle, six feet in diameter, may 
be drawn about each post circle to keep guards farther away. 

Nine-Court Basketball 

Playground, Gymnasium Junior and Senior High Schools 

Nine-Court Basketball is probably the best and most satisfactory of the 
girls’ basketball games. For general recreational use it is to be preferred 
to Three-Court Basketball, especially for young girl players and for girls 
of all ages under conditions where adequate medical examination and 
supervision of players is not possible. It offers all of the appeal and fasci¬ 
nation of Basketball with a minimum of ctehger* It may be played by 
mixed groups, ♦ 

Cwrr.—The game is played on a regular basketball coitrt wkb line* 

5 Contributed by J>. K, Brace# 1 
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drawn dividing the court into nine courts of equal size, as in Figure 87. 
A court thirty-five feet by sixty feet is ideal for secondary schools; it 
should not be larger than forty-five feet by ninety feet. The courts are 
numbered as in the diagram. 

Ball .—A basketball is used. 

Teams .—Nine players constitute an official team but the game may be 
played with from seven to eighteen on a side. When the teams are se¬ 
lected, pair up the opposing players according to size and ability and 
place each pair in one of the courts. 

When the teams consist of eight players each, leave court number eight 
empty and have the jumping centers cover both eight and nine. With 
seven players on a team, leave courts four and eight empty. When there 
are eighteen players on a team, put two players from each team in each 
court. When both boys and girls are playing, place the boys of each team 
so that they occupy the same courts as the boys of the other team. 

Rotation of players .—Players rotate to another court each time a goal is 
made. Those in court one go into court two, two into three, and so forth. 
Those in court nine go into court one. 

Length of Game .—The game is played in four six-minute quarters with 
a two-minute rest after the first and third quarters and five minutes after 
the second period. If preferred, two ten-minute halves with a five-minute 
intermission may be used. 

Scoring .—Points are scored as in the girls' game of Basketball. Only 
the forwards in the end courts may throw for the basket. Free-throws are 
thrown only by the forwards in courts two and six. 

Rules .—The game is governed by the girls’ rules for Basketball with 
the following exceptions: 

x. Bouncing the ball is prohibited. 

2. In the case of a free-throw, if there are more than two players playing in 
courts two and six, all players except the one making the free-throw must stand 
across the division line in one of the side courts until the ball touches the basket 
or backboard. 

3. The players rotate after each score. 

Basket Endball 6 


Playground, Gymnasium Junior High Schools 

This game was originated by Dr. Willard Zorn. It accommodates a 
larger number of players than three-court basketball. 

Court —The court is the same as for girls* Basketball, except that each 
of the three courts is again divided in half by*a cross line, making six divi¬ 
sions in all (Figure 88). 

e From W. Zorn “Basket Endball,'* Mind and Body, December, X924. By peiv 
mission of Mind and Body Publishing Company, publishers. 
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Ball.—A basketball is used. 

Teams .—Nine to twenty-one players may play on a team. Each team 
is divided into three groups—guards, centers, and forwards—and arranged 
as in Figure 88. 
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Object of the Game.*- The object is to pass the bail to the forwards and 
then to throw it into the basket. 

Start. —The ball is tossed up between two opposing centers in the center 
circle. 

The Play. —Players must remain in their divisions and may not step over 
the division lines. They pass the ball from one division to another until 
it reaches the forwards where it may be thrown for the goal. When the 
ball goes out of bounds at the end of the court, it belongs to the guards 
in the end division. 

Fouls. —The following are fouls: 

1. Carrying the ball. 

2. Dribbling or bouncing the ball. 

3. Playing the ball when in possession of the opposing team. 

• 4. Stepping over the division lines. 

Penalties.— A free-throw is awarded to the opposing team when a foul is 
committed. The throw is taken from the free-throw line as in Basketball 
by any one of the forwards. 

Scoring.— When the ball is passed into the hands of the forwards, one 
point is scored. If the forwards throw it into the basket, two additional 
points are scored. A free-throw scores one point. 

Length of Game. —The game is played in three periods of equal length. 

Rotation of Players. —At the beginning of each period the players change 
zones as follows: the forwards become guards, the guards become centers, 
and the centers become forwards. 

One-Goal Basketball 

PlaygroundGymnasium Late Elementary to Adults 

This game is suitable when there are not enough players for regula¬ 
tion Basketball or when space is limited. Only one basket is used and 
both teams shoot for it. There are no out-of-bound rules. The score is 
credited to the team making the goal. With these exceptions, the rules of 
Basketball apply. 

Variation.—-Draw a line across the floor at the free-throw line. When 
a throw for a goal is missed and a member of the opposing team gets 
the ball on the follow-up, he must pass it back to a member of his team 
who is behind the free-throw line. If the team which attempted the goal 
recovers the ball, the ball may be thrown few* the basket again without 
being passed behind the line. ^ 

'■ * :* ^ game starts by one player standing on the frce-thr^ 

Mrn^ fcul in Basketball. H 

the goal, one poinr is scored. He continues tothrow until he fails, when 
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he fails, all scramble for the ball and attempt to make a field goal, which 
counts two points. When the field goal is made, the player making it must 
be the next player to throw from the free-throw line. Twenty-one points 
is a game and two games out of three a match. The last point in the game 
must be made by a field goal. 7 

Dual Basketball 

Playground, Gymnasium Junior and Senior High Schools 

This game follows all the rules of Basketball except that two balls are 
used. At the start and after each gQal, both balls are tossed up at center 
at the same time. 

Four-Goal Basketball 8 

Gymnasium Junior High School to College 

If there are four basketball goals in the gymnasium, assign two adjacent 
goals to one team and the other two to the other team. If there are six 
goals available, assign three to each team. The entire gymnasium is the 
court. Any number of players may be used on a team. One ball is used 
and the procedure if as in Basketball, except that the players of each team 
may throw for any one of their team’s goals. 

This makes a particularly interesting game. If a player is attempting 
to play for one goal and finds himself guarded, he may turn suddenly and 
play for one of the other goals. 

• 

Cage Basketball 9 

Gymnasium Senior High School to College 

This is a fascinating game played on a basketball court with a thirty- 
inch cageball. It follows the general plan of Basketball. The object is 
to cause the ball to hit the backboard of the basketball goal. Each goal 
score in this way counts two points. The game is started by the two 
centers standing in the center circle, holding up the ball at arm’s length 
over head# At the whistle, they attempt to bat or throw it. In case the 
players pile up on the ball, holding it to the floor, play is stopped and the 
ball is put in play in the same way as at center. 

Variation. —Play as above but use all the basketball backboards in 
the gymnasium, following the procedure described in Four-Court Basket¬ 
ball 

f The idea for this variation was taken from N. P. Neilson and, W. Van 
Hagen, Physical Education for Elementary Schools , p. 193. Copyright, 1930. 
By permission of A. S. Barnes andCompany, publishers. 

• Cc^tributed by J. H. McCulloch. 

^ nMMed by J. H. McCulloch. 
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! One O’Gang 10 

Playground, Gymnasium Junior High School 

This game is played with the use of but one basket and not more than 
five or six participants. One boy is chosen “it” and he competes as guard 
against the remaining players. The object of the game is to keep the ball 
away from “it,” using any form of legal basketball advancement. When the 
ball is in a position to be shot for a basket, the player may shoot. If he 
makes the basket he is credited with two points. If he misses he must 
exchange places with “it ” Also, if the ball while being passed is inter¬ 
cepted by “it,” the last person to handle the ball must change places with 
him. Each player keeps his individual score. All baskets made count 
for the man who shot them. As soon as a player has made a score of ten 
the game may finish. 

Variation.—Take off two points from the score of the player taking 
a shot and missing it. This puts a premium on careful shooting. 


GAMES OF THE BASKETBALL TYPE IN OTHER CHAPTERS 

Water Basketball Water Endball 

Water Keep-Ball Ice Basketball 

Water Ten-Catches Mounted Basketball 


BASKETBALL LEAD-UP CONTESTS 


Many of the minor games of the basketball type described in this chap¬ 
ter may be used as lead-up games in developing skills for the major sport. 
The following contests, described in the chapters on contests, may also be 
used for this purpose. 


Catch, Throw, and Sit 
Catch, Throw, and Squat 
Ten Trips 
Corner Spry 

Basketball Throw and Catch 
Running and Catching 
Basketball Throw for Distance 
Basketball Accuracy Pass 
Basketball Foul Shoot 
Basketball Goal Shooting 
Basketball Twenty-one 
Basketball Twenty-one—Team Form 
Five, Three, and One 
Basketball Golf 

^Gontfibuted by R, J. Sehnitman. 


Basketball Toss-Up 
Team Basketball Shooting 
Zigzag Ball-Passing Relay 
Throwing Shuttle Relay 
Overtake Relay 
Six-Hole Basketball 
Basketball Pass-and-Shoot Relay 
Basketball Dribble Relay 
Basketball Run-and-Shoot Relay 
Dodgeball 

Dodgeball—Team Form 
ThreeJeam Dodgeball 
Progressive Dodgeball 
Field Dodgeball. 



PART V 
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WATER, WINTER, <AND JMOUNTED 
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CHAPTER XXVI 


WATER ACTIVITIES 
STANDARD SWIMMING CONTESTS 
Swimming Meets 

S WIMMING meets may be conducted either in swimming pools or 
open water. The regulations governing the events are the same in 
either case. 

The minimum size for pools in which championship meets are to be 
held should be sixty feet in length and twenty feet in width. The tendency 
in constructing pools is toward a width of 60 feet and lengths from 75 to 
150 feet. The minimum depth at the shallow end is three feet and at the 
deep end seven fejf:. Where high-board diving is expected, this depth 
should be increased*to at least ten feet. 

The lanes are marked by ten-inch lines, placed seven feet apart. More 
satisfactory still for races are the rope markers, buoyed up by wooden floats. 

For swimming races, the take-off should be flat and not more than 
eighteen inches above the water level. 

Events .—The official program and order of events for a high-school 
meet are as follows: 

1. 200-Yard Relay (75-foot pools). 

160-Yard Relay (6o-foot pools). 

2. 100-Yard Breast Stroke. 

3. 50-Yard Free Style (75-foot pools). 

40-Yard Free Style (6o-foot pools). 

4. 220-Yard Free Style (75-foot pools). 

200-Yard Free Style (6o-foot pools). 

5. 100-Yard Back Stroke. 

6. 100-Yard Free Style. 

7. Fancy Diving. 

8. 150-Yard Medley Relay (75-foot pools). 

180-Yard Medley Relay (6o-foot pools). 

(Three swimmers on each team, each to swim one-third the distance; first, 
back stroke; breast stroke; third, free-style.) 

Officials .—The following officials are needed: referee, clerk of course, 
scorer, finish judges, judges of fancy diving, timers, starter, announcer, and 
in inspector of turns and lanes. The duties of these officials are suggested 
bythefrnames. , • . * • 

- S T S ■’ 
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Scoring. —In dual meets, the scoring is 5 points for first place, 3 points 
for second, and 1 point for third. The free-style relay race scores 8 points 
for first and 4 points for second, while the medley relay race scores 6 points 
for first and 3 points for second. 

In championship meets, the points are awarded 5 points for first, 4 points 
for second, 3 points for third, 2 points for fourth, and 1 point for fifth place. 
In the relay races, 8 points are given for first place, 6 points for second, 
4. points for third, and 2 points for fourth. 

Swimming Races 

Swimming Pool, Open Water Late Elementary School to Adults 

At the start, the contestants should be behind their staiting stations until 
the signal “Get on your marks” when they step to the starting mark and 
assume any starting position, provided that they hold a steady balance for 
an appreciable length of time. When the starter is assured the swimmers 
are steady, he starts the race with the signal “Go” or by sounding a pistol. 

In all swimming races, the contestant is considered to have finished 
when any part of his person touches the finishing line. In the relay race, 
each contestant must have touched his finish line before his successor 
starts. 

The Crawl—Free-Style.— The most common stroke used in com¬ 
petition and recreational swimming is the crawl or free-style'. The general 
position of the body is prone (face down). The leg action is a relaxed 
thrash from the hips with a leg sweep not quite as much as when walking. 
The arms are carried forward about as in climbing a ladder except that 
the hand is slid forward and pulled downward and backward in the water. 
Breathing is accomplished close to the water by turning the head and face, 
taking the air in quickly through the mouth, and exhaling under water. 
The leg-kick, arm action, and breathing are coordinated into a smoothly 
working whole. 

The Breast Stroke.— Various forms of breast stroke may be used. 
AH call for simultaneous and symmetrical action of the arms and also of 
the legs. The legs are drawn up under the body and thrust forcibly back¬ 
ward in a frog kick. This is followed by a pull of the arms. The head is 
lifted by this pull sufficiendy so that you can take a quick breath close 
to the water. 

Recently the “flying-fish” style of breast stroke has been legalized in 
competition. In this stroke, the .arms are carried forward above the water 
as though the alternate action of the arms in the free-style was synchronized 
to a simultaneous action. & 

The Back Stroke.— The back stroke is practically the inverted crawl. 
There is, however, no need to turn the face when breathing and the arms 
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are not only carried forward in front of the body but also exert their pro¬ 
pelling force by a shallow pull slightly back of the shoulder line. 

MINOR SWIMMING AND DIVING CONTESTS BETWEEN 

INDIVIDUALS 

Novel Swimming-Stroke Races 

Swimming Beach, Pool, Camp Late Elementary School to Adults 

Races may be conducted by any one of the following novel methods of 
propelling: 

Finning. —The swimmer lies on his back, feet together and hands by 
his sides. The hands move up and down at the wrist, applying pressure 
in the movement toward the feet and relaxing the hand in the movement 
toward the head. The motion of the body is toward the head. 

Sculling. —The position is the same as in Finning except that the 
hands move in and out in a “figure-of-eight” motion. 

Overhead Sculling.— The swimmer lies on his back, feet together, 
arms overhead, fie performs the sculling movement with the hands as 
described above. The body moves in the direction of the head. 

Flutter Finning. —This is the same as Finning except that a flutter 
kick is added. 

Bicycle Pedaling.— The swimmer lies on his back with hands on 
hips. He makes progress in the direction of his feet by moving the feet 
in bicycle-pedaling motion. 

Crabbing. —Lying on his stomach, the swimmer moves in the direc¬ 
tion of his feet by applying a reverse breast-stroke motion. The legs exe¬ 
cute a frog kick but no pressure is applied. 

Spinning Swim. —This is a combination of a front and back crawl. 
The swimmer makes one stroke on his face, rolls over, and makes the 
next on his back. The flutter kick goes on throughout. 

Log Roll,—The body, arms, and legs are stretched straight out in a 
line. The swimmer rolls in the water. 

Handicap-Position Races 

Swimming Beach , Pool, Camp Late Elementary School to Adults 

Races may be conducted with the swimmers holding one of the fol¬ 
lowing positions: 

1* One arm out of the water and held in the air throughout. The swimmer 
tsass only a side stroke. 
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3. Both arms out of the water, swimming on the back. 

3. One leg held vertically out of the water, swimming on the back. 

Frog Race 

Swimming Beach, Pool, Camp Late Elementary School to Adults 

The swimmers lie on their backs with their hands on their hips and 
swim, using the frog kick only. 

Steamboat Race. —The contestants lie on their stomachs with arms 
and head in coasting position and swim using the legs only. The feet 
perform the crawl kick. Distances of twenty to forty feet arc sufficient. 

Ball-Between-Knees Race 

Swimming Beach, Pool, Camp Late Elementary School to Adults 

Each contestant races while carrying a water-polo ball or sport ball be¬ 
tween his knees. If he loses it, he must return and replace it before making 
further progress. 

Dog Race 

Swimming Beach, Pool, Camp Elementary School 

This is a race particularly interesting to small children. The contestants 
line up at the dock or end of the pool, standing on the bottom. At the 
signal they bark three times, touch the dock or end of pool, and then 
swim with the dog paddle to the finish. The player finishing first wins. 

Umbrella Race 

Swimming Beach, Pool, Camp Late Elementary School to Adults 

Each swimmer races carrying an open umbrella. If the cloth top of 
the umbrella touches the water, the racer is disqualified.. Distances of 
75 to too feet are sufficient. 

Japanese parasols add much to the color of the event. 

Water Flag-Race.— This event is conducted like die Umbrella Race 
except that the contestants carry flags. 

Fan Race.— Each swimmer carries a fan. They race on their backs 
fanning themselves with the fans held in one hand. The fan mint not 
touch the water. Distances of 60. to 100 feet may be nsed. 

Newspaper Race.—The swimmers race on their backs reading a news? 
paper held in their hands. The newspaper may be folded once but no 
raore, and must not touch the water. Distances 

T.T * 1 r t 
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Swimming Candle Race 

Swimming Beach, Pool, Camp Late Elementary School to Adults 

The players line up fifty feet from the dock or a float. At the signal 
they swim to the dock, light a candle, and return to the starting line with 
the lighted candle. The player finishing first with the candle lighted wins. 

Japanese-Lantern Race. —Each contestant carries a Japanese lantern 
containing a lighted candle. The player wins who finishes first with the 
candle lighted. 

Table-Waiter Race 

Swimming Beach, Pool, Camp Late Elementary School to Adults 

Each contestant is given a tin or paper plate with a stone on it. The 
contestant wins who finishes first with the stone still on the plate. A 
distance of twenty to forty yards is 
sufficient. 

A large cork may be used on the 
plate instead of the stone. If the cork 
falls off the swinyier is permitted to 
stop and replace ift 

Spoon-and-Egg Race.— The play¬ 
ers race carrying an egg or potato in 
a spoon held by their teeth. The dis¬ 
tance is fifty feet. 

Banana-Eating Race 

Swimming Beach, Pool, Camp 

Late Elementary School to Adults 
The contestants stand in water chest 
deep each holding a banana. At 
the signal they peel the banana, duck 
under water, and cat it. The player 
wins who first comes up with the banana eaten. They may come up for 
air as often as they choose, but must eat the banana while under water. 
No chewing or swallowing is permitted when they come up for air. 



Straw-Hat Race 


Swimming Beach, Pool, Camp Late Elementary School to Adults 

The swimmers line up on the dock or end of the pool, each wearing a 
farmer’s straw hat. At the signal they jump in the water feet first and 
completely submerge themselves. They then come up, recover their hats 
which are now floating on the water, and swim to the end of the pool 




520 


ACTIVE QAMES <AND CONTESTS 


A player is disqualified if he fails to submerge himself completely or 
if he jams the hat on his head so that it fails to come off as he hits the 
water. 

Water Balloon-Pushing JRace 

Swimming Beach, Bool , Camp Elementary School to Adults 

The contestants line up behind the starting line each holding an inflated 
toy balloon. At the signal they swim to the finish line pushing the balloon 
before them with their head or face. The distance is twenty-five yards. 
With balloons Of varied colors this is a colorful event. 

Eggshell Race 

Swimming Beach, Pool\ Camp Late Elementary School to Adults 

Prick holes in the ends of eggs and blow out the contents, sealing the 
ends with tape or wax. The contestants race blowing the eggs. A player 
is disqualified if he touches his egg or propels it by splashing water on it 
or raising waves to carry it. A distance of forty to sixty feet is sufficient. 

Ping-Pong Ball Race. —Same as the above except that a ping-pong 
ball is used. 

Water Spearing-the-Ring 

Swimming Pool Late Elementary School to Adults 

Suspend ten curtain rings at intervals from a rope stretched lengthwise 
of the pool. The rings should hang three feet above the water. The 
contestants take turns in swimming the length of the pool and back carry¬ 
ing a slender bamboo pole ten feet long and attempting to spear the 
rings. As soon as the end of the pole enters the ring the swimmers are 
permitted to withdraw it. They must not stop their forward motion except 
to withdraw the pole from a ring. Each ring speared scores one point. 

Log-Obstacle Race 

Swimming Beach, Camp Late Elementary School to Adults 

At the turning line float a log in the water. The racers race to the 
log, dive under it, turn and crawl over it, and return to the starting line. 
The player finishing first wins. 

If several logs are available place them at intervals and the players dive 
under one, over the next, and so on. 

Disrobing Race, 

Swimming Beach, Pool, Camp %hate Elementary to Senior High Schoct 
The contestants line up on the shore or dock, wearing bathing suits 
over which are worn shirt, trousers, and shoes. At the signal they swim 



WATER .ACTIVITIES 




to a float, climb on, undress, put clothes in a pile, leave them, and swim 
back to the shore. The one finishing first wins. 

For a more spectacular event, they may also wear hats, gloves, and carry 
an open umbrella. This event is often conducted by having the con¬ 
testants wear pajamas over their bathing suits. 

If a raft is not available, a row of canoes or skiffs may be tied together 
and anchored. 


Threading the Needle Under Water 

Swimming Beach, Pool, Camp Late Elementary School to Adults 

Give each player a large darning needle and a piece of coarse thread. 
At the signal they duck under and thread the needle. The one wins who 
comes up first with the needle threaded. 

Head-Carry Race 

Swimming Beach, Pool, Camp Junior High School to Adults 

The swimmers pair up according to approximate weight. The con¬ 
testants line up in t]|e water facing and touching the dock or edge of the 
pool. At the signal* one of the players steps behind the other and holds 
him with the life-saving hold known as the head carry. That is, he covers 
the ears with the palms of his hands and swims only with his legs. The 
patient lies on his back with his arms folded and feet crossed. The rescuer 
swims to a line fifty to seventy-five feet distant and then the players change 
places and the patient swims back carrying the rescuer. 

Cork Retrieve 

Swimming Beach, Pool, Camp Elementary to Senior High School 

This is one of the most popular of the swimming contests. Line up 
the players on the dock or side of the pool and draw a circle in front of 
each. Scatter two or three dozen corks or small blocks of wood on the 
water thirty or forty feet out from the players. At the signal each player 
dives in and brings back the corks, one at a time, and places them in his 
circle. The player wins who secures the most corks. 

Team Form. —Line the teams up, one at each end of the dock or 
pool, and mark one circle for each team. The team gathering the most 
corks wins. 

Weight Retrieve 

Swimming Beach, Pool, Camp Elementary to Senior High School 

This is similar to Cork Retrieve except that objects arc sunk in the 
yvater and the. players dive for them. Teaspoons, tin plates, toos of tin 
caps*or other shining objects may be used. 
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At the signal the players all dive in and bring the objects to the edge 
of the pool or dock and place diem in their individual circles. Only one 
object may be recovered at a time. The individual recovering the most 
wins. 

Team Weight-Retrieve. —Divide the group into two teams and 
scatter the shiny objects on the bottom as described above. The first player 
of one team dives in and recovers as many objects as possible. The objects 
are counted for the individual’s score and replaced. The first player of the 
second team then does likewise. Continue until all have tried. Total 
the score of the individuals on each team and the team with the highest 
score wins. 


Sunken Treasure 

Swimming Pool Elementary to Senior High School 

Scatter a large number of pennies on the bottom of the pool. At the 
signal all dive and scramble for the pennies. Each player may bring up 
as many as he can get on one dive or may dive as often as he chooses. 
The one securing the most pennies wins and each may keep all he gets. 

Swimming Attention 

Swimming Beach, Camp Late Elementary to Senior High School 

The excellent contest, Attention, may be used just as well in the water 
as on land. Divide the players into two teams and line the teams up in 
the water ten feet apart and facing each other. The water should be about 
chest deep. Number the players so that opposing players holding the same 
number stand opposite each other. Establish turning lines ten feet from 
each end of the lines of players by stretching a rope or driving a pole in the 
bottom. The two ends of the swimming pool serve admirably. 

The leader calls a number—for example, “Five.” The two Number 
Five’s swim to one turning line or pole, then to the other, and then back 
to position (see Figure 23, page 153). The player scores one point who 
stands erect in his position first. Eleven points is the game. The leader 
should call the numbers at random. 

Before the contest starts, the leader should make clear to the players 
the turning line to which they are to swim first. 

Inner-Tube Race 

Swimming Beach, Pool, Camp Elementary, and Junior High Schools 
TMe event is always popular with small children. Secure large inner 
bahes fis#n discarded truck tires and replace the straight valve stems *$fh 
ctavi^ 'wdve stems. Hie tire shouldbe placed®^ 
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curved stem extends down—it is thus out of the way. The contestants 
sit in the tubes and paddle with their hands. 

Life-saving buoys, although less satisfactory, may be substituted for the 
tubes. 

Tub Race. —The paddlers sit in tubs and paddle with their hands. 
The tubs will have to be big and the paddlers small in order to stay afloat. 

Water Follow-the-Leader 

Swimming Beach, Pool, Camp Late Elementary to Senior High School 
This is a popular event and with a good leader at the front is good 
practice in swimming and diving. The players stand in file behind the 
leader and do everything he does. The leader should make much use of 
the spring board. Do not continue the event too long. 

O’Grady in the Water 

Swimming Beach, Pool, Camp Late Elementary to Senior High School 
The players stan^in water chest deep. The leader also stands in the 
water, so stationed that all can see him. The leader gives commands, some 
prefaced by “O’Grady says,” others not. The players must execute those 
prefaced by “O’Grady says” and stand motionless on the others. Those 
moving at the wrong time or executing the command incorrecdy have one 
point scored against them. Those with three points must pay a forfeit. 

Such commands as the following may be used: duck your head, float, 
tread water, surface dive, touch bottom, flutter kick, frog kick, duck and 
stick your feet out, and so forth. 

Kick Fighting 

Swimming Beach, Pool, Camp Late Elementary to Senior High School 
Place a long pole about five inches in diameter or a plank in the water. 
Divide the players into two teams and line them up one on each side of the 
pole, with hands on the edge of it. At the signal they all begin to kick 
and attempt to force the opposing team back. The team that first forces 
the other ten feet back wins. 

The contest may be varied by having Flutter vs. Frog Kic\-Figkts, Flut¬ 
ter vs. Scissors Kic\-Fights, Frog vs. Scissors Kicf^-Fights, and so forth. 

Walking on Bottom 

Swimming Beach, Camp Junior and Senior High Schools 

: The contestants line up in water a little over waist deep. At the signal 
. by vwdking on the bottom to the finish line not over sixty fleet 
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iWater Horse-and-Rider Race.—Same as the above except that the 
contestants race in pairs, one riding sitting on the back of the other. 

Greased-Pole Crawl 

Summer Camp, Swimming Beach Late Elementary to Senior High School 
Fasten a smooth pole to the dock so that it extends out about fifteen 
feet over the water. Place the pole parallel to the shore so that the spec¬ 
tators can get a good view of it. Grease the pole well with axle grease, 
and place a colored rag on the end of it. 

The players take turns in crawling out on the pole, attempting to reach 
and secure the rag before slipping into the water. The rag should repre¬ 
sent a prize that the winner is awarded afterward. If two or more should 
reach the rag, they crawl again to determine the winner. 

Throwing the Life Buoy 

Swimming Beach, Camp Junior and Senior High Schools 

Three six-inch blocks of wood are anchored so that they float in a row 
parallel to the dock and thirty feet from it, the distance between the blocks 
being two-and-one-half feet. The center block represents a drowning man’s 
head, and the side blocks his hands. A seventeen-inch life buoy with rope 
attached is used. 

Each contestant is given three throws all to be completed within one 
minute of time. If he rings any one of the blocks on the first throw he 
scores five points, on the second, three points, and on the third, two points. 
The points are added for his score. 

Dive for Accuracy 

Swimming Beach, Pool, Camp Late Elementary School to Adults 

Secure a large inner tube from a discarded truck tire and replace the 
straight valve stem with a curved stem. Place the inner tube on the water 
under the high-diving board with the stem extending downward. Each 
contestant is given three dives and scores one point each time he dives 
through the tube. 

Hoop Dive*— For an exhibition stunt cover a large hoop with colored 
crepe paper and hold it in the air by ropes under the high-diving board. 
The diver dives through the paper. 

Dive for Height 

Summing Beach, Pool, Camp < Junior High School to Adults 

Two assistants hold a rope above the diving plank over whkh the divas 
dim The rope is moved up gradually as in the High Jump and the con- 
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tcstant wins who clears the rope when all others have failed. This event 
may be conducted for both the running and standing dives. If a diver fails 
to clear the rope, the assistants should release the rope as soon as the diver 
touches it. 


Dive for Distance 

Swimming Beach, Pool, Camp Junior High School to Adults 

Two assistants hold a rope in front of the diving plank over which 
the divers dive. The rope is moved farther out after each dive and the 
contestant wins who clears it when all others have failed. If the diver fails 
to clear the rope, the assistants should release the rope as soon as the diver 
touches it. 


Novelty Dives 

Swimming Beach, Pool, Camp Junior High School to Adults 

Hand-Stand Dive.—The diver places his hands on the end of the 
diving board and throws his body up to the hand-stand position. He holds 
it for a moment, |hen releases his grip and enters the water head first. 
The arms are thrown overhead after the grip on the board is released. 

Head-Stand Dive.—The diver places his hands and head on the 
diving board as near the end as possible and throws the body up into a 
head stand. In leaving the plank he does a turn over and enters the water 
feet first with the arms extended overhead. 

Cart-Wheel Dive.—The diver stands back from the end of the diving 
board a sufficient distance and executes a cart wheel, striking the hand near 
the end of the plank. He enters the water feet first with arms extended 
over head. 

Military Dive. —The diver stands at the rear of the diving board and 
marches to the end with a biisk marching step. At the end he brings 
both feet to attention, then jumps and hits the plank hard, and enters the 
water feet first, with body rigid and with the hand at military salute. 

Seal Dive. —The diver lies on his stomach at the rear of the diving 
board and progresses to the end of the board by the seal waddle—he walks 
on his hands pulling his body forward with legs extended straight out 
behind and dragging. On reaching the end, the diver assumes the lever 
position: he places his hands on the end of the plank, places his elbows 
at the sides of his waist, and holding the weight of the body on the elbows, 
lifts the legs and arches the back. He holds this position a moment, then 
ftdeases his grip and enters the water head first with arms extended 
tmx heed 
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Frog Dive.—The diver squats frog fashion on the rear end of the 
diving board and hops forward, bringing his knees up outside of his arms 
on each hop. On reaching the end of the board he hops high in the air 
and enters the water head first with knees and elbows bent sharply out. 

Back-Somersault Dive.—The diver stands near the end of the board 
with his back toward the end. He executes a back somersault and enters 
the water feet first. 

Tandem Side-Dive.—Two divers stand facing each other at right 
angles to the end of the board, with hands joined overhead. They execute 
a side dive together. 

This dive may also be performed with the divers standing back to back. 

Tandem Face-to-Face Dive.—The first diver stands at the end of 
the plank with his back toward the end. The second diver stands facing 
him and as close to him as possible. They join hands overhead. The first 
diver does a back dive and the second diver a front dive. 

Tandem Back-to-Back Dive.—Two divers stand back to back at the 
end of the board with hands joined overhead. The first diver does a front 
dive and the second a back dive. 


Comedy Dives 

Swimming Pool, Beach, Camp Junior High School to Adults 

The diving events of a swimming meet offer an excellent setting for 
clown events. The following are among the more successful of the pos¬ 
sibilities. 

Dying Duck. —A diver capable of doing a good swan dive stands on 
the high-diving board, and another performer stands below on the side 
of the pool or float, holding a pistol containing a loud blank cartridge. 
The diver does a swan dive to the best of his ability, and when he is at 
the highest point, the performer below shoots the pistol at him. The 
diver relaxes, turns over, and falls into the water as if dead. 

Buckingham-Palace Fountain.— The diver takes the high-diving 
board with his mouth full of water. He runs to the end of the board, hits 
it hard, and jumps into the air. As soon as he leaves the board, he assumes 
the position of a statue, one arm up and forward, the other back, and 
one leg in advance of the other. He holds this position, squirting water 
from his mouth as he falls into the water feet first. 

Champion High Diver.—this event should be conducted after a 
good djhfer has performed a dive in which he attained good heigk from 
board. This diver and the comedy diver go .om.oaidbt 
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board together. The comedy diver draws a mark in the air to indicate 
the height the diver attained. The diver objects, erases the "mark” and 
draws a higher one. This is repeated until the height is agreed upon. 
Then the comedy diver prepares to excel the height. He runs out on the 
board, hits the end, but as he does so flexes his knees, and instead o£ going 
up in the air, he does not rebound from the board at all, but topples over 
the end into the water. 

Learning to Dive. —Following the diving exhibition, announce that 
the champion diver will demonstrate how easy it is to learn to dive by 
teaching a beginner who has never attempted to dive before. The beginner 
and the diver go out on the high-diving board. The beginner gets dizzy 
from the height and retreats. This goes on until, after a demonstration 
by the diver, he goes out on the end and jumps on the board a time or 
two. Encouraged he jumps again, loses his balance, falls, but grabs the 
plank with his hands and hangs under it. He hangs there kicking and 
hollering, and the question is how to get him down. 

Bouncing the Board. —The situation is as in Learning to Dive—the 
champion diver is Reaching a beginner to dive. The beginner stands on 
the end of the high-diving board and begins to jump up and down. He 
jumps higher and higher and can’t seem to stop the board. He yells for 
instructions, but suddenly his feet fly out, and he comes down in sitting 
position on the plank and remains there, with hands on his hips and sur¬ 
prised look on his face. He gets up and limps off the plank, rubbing 
his hip. 

Quadruple Somersault. —After a good diver has performed the triple 
somersault dive or the double somersault, the clown diver announces that 
that is nothing and he will do the quadruple somersault. He does three 
somersaults going down the board and one in the air. 

Indiana Slip. —After the good divers have done some nice swan dives, 
the Indiana Slip is announced. The clown diver runs out, jumps on the 
board about four feet from the end, and dives over the end, barely missing 
it. 


Clowning 

Water meets and water play days may be made more colorful and enter* 
raining by using clowns who mingle with the crowd and later join the 
divers on the diving board. 

President LaDuke of the University of Paris.—Make up an indi¬ 
vidual to represent the President of the University of Paris—cutaway coat, 
h^gh collar, and so forth* After the diving events the director of the meet, 
landing on the high-diving board, announces that the occasion ishighly 
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honored by the presence of President LaDuke, who, while he is not a 
swimmer himself, had done much to promote swimming throughout 
Europe; he will address the spectators. The President walks out on the 
high-diving board, and begins to speak in French. He gestures with in¬ 
creasing animation, steps as he speaks, and comes dangerously near to the 
sides of the plank. Suddenly he loses his balance, falls, catches hold of 
the plank with his hands and hangs in the air. The question is how to 
get him down without his falling into the water, cut-away coat and all. 
Two men rush out on the diving plank and attempt to rescue him. After 
much “business” one of the men accidentally steps on the President’s 
fingers—the President yells and withdraws his hand, shaking his hurt 
.fingers. In the excitement the man then steps on the fingers of the Presi¬ 
dent’s other hand, and down the President goes into the pool. 

Hiram and Mirandy.—A farmer and his wife dressed to go to the 
city—the farmer wears an old-fashioned cut-away coat, brown derby, 
whiskers, chews a stalk of hay, carries a suitcase and a lighted lantern. He 
walks out on the dock or diving board arguing with Mirandy and walks 
off the end, falling awkwardly into the water. Mirandy jumps in to save 
him. 

Professor Dooty.—A professor in Prince Albert coat and silk hat, 
carrying an umbrella and open book, walks the dock reading Latin. He 
absentmindedly walks off the end of the diving plank and falls in awkwardly, 
still reading the book. 

Sugar Papa.—A doty old man dressed in the height of youthful 
fashion, accompanied by a girl of about twenty. The old man talks in a 
cracked voice and attempts to act as sprighdy as possible. He backs out on 
the diving board, looking at the girl and waving his fingers to her, and 
jumps up a time or two with both feet, kicking himself with his heels 
as he does so, then misses the plank and falls in calling for help. 

Grandpa. —An old man hobbles with a cane and the other hand on 
his hip. He talks to himself going out on the diving board, sidesteps 
off the board, and goes in with a loud yell. 

The Visiting Canoe.—In the course of the swimming events a canoe 
appears containing a young man in sport clothes and a beautifully dressed 
young woman. The canoe glides slowly around the swimmers and finally 
floats into the line of the next race. The director of the meet asks the occu¬ 
pants to withdraw the canoe*—-he speaks loydly so as to focus attention 
on the canoe. The man starts to turn the canoe and upsets it tossing the 
lady, clothes and all, into the witcr. She streams and flounders around. 
The life savers rush to her assistance, take her to the dock, and perform 
artificial respiration. A boy may be dressed up as the girl 



WATER ^ACTIVITIES 


529 


MINOR SWIMMING AND DIVING CONTESTS BETWEEN 

GROUPS 

Tandem and File Swimming Events 

Swimming Beach, Pool, Camp Junior High School to Adults 

In the tandem swims two players swim attached together. These events 
may also be used with several players joined together in file. 

Crocodile Swimming Race. —The position is on the stomach. One 
player is behind the other and the rear player places his hands on the hips 
of the player in front. 

Tandem Crawl. —The front swimmer locks his legs around the waist 
of the back swimmer. Both do the crawl stroke with the second player 
keeping time with the first. The second player does the flutter kick. 

Tandem Back Crawl. —Same as the above except that the swimmers 
are on their backs. 

Tandem Breajt Stroke. —The position is as in the Tandem Crawl 
and the swimmers &vim with the breast stroke. 

Tandem Back Stroke.— The position is as in the Tandem Back 
Crawl and the swimmers swim with the single back stroke. 

Twin Swimming Race. —Two swimmers race as a team with inside 
arms locked. 

Three-Legged Swimming Race.— -Two swimmers race as a team 
with inside legs tied together. 

Water Tug-of-War 

Swimming Beach, Camp Junior and Senior High Schools 

These events are conducted just as in the land Tug-of-War events with 
the players standing in water about waist deep. 

With good swimmers competing, this event may be conducted in deep 
water. To the rope attach loops of heavy canvas to serve as shoulder loops. 
Tie a handkerchief to mark the middle of the rope and stretch a rope 
under the handkerchief at right angles to the tug-of-war rope. The con¬ 
testants adjust the shoulder loops and at the signal swim toward their 
own goal. 

Water Touch 

Swimming Beach, Pool, Camp Late Elementary to Senior High School 
Touch is a superior contest either on laud or in the water. Divide the 
players into two teams and stand them facing each other about six feet 
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apaijt in water about waist deep. The leader names some object and all 
players of both teams swim and touch the object, then return to position. 
The team scores one point which has all of its players in line first. The 
team scoring eleven first wins. 

Such objects may be called as wood, rock, shore, bottom, side of pool, 
paint, dock, grass, boat, buoy, rope. Objects may be placed on the dock, 
shore, or side of pool, such as sweaters, leather balls, shoes, and shoes with 
rubber soles. These objects may be named, but it is better to call leather, 
rubber, cloth, and so on. 

Lost Penny 

Swimming Beach, Pool, Camp Late Elementary to Senior High School 
Divide the players into two teams and place them in file on the dock 
or edge of the tank. Throw a penny or other small object not easily 
seen in the water. The first player of one team dives and if he brings up the 
penny he scores one point for his team. Replace the penny and the first 
player of the second team repeats. Continue until all have tried. The 
team with the highest score wins. Each player is allowed only one dive. 

Variation. —Have one player from each team dive at the same time. 
The one who brings up the penny scores one point for his team. 

Straight Water Relay 

Swimming Beach, Pool, Camp Late Elementary School to Adults 

Divide the group into teams of from six to ten players, and arrange 
them in parallel files. The files may stand either on the end of the pool 
or dock, or in the water. At the signal the first player swims to the turning 
line, returns, and touches off the second player who repeats. In touching 
off the next swimmer, he should be tagged on the foot, if standing on the 
dock or end of the pool, otherwise on the hand. Continue until all have 
swum. The team finishing first wins. 

Swimming Tunnel Relay 

Swimming Beach, Pool, Camp Late Elementary School to Adults 

Secure two large cans the size of small barrels of the type which oil is 
shipped in, and have a mechanic cut out the bottoms. Sink these midway 
between the starting and turning lines. 

Line the two teams in parallel files at t% starting line. At the signal 
the first player of each team swims to the can, dives, swims through it, con¬ 
tinues across the turning fine, turns and swims through the can again, then 
touches efi the second player whorepeats. Continue untilali ktve swam. 

• "tijfljfti fiftkhfo g fa st 'ri m 
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Between-the-Legs Relay 

Swimming Beach, Pool, Camp Late Elementary School to Adults 

Arrange the teams in parallel files in shallow water. All players spread 
their legs widely. At the signal the last player of each team dives under 
the legs of the others and swims between the legs to the front. He may 
come Up for air at any time, and then dive again. He then takes his posi¬ 
tion at the head of the line and spreads his legs. As soon as he appears 
above the surface at the head of the line the player who is now at the rear 
dives and repeats. Continue until all have swum. The team finishing 
first wins. 

Disrobing Relay 

Swimming Beach, Pool, Camp Late Elementary to Senior High School 
The teams consist of two swimmers. The first is dressed in a bathing 
suit with pajamas or shirt and pants over it. He may also wear a hat and 
carry an umbrella. At the signal he swims to the other end of the pool 
or to a float, takes off the clothing, leaves it in a pile and returns, touching 
off the second playe^ This player swims to the clothing, puts it on, and 
returns. * 

Water Leap-Frog Relay 

Swimming Beach, Pool, Camp Late Elementary to Senior High School 
Divide the group into two teams and line them up in parallel files with 
the head men of the files in shallow water and the rear in deep water 
treading. At the signal the rear man in each team places his hands on 
the shoulders of the man in front, pushes him under water and leaps over 
him with legs spread. Continue in this fashion until the original head of 
the file is back at the head. The team finishing first wins. 

Surf-Board Relay 

Swimming Beach, Pool, Camp Late Elementary School to Adults 

Arrange the teams in parallel files. Give the first player in each team a 
surf board. At the signal the player mounts the surf board and swims on it 
to the turning line and back, giving the board to the second player who 
repeats. Continue until all have swum. The team finishing first wins. 
The turning line should not be over fifty feet distant. 

Water Circle-Passing Relay 

Swimming Beach, Camp Late Elementary to Senior High School 

Divide the group into two teams and arrange each team in a circle, 
#3^ water about chest deep. Appoint a captain for each team. 
, a tin plate, stone, or other object which will sink. At 
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the signal each captain tosses the object to the player to his right and it is 
thus passed around the circle. If a player drops it he must dive after it. 
The team wins that first completes the circuit of the circle three times. 

Variation. —Use water-polo balls instead of heavy objects. 


Other Novelty Relays 

Swimming Beach, Pool, Camp Late Elementary School to Adults 

The following relays are described earlier in this chapter as individual 
races under a tide corresponding to the title of the relay. The application 
of these races to the relay plan can be easily made by the reader. The 
relays are conducted like the Straight Water Relay (page 530). 


Umbrella Relay 
Water Flag-Relay 
Japanese-Lantem Relay 
Table-Waiter Relay 
Banana-Eating Relay 
Straw-Hat Relay 


Fan Relay 

Water Balloon-Pushing Relay 
Water Spearing-the-Ring 
Log-Obstacle Relay 
Head-Carry Relay 
Inner-Tube Relay 


Many of the minor land relays described in the section on “Contests 
between Groups” are easily adaptable to the water. 


WATER GAMES 

Water Polo 


Swimming Pool, Open Water Junior High School to Adults 

Playing Area .—The maximum dimensions for water polo are thirty 
yards and the minimum length nineteen yards. Areas are designated by 
lines two yards and four yards from the goal lines. 

The goals consist of two uprights and a crossbar. They are placed one 
foot out at the middle of the end lines. The open space is ten feet wide, 
the crossbar three feet from the surface of the water. 

Teams .—Seven players constitute a team. Substitutions may be made 
at half time or whenever a goal is scored. 

Start .—Players arrange themselves in line with their respective goals. 
When captains are ready, the signal to go is given and the ball is released 
at the center of the playing area. 

Scoring .—The ball may be carried or thrown through the goal. A 
point is scored when the entire ball has crossed the goal line between the 
uprights and below the crossbar. 

Tinut of Play.—D m game is fourteen minutes long, divided into two 
halvesofseven minutes each. The teams change goals at the half. 
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Fouls .—The following are fouls: 

1. Starting before the whistle, or assisting another player at the start, or 
pushing off from any support; holding on to the rails or any support. 

2. Touching the ball with both hands at the same time, or holding 
the ball under water when tackled, or striking the ball with the clenched 
fist, or touching the ball before it has touched the water when the referee 
throws it. 

3. Walking or standing on the bottom for any purpose except for rest¬ 
ing; jumping or pushing off from the bottom or sides to play the ball or an 
opponent. 

4. Impeding, interfering with, or swimming on the back or legs of a 
player unless he has the ball; holding or pushing off from an opponent; 
splashing water in the face of an opponent, or kicking it at him, 

5. While making a frce-throw, throwing or dribbling the ball directly 
at the goalkeeper or at a team mate within two yards of the goal. 

6. Goalkeeper going more than four yards away from his goal line. 

Free-Throw. —Following a foul, the free-throw is awarded the offended 
team at the spot wh<Je the foul occurred. 

Waterball 1 


Swimming Pool Junior High School to Adults 

This is a game after the type of Water Polo, but which has a minimum 
of rules and may be enjoyed by all regardless of swimming ability. 

Playing Area. —The entire pool is used. 

Ball.—A water-polo ball. 

Teams .—Seven men compose a team. 

Start. —The teams line up behind their respective goals and the ball is 
tossed in at the center of the pool. The teams change goals after each 
score. 

The Play.—The bail may be advanced in any manner—throwing, bat¬ 
ting, kicking, swimming. The players may leave the water but may touch 
the ball only when in the water, that is, when some part of the body is 
under the surface of the water. There are no fouls except unnecessary 
roughness, which means disqualification. 

Out of Bounds. —The ball is out of bounds when it goes out of the 
pool and does not immediately return, or when it is touched by a player 
out of the water. 

Scoring. — A goal is scored when the ball is placed in the trough at 
either end of the pool while the referee counts to ten. The count is made 
by saying “One and two and three (etc.) ” 

^Contributed by Pat Dawson. 
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iLength of Game .—The game consists of two halves of ten minutes with 
a two-minute intermission. 

Substitutions .—Substitutions may be made only at the half, unless a 
team is short of players. 

Water Push-Ball 

Swimming Beach, Camp Junior and Senior High Schools 

This is a mass contest which always is much enjoyed. Divide the play¬ 
ers into two teams and line them up at goals thirty to fifty yards apart. 
Place a thirty-inch cage ball on the water between them. At the signal they 
swim for the ball and try to push or bat it over the opposing goal. Ducking 
and roughness are prohibited. 

A water-polo ball, although less satisfactory, may be used. 

Water Push-Balloon.—After Water Push-Ball has been played for a 
few minutes with a cage ball or water-polo ball, substitute a large toy 
balloon for the ball. The slow floating balloon changes the nature of the 
game and creates a humorous situation. 

Water Pillow Fighting 

Swimming Beach, Camp Junior and Senior High Schools 

Pillow Fighting on the water is practically the same as the game on 
land. Whether on land or lake it is an ever-popular camp-game. 

Cut a straight smooth pole five inches in diameter and twenty feet 
long. Build two substantial tripods of saplings and place them in the 
water to hold the pole. The height of the pole above the water should be 
such that a boy of average height, when hanging from it with his legs, 
will miss the water with the top of his head by about six inches. 

Water-proofed canoeing pillows are ideal for ordinary play, but for 
tournament play with hard hitting boys competing, ordinary bed pillows 
should be used. 

The rules are exaedy as in land Pillow Fighting. When a player loses 
his balance and hangs under the pole he is not defeated and continues 
to fight from this position or attempts to crawl back up. There is no 
rule against placing the free hand on the pole. 

Canoe Tilting 

Swimming Beach, Camp Junior and Senior High Schools 

The ancient game of Tilting when adapted to the water, makes prob¬ 
ably the most popular of all canoeing garner The game should be played 
in watei'BQt over- chest deep. . 

Equipment.-—Two heavy bam&oo poles six to seven feet long are needed 
—the use of longer poles is a common mistake whtek make* good tilting 
technique difficult and often impossible. - On the end of each pole {dace a 
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rubber suction cup such as plumbers sell as a bathroom accessory. These 
suction cups may be attached in a moment and are soft enough not to 
hurt the contestants; they make an ideal and quickly prepared pole. 

Land tilting poles described under Tilting (page 295) may be used by 
covering the padded ends with oilcloth. 

Two canoes are needed, each carrying a tilter and one paddler to handle 
the canoe io: him. 

Position of Titters. —There are three methods which may be used in 
standing in the canoe while tilting: 

1. The tilter may stand on the front seat. 

2. He may stand on the gunwales at the front seat. 

3. He may stand on a platform placed on the gunwales over the bow seat, 
this platform being about two feet square. 

Standing on the gunwales is not to be recommended—the position is 
so uncertain that it makes good tilting impossible. Either of the other 
methods are satisfactory. 

Object of the Game .—The object is to dislodge the opposing tilter by 
pushing or punching him with the pole. 

The Paddler. —The paddler’s only function is to handle the canoe and 
keep the tilter in position to tilt effectively against the opponent. The 
paddler may not touch the opposing canoe or its occupants. In approaching 
the opponent’s canoe, the paddler keeps the opposing canoe on his port 
side. 

Fouls.—It is a foul if: 

1. The tilter strikes his opponent above the neck or below the knees with in¬ 
tent to dislodge him (punches directly at these parts). 

2. The tilter strikes his opponent’s canoe with his pole with intent to dis¬ 
lodge him (punches directly at the canoe). 

3. The tilter seizes his opponent’s pole. (He may ward off the opponent’s 
pole with his hand but it is a foul to close the hand on it.) 

4. The paddler touches the opponents or their canoe with hand or paddle. 

5. The paddler paddles his canoe forcefully into the opponent’s canoe with 
apparent intent to dislodge the tilter. 

6. The tilter touches his own canoe with his hands. 

Falls.—A tilter wins the fall under the following conditions; 

x. When his opponent falls from his position, either into his canoe or tht 
Water, provided he himself is still in position. One foot dipping to the floor of 
the canoe is regarded as a fall. 

2. When his opponent drops his spear. 

3. When his opponent or his opponent’s paddler commits one of the first five 
fouls listed above. 

4; When his opponent commits foul Number 6 three times. 

'&■ M&ehr~A match coasistsofthe best two out of three falls. « 
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* Battle-Royal on Raft 

Swimming Beach , Camp Junior and Senior High Schools 

This is one of die most interesting and best-loved water events, both 
for participants and spectators. A crew of life savers should surround the 
raft, of course. 

A number of players stand on the raft, or if played on the dock, a 
line should be drawn about twelve feet from the end to mark the playing 
area. At the signal each tries to throw the others off the dock. The one 
remaining on when all others are in the water is the champion. 

This event may be played by allowing players to climb back on the dock 
if they can. If this method is used, play for three minutes, and all who 
are on the dock at that time are winners. 

Simple Water-Tag Games 

Swimming Beach, Pool, Camp Elementary to Senior High School 

Many of the land-tag games may be adapted to use in the water. These 
games are described in detail in the chapter on Tag Games. The more 
commonly used types of water tag follow. 

Simple Water Tag.—In the simple form of water tag, one player is 
“it” and chases the rest of the swimmers. When a swimmer is tagged 
he becomes “it.” 

Tag Games using Safety Objects.—In the water-tag games in which 
safety is achieved by touching some object or spot, the following objects may 
be used: wood, rope, buoys, dock, side of pool, a rock held off the bottom in 
hand, and so forth. 

Tag Games using Safety Positions.—In the games in which safety 
is achieved by assuming some position or performing some movement, the 
following may be used; head held under water, one foot out of water, 
touching bottom with one hand, holding one foot with one hand, and 
so forth. 

Tag games, excellent from the standpoint of developing ability in the 
water, are Tread Tag, in which a player is safe while treading water, and 
Float Tag in which he is safe while floating motionless. 

Tag Games which Limit Tagging to Certain Parts of the Body. 
—Games of this type may be played by allowing “it” to tag players only 
on the head or on the foot. 

4T 

Handicap Tag Games.—The player who is tagged may be handi¬ 
capped by causing him to keep the hand or leg on which he was tagged 
out of the water. He continue* to swim hut must keep the arm or leg 
in dtisposition. Ajltagging must of course be done on arms or legs. 
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Water Poison 

Swimming Beach, Pool, Camp Late Elementary and Junior High Schools 
This game may be played in shallow water by children or in deep water 
by good swimmers. The players join hands in a circle around some floating 
object (poison) which is anchored. At the signal all try to pull the others 
into the poison and avoid touching it themselves. All who touch it are 
eliminated. If two players break their grip, both are eliminated. The 
player wins who remains in when all others have been eliminated. 

Cross the Pool 

(Water Pom-Pom-Pull-Away) 

Swimming Beach, Pool, Camp Late Elementary to Senior High School 

The players line up on one side of the pool or stream provided it is not 
more than thirty feet wide. In open water, establish two boundary lines 
twenty feet apart and line up the players behind one line. “It” stands in 
the center and calls, “Cross the pool,” whereupon all the swimmers swim 
to the other side whi£ “it” tries to tag them. All who are tagged join “it” 
and help catch the others on the next command. The player wins who is 
the last to be caught. 

Duck in the Pool 

Swimming Pool Late Elementary to Senior High School 

Select a player to be “it” and place him in the center of the pool. The 
other players line up on the side. “It” calls “Duck in the pool” and all 
dive in and swim under water to the opposite side. “It” must duck under 
and attempt to tag them under water. All tagged join “it” and assist 
in tagging. The last player to survive wins. 

Water Fish-Net 

(Fisherman) 

Swimming Beach, Pool, Camp Late Elementary to Senior High School 
Select one player to act as Fisherman and station him in the center of 
the pool. Line up the other players (Fish) on one side of the pool. If in 
open water, establish two goals about thirty feet apart and line the players 
behind one goal. 

The Fisherman gives the signal and the Fish all swim to the opposite 
goal while the Fisherman attempts to tag them. All who are tagged join 
the Fisherman as taggers. When there are three taggers they join hands 
forming a “fish net” Only the end players of the fish net may tag and as 
additional Fish are tagged they take the end positions. As the net becomes 
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lengthened the center players try to circle the Fish and hold them until 
the ends can reach them and tag them. The Fish may swim through or 
dive under the net. The last Fish caught becomes the Fisherman for the 
next game. 

Log 

Swimming Beach, Pool, Camp Late Elementary and Junior High Schools 
The players line up on either end of the pool, or if in open water behind 
goal lines, about sixty feet apart. Select one player to act as the log. He 
floats on his back midway between the goals. The other players swim 
around the log. Without warning the log suddenly rolls over and gives 
chase. The players try to reach the goals without being tagged. Those 
tagged become logs and float in the center with the first log. The last 
one caught is the log for the next game. 

Water Black-and-White 

Swimming Beach, Pool, Camp Late Elementary to Senior High School 
This is a water adaptation of Black-and-White (page 266). Divide 
the players into two teams and line them facing each other with a lane six 
feet wide between them. Name one team “Black” and the other “White.” 
Throw into the water between the teams a slab of wood painted white 
on one side and black on the other. If it comes up black, the Blacks chase 
the Whites to their goal and all who are tagged join the Blacks. If it comes 
up white, the Whites chase the Blacks. The goals should be about thirty 
feet behind the teams. The team wins that has the most players when the 
game is stopped. 

Water Crows-and-Cranes.—This is a water adaptation of Crows- 
and-Cranes (page 267). Divide the players into two teams and arrange 
them in lines facing each other with a six-foot lane between them. Name 
one team “Crows” and the other “Cranes.” The leader calls either 
“Cr-r-r-r-r-ow$” or “Cr-r-r-anes” and the team named chases the other to 
their goal; all who are tagged join the tagging team. The leader should 
trail the first part of the word a long time and occasionally add confusion 
by finishing with “Crackers” or “Crawfish.” The goals should be about 
thirty feet behind the teams. 

Water Dodg^ball 

Swimming Beach, Camp Late Elementary to Senior High School 

,;/:' 1 Th|s is played «actly like the land game of DodgebaljL A wafer-polo 
ball orsport ball is used and the game is played in wati^ wpiit deep* .0 
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Water Keep-Ball 

Swimming Beach, Pool, Camp Late Elementary to Senior High School 
The players divide into two teams and scatter over the swimming area. 
A cork ball, water-polo ball, sport ball, or codeball may be used. The 
game is started by tossing the ball up between two opponents as in Basket¬ 
ball. Each team tries to keep the ball in its own possession by passing it 
among themselves. When one team has it the opposing team tries to get 
it and to keep it. The game is strenuous and all ducking and rough play 
should be carefully watched for and eliminated. 

Water Ten-Catches. —This is similar to Water Keep-Ball except that 
the players of each team attempt to pass the ball among themselves ten 
times in succession. When a player gets it, he passes it to a team mate who 
catches it and calls “One”; this player then passes it to another who catches 
it and calls “Two,” and so on until ten is reached. The opposing team 
attempts to break up the run of catches by securing the ball and passing 
it among its own players. When a team loses possession of the ball, or 
allows it to fall to the water, it forfeits all points scored, and when it 
regains possession o$ it, must start counting. with one again. The team 
scoring ten first wins. 

Water Numbers-Change 

Swimming Beach, Pool, Camp Late Elementary to Senior High School 
Arrange the players in a circle in water about chest deep and have 
them number off. One player is “it” and is in the center of the circle. “It” 
calls two numbers and the holders of these numbers exchange places. “It” 
tries to get one of these places and if he succeeds the player left without 
a place is “it.” 

Water Knights 

Swimming Beach, Camp Junior and Senior High Schools 

In water waist deep, the players pair off according to approximate weight 
and one partner, acting as rider, mounts the back of the other. At the 
signal all try to pull or push the other riders off. The pair wins that stands 
when all the others are down. 

Variation. —Use as a dual contest. When a pair wins, another pair 
challenges them. 

Water Spud 

Swimming Beach, Camp Junior and Senior High Schools 

This is playcd exacdy like the land game of Spud (page 255). A cork 
wat^balior soft rubber ball is used. When “it” calls “Stop” all players 
tracks and stand erect. No one is permitted to duck. The 
. .Itt'* water- 
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\ Water Circle-Ball 

Swimming Beach, Pool, Camp Late Elementary and Junior High Schools 

The players stand in a circle with “it” in the center. The players pass 
a water-polo ball, sport ball, or codeball, across and around the circle while 
“it” attempts to touch the ball. If he succeeds the player who touched the 
ball last becomes “it.” 

Variation. —The ball must be passed around the circle rather than 
across it. It must be tossed each time, not handed. “It” may order the 
ball passed in the opposite direction whenever he chooses. 

Water Endball 

Swimming Beach, Pool, Camp Late Elementary to Senior High School 

Mark out a swimming area not larger than forty by sixty feet. For 
average swimmers, the water should not be over chest deep. Divide the 
court into four sections by stretching ropes across parallel to the end lines 
at intervals of fifteen feet. Four players from one team occupy the one 
end section and four from the other team occupy the other end. These 
are the captains. The remaining players of each team occupy the center 
section farthest from their respective captains. A water-polo ball, sport 
ball, or codeball is used. 

The center players try to throw the ball over the heads of their op¬ 
ponents to their captains. The opposing players act as guards. One point 
is scored each time a captain catches the ball. It must be caught from the 
air, not picked up off the water. 

Water Baseball 

Swimming Beach, Camp Late Elementary to Senior High School 

A cork water ball or a softball is used. The bases are foot-square boards 
anchored in shallow water with the outfield in deeper water. The base¬ 
lines should be twenty-seven feet long. The ball is batted with a bat as in 
Baseball. The rules of Playgroundball apply. 

Water Baseball is often played with a six-inch rubber ball which is 
batted with the hand. 

Water Baseball in Pools.—Assuming that the pool is approximately 
twenty by sixty feet in size, place home base on the floor above the deep 
end, midway between the side lines. Second base is similarly placed at 
the shallow end. First and third bases #are placed on the sides of the 
pool, twenty feet from the deep end. All bases consist of a towel three 
feet long laid over the side of the pod. The towel and not the side of the 
pod tinder it is the base. Fifteen feet from the deep end a foul line is 
designated, running parallel to the deep end. 
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Ball.—A water-polo ball is used. 

Teams. —Teams consist of nine players—catcher, three basemen, two 
shortstops, and three fielders. 

Batter.— The batter stands at home base (or on the end of the diving 
board), tosses the ball in the air and bats it with his hand. 

Base Swimmer. —Having hit the ball, the swimmer swims to first base 
and places his hand on the base (towel). He may swim under water to 
avoid being hit. He is not permitted to leave his base after the ball has 
been returned to the end of the pool for the batter until the batter has 
batted it. To do so is an out. 

The Batter Is Out. —The batter is out: 

1. When a fly ball is caught. 

2. When a batted ball hits the ceiling, or falls outside the tank. 

3. When he makes two strikes. (A foul on the second strike counts as a 
strike.) 

The Base Swimmer Is Out. —The base swimmer is out: 

1. When hit by a thrown ball between bases. 

2. When tagged Wy a player with the ball between bases. 

3. When first bas£ is touched by a player holding the ball before the swimmer 
reaches it. 

4. When he leaves a base after the ball has been returned to the end of the 
pool for the batter and before the batter has batted it. 

Hanging on Side of Pool. —This is not allowed except where water is 
deeper than four-and-one-half feet. If the violator of this rule interferes 
with a base swimmer or the ball, the swimmer is given an extra base. 

Length of Game. —The game consists of five innings. 

Other Rules. —In all respects not covered by these rules the rules of 
Playgroundball apply. 2 


Water Batball 

Swimming Beach, Pool, Camp Late Elementary to Senior High School 
Two teams of eight or ten players may play. Scatter one team (A) in 
the pool, facing the shallow end. Above the shallow end, line up the other 
team (B). One player of Team B bats a water-polo ball or sport ball with 
his hand toward Team A and immediately swims to the end of the pool 
which he touches and then returns. Team A attempts to secure the ball 
and hit the swimmer with it. The swimmer may dive or swim under 
water to avoid being hit. If the swimmer is hit he is out; if not*he scores 
one point for his team. Three outs retires the side and the teams change 
positions. 

* These rules follow those submitted by Robert Lindwall. 
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The fielding players are not permitted to swim with the ball, nor to 
hold it more than five seconds. They should pass it to team mates who 
are in position to hit the swimmer. 

The swimmer is safe while touching the end of the tank but may not 
remain there longer than ten seconds. 

Water Volleyball 

Swimming Beach , Camp Junior High School to Adults 

The game is best played in water about chest deep but may be played 
in deeper water if the players’ swimming ability permits. A rope may be 
used for a net and is stretched five feet above the water, or lower if the 
players’ ability demands. Mark the four corners of the court by driving 
piles in the bottom and stretch ropes with wooden beads for the side lines. 
Two officials stand at corners diagonally opposite each other to watch the 
lines. 

A water-polo ball or sport ball is used and the game is played as in 
regular Volleyball. 

Water Skim Ball 8 

Swimming Pool Late Elementary to Senior High School 

This game was originated by Nathan H. Kaufman. It is played in the 
shallow end of the pool and uses the width of the pool. 

Two goals are needed. These may be solid wood or a frame, measuring 
two feet high and four feet long. Place at water level, one on each side 
of the tank at a point fifteen feet from the shallow end of the pool. Five 
feet out from each goal a zone line is drawn parallel to the side walls. A 
water-polo ball is used. From four to ten may play on a team. 

The teams line up at their side of the pool with one hand on the 
wall. The leader throws the ball between them to start the game. 

The object is to skim or bounce the ball on the water so that it 
will strike or go through the goal after bouncing on the water once. 
The ball must be thrown with one hand and must be handled by more than 
two players before a goal can be made. One player of each team acts as 
goalkeeper and is the only player who may be inside the zone line. 
The goalkeeper must return the ball to the playing area within ten seconds 
or forfeit it to the other side. The goalkeeper cannot score when he 
swims out of the goal zone. If a ball, after skimming the water hits an 
opponent and then hits the goal, it does not score. A player holding the 
ball may be ducked until he releases it, but no other ducking i s permitted. 
The following are fouls: ^ 

i* Holding on to the wall white holding the ball, 
a. Stopping die ball while holding on to the wall. 

“Contributed by Nathan H. Kaufman. ,■/■■■ ■ . 
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3. Rough play. 

4. Ducking a player who does not 1 lave the ball. 

The penalty for a foul is an unguarded throw for the goal from a point 
midway between the goals. It must skim the water and hit or go through 
the goal to count. 

Goals from play count two points. Goals after fouls score one point. 
The game consists of two five-minute halves. 

Punch Bowl 4 

Swimming Beach, Pool, Camp Junior and Senior High Schools 

This game was originated by Dr. A. D. Browne. 

A heavy wire is stretched down the middle of the tank and about nine 
feet above the surface, running the length of the pool. Suspended from the 
cable on a sliding brass ring is a punch bag attached with a seven-foot rope 
and a snap buckle. The snap enables the coach to remove the bag when 
a clear pool is desired, but when attached the bag hangs a foot above the 
surface. The playing group is divided into two teams, each of which 
remains on its sid£ of the wire. The team batting the bag to their end 
of the pool scores a goal. 

Water Basketball 

Swimming Beach, Pool, Camp Junior and Senior High Schools 

Place a wash tub or bushel basket on each end of the swimming pool 
or on standards in open water, elevated so that the top of the basket is 
four feet above the water. If played in a tank the sides of the tank mark 
the out-of-bounds lines; if played in open water, ropes may outline the 
court but the game is more commonly and satisfactorily played with no 
out-of-bound rules. The water should not be over chest deep unless good 
swimmers are playing. A water-polo ball or sport ball is used and the 
procedure and scoring are as in Basketball, except that it is permissible for 
players to carry the ball by swimming with it. The rules of Basketball 
regarding personal contact apply. 

Watermelon Scramble 

Swimming Beach, Camp, Picnic Late Elementary to Senior High School 
Place a watermelon well greased on the lake bottom in water about 
chest deep. Line the players up on the shore. At the signal they dash 
for the melon and each tries to get possession of it and get it ashore. This 

Amenean National Red Cross, Water Games (mimeographed), p. 2. 
permission of American National Red Cross, publishers. 
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igs a free-for-all scramble and the player holding the melon when he steps 
on shore keeps it, 

Live-Duck Scramble 

Swimming Beach, Camp, Picnic Junior and Senior High Schools 

This is a thrilling scramble using a live duck. The players divide into 
two groups and line up about a hundred feet apart at right angles to the 
shore. A live duck is released midway between them. At the signal the 
players scramble for it. The player wins who gets possession of the duck. 
The duck is well able to protect himself in the water and will give the 
players a lively chase. Once a player secures the duck the event stops 
immediately. 

Variation. —Use as a dual contest. Two players only compete for 
possession of the duck. In this case it may be necessary to clip the wings 
of the duck. 

CANOE CONTESTS 

Standard Canoe Races 

Swimming Beach, Camp Junior High School to Adults 

In canoe races the canoes are lined up on a starting line and ordered 
into an exact line by the starting official. The procedure is in general 
like the conduct of running races. At least ten feet should be allowed 
between the canoes at the starting line. Distances of ioo yards, 220 yards, 
440 yards, and 880 yards are commonly used. 

The following events may be used: 

1. One man in canoe, single blade. 

2. Tandem, single blade. 

3. Four men in canoe, single blade. 

4. One man, double blade. 

5. Tandem, double blade. 

6. Four men in canoe, double blade. 

Figure-of-Eight Paddle 

Swimming Beach, Camp Junior High School to Adults 

Place three markers in a row in the water ten yards apart, the first 
being ten yards from the starting line. Four such rows of markers should 
be established, permitting the contestants to compete in heats of four. 
The markers may be made of boards onejEoot square and anchored—flags 
stuck in them make them more conspicuous. 

Each contestant paddles to "the left of the first marker, to the right of 
the second, the left of the third, and then turns around and returns, passing 
to the left of the third, to the right of the second, and to the left of the 
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first. Each canoe thus cuts a figure-of-eight course. The canoe finishing 
first wins. 

Reversing Race 

Swimming Beach, Camp Junior High School to Adults 

The canoes line up at a starting line, facing away from goal. Two 
paddlers comprise the crew. At the start, they turn their canoes around, 
paddle to the finish line, turn again, and return to starting line to end 
the race. 

This event is sometimes conducted by prohibiting back-stroking or 
side-stroking on the turns. The paddlers thus have to paddle in a wide 
semi-circle to get the canvas turned around. 

Medley Canoe-Race 

Swimming Beach, Camp Junior and Senior High Schools 

This race consists of a fifty-yard dash, a fifty-yard swim, and a fifty-yard 
paddle. The canoes are staked in a row fifty yards from the shore. Each 
man is assigned a#canoe before the race starts. The starting line is fifty 
yards from the sftore—the contestants run to the water, swim to their 
assigned canoes, climb in, free the boats from their stakes, and paddle to 
the shore. 

All-Overboard Race 

Swimming Beach, Camp Junior and Senior High Schools 

The distance is one-hundred yards. When the canoes are part way 
down the stretch a signal (gun shot) is given and all the paddlers jump 
in the water, completely submerging themselves, keeping their canoes up¬ 
right, climb back in, and continue to the finish. Crews of two should 
be used. 

Paddle and Tow 

Swimming Beach, Camp Junior and Senior High Schools 

The canoes are lined up at the shore, one man to a canoe. Each 
paddles to a marked line about 220 yards from the shore, capsizes the 
canoe, and swims back to the shore with it in capsized position. 

Paddle and Portage 

Swimming Beach, Camp Senior High School to Adults 

The paddlers paddle over a given course to the shore, beach the canoe, 
pick it up and portage it to a point twenty-five yards in shore, turn around 
and portage it back, put it in the water, and paddle back to the starting 
line. This event calls for strong contestants—with players of average 
paddlers should occupy each canoe. Crews of one man 
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should not be attempted unless the paddlers are experienced in one-man 
portaging, 

Tail-End Race 

Swimming Beach, Camp Junior High School to Adults 

This is one of the most interesting of the novelty canoe races, par¬ 
ticularly to the spectators. There is one paddler to a canoe. Each con¬ 
testant sits on the rear seat of his canoe, facing backward, with his feet in 
the small space between the rear seat of the canoe and the end . He thus 
faces the stern of the canoe, the bow extending high into the air behind him. 
At the signal, the contestants attempt to paddle the canoes, stern first, to 
the finish line. The spectacle of the canoes standing well-nigh on end, 
and the difficulties encountered by the paddlers in steering, make this a 
great fun-maker. 

Pie-Pan Paddling 

Swimming Beach, Camp Late Elementary to Senior High School 

Pie pans used as paddles will make the canoes literally fly through the 
water. The centipede-like appearance of the arms working in unison, 

together with the speed obtained, 
makes the event appeal strongly to the 
spectators. Crews of four x to six pad¬ 
dlers in each canoe should be used. 
They kneel on the bottom, each man 
armed with two pie pans, one in each 
hand. With a little team work be¬ 
tween the crew members and someone calling strokes, the canoes can be 
shot forward with remarkable speed. This race is great fun. 

Hand Paddling 

Swimming Beach, Camp hate Elementary to Senior High School 

No paddles arc allowed in this race—the contestants kneel in the bottom 
of the canoe and paddle with their hands. No sticks may be carried in 
the hands and no appliances strapped to arms. The canoe can be navi¬ 
gated in this way faster than one might think. Crews of two to six may 
be used. Each canoe should carry a paddle, stowed in the bottom. 

Standing Canoe Race 

Swimming Beach, Camp junior and Senior High Schools 

J?or tboae who have never tried peddling in a standing position, it is 
feettcr t® feeg^ the bottom of the canoe just in front of 

the fear seat The real ^unt^ however, is paddling^ gun^ 1 
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If a crew of one man is navigating each canoe, he should stand on the 
gunwales at the rear thwart \ later when he becomes more proficient he 
may move back as far as the rear seat. Feet must be entirely 'on the gun¬ 
wales and not touching the thwarts or seats. 

Tandem Standing Canoe Race.— The most sport in this stunt is to 
be found in tandem gunwales paddling. Standing paddling is not so tipsy 
as it appears, and two on a team get along quite well together. Either 
single or double paddles may be used. 

Four-Man Standing Canoe Race.— Same as the Tandem Standing 
Canoe Race except that four contestants stand on the gunwales of each 
canoe. 

Plank-Paddling Race 

Swimming Beach, Camp 

This novel idea furnishes much 
sport. Place a two-inch plank ten or 
twelve feet long across the canoe at the 
rear thwart. Two pajdlers sit, one on 
each end of the plank' and paddle the 
canoe with paddles. The race is con¬ 
ducted as any other canoe race. 

Variation. —A contestant lies on his stomach on each end of the 
plank and paddles with his hands. 

Variation.— The contestants stand, one on each end of the plank and 
paddle with paddles. 

Bobbing 

( Pumping ) 

Swimming Beach, Camp Junior High School to Adults 

Bobbing, sometimes called pumping, is one of the great sports of 
canoeing. Stand on the gunwales just in front of the rear seat. Bend 

the knees and crouch a little, then sud¬ 
denly straighten them and throw the 
body erect; this forces the stern down 
and up and sends the canoe forward. 
Start by bending and rising slowly 
until the canoe gets under way, then 
increase both speed and energy until 
top effort is reached. Better results 
are obtained the farther back on the 
gunwales onestands, but troubles with balancing are thus increased also. 

nlciit iii it wrfl to practice £artbesr and farther back. 
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Steering the canoe in bobbing is difficult and requires practice. It is 
accomplished by shifting the weight of the body to one foot or the other, 
thus throwing the bow of the canoe in the direction desired. Balancing 
is greatly facilitated if the player carries a canoe paddle held with both 
hands, one hand near each end. The paddle must not touch the water. 
Wind and waves bother so much that they destroy the sport in bobbing, 
but it is great stuff in quiet water. 

In races, a distance of 50 to 100 yards may be used. 

Tandem Bobbing.-— The two partners stand, each on one gunwale, 
as far astern as convenient, holding inside hands, the outside hands being 
free to assist in balancing. Bob up and down in unison. 

This requires perfect team work, but two good partners soon get the 
knack of working together. At best, however, there will be many upsets. 
The stunt is regarded as difficult and the racing distance should be short. 

Canoe Tug-of-War 

Swimming Beach, Camp Junior and Senior High Schools 

In this stunt two canoes are tied together and the paddlers paddle against 
each other. Allow four or five feet of rope between the sterns of the two 
canoes. Tie a handkerchief to the rope midway between the canoes. 
Drive a pole in the bottom of the lake and arrange the canoes so that 
the handkerchief is opposite the pole. The winning team will make 
progress slowly and the one that first pulls the other five feet is awarded 
the event. 

Cats-on-the-Tow-Line 

Swimming Beach, Camp Late Elementary to Senior High School 

This is a canoeing adaptation of the dual combat, Cats-on-the Fence. 
Place a ten-foot piece of two-by-four-inch material across the middle of 
two canoes, resting the ends on the gunwales. Two paddlers are in each 
canoe to steady it. The contestants walk out on the board and stand 
toe to toe, with the toe of the back foot touching the heel of the front 
and with left hands behind the back. With the right hand, they try to 
slap each other into the water, being permitted to strike the opponent only 
on his right arm. Somebody challenges the winner. 

Canoe Filling 

Swimming Beach , Camp Juniorjmd Senior High Schools 

This interesting stunt is a contest between the crews of two canoes, 
each crew consisting of two boys, one of whom is equipped with a paddle 
and the other with a water pail. Each pail is attached to the middle of its 
canbe with a six-foot rope, so that it can be retrieved if dropped. The 
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idea is to fill the other canoe with water. The pail man stands on the 
bottom of the canoe, dips water from the lake, and throws it in his op¬ 
ponent’s canoe. The paddler may not touch his opponents or their canoe, 
and may not dip or splash water at them. No bailing of one’s own canoe 
is permitted. The contest is won by the crew that remains afloat in their 
canoe when the other canoe is down, either from sinking or upsetting. 
The event should be staged in water waist deep. 

Walking Gunwales 

Swimming Beach, Camp Junior and Senior High Schools 

This stunt consists of standing with one foot on each gunwale at the 
stern and walking forward with short steps to the bow, then backing up 
to the stern. Experienced players are often able to hop around at the bow 
and walk back. 

Another variation of this stunt is to hop forward with little hops in¬ 
stead of walking. 

# Torpedo Race 

Swimming Beach , Camp Junior and Senior High Schools 

Invert the canoe above the water and lay it carefully on the water 
bottom side up so that as much air remains inside as possible. The player 
ducks his head under and comes up inside the canoe, seizes a thwart, and 
swims with the feet. Steering is difficult since the navigators cannot see 
their course, and the air soon gets bad, consequently the distance should 
be short. 


Head-Stands 

Swimming Beach, Camp Junior High School to Adults 

Head-stands are best done on the bow seat. With head on the seat 
and hands on the gunwales ten or twelve inches back from the seat, 
throw the legs up into the head-stand position. It may be easier to learn 
the stunt by starting with the feet on the gunwales instead of the bottom. 
Hand-stands on the gunwales are occasionally done also, but they are 
difficult and require strong arms and shoulders. 

Double head-stands, with one of the partners on each seat, is a spec¬ 
tacular but difficult stunt. Perfect coordination and team work are re¬ 
quired. 

Gondolier Race 

Summer Beach, Camp Junior and Senior High Schools 

This is an event for a row boat rather than a canoe, There is one 
contestant in a boat. He stands in the stern and paddles with one oar. 
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* LOG-ROLLING CONTESTS 

This delightful sport of the lumber camps has received all too little 
attention in camping and recreational circles in the past. It is a woodsy, 
colorful activity which fits into the summer-camp setting in an ideal way. 

The Log v—A log fifteen to twenty-four inches in diameter and twelve 
to fifteen feet long is needed. Most soft woods are usable, white cedar 
and white pine being excellent. Hemlock sinks too far in the water. For 
beginners it is better to leave the bark on because it slows up the log—a 
stripped log is very fast. For convenience in keeping a permanent log in 
position in open water put a turnbuckle on one end and anchor the log 
by a long rope. It should be anchored in water about waist deep. Mark 
the middle of the log by tying a rope or painting a stripe around it. 

Heavy-soled shoes equipped with calks on the soles and heels are 
needed. Calks can be obtained from hardware stores and a cobbler will 
apply them. Two or three large pairs of shoes in camp will fill the 
needs of the contestants. Only two players can ride the log at one time 
and the shoes can be passed around. 

A balancing pole is also needed. A lumber jack’s peavey may be used, 
but a slender sapling of white cedar or other light wood, twelve to fifteen 
feet long and three inches thick at the big end is much better. Strip the 
bark off it. It is held by the small end with the big end resting in the 
water a foot or so beneath the surface. The pole is somewhat flexible 
and can be whipped up and down. A heavy bamboo pole is also usable. 

Rolling .—For those who have never been on the log before, it will 
take a few periods to get used to the action of a log in the water. Have 
someone hold the log at one end while the roller mounts it. Attempt 
nothing more than to stand erect on the floating log until this can be done 
easily and with confidence. Hold one end of the balancing pole with the 
other end out to the side and floating in the water. 

To roll the log, face to one side and start running on it slowly. The 
log spins very freely and gains momentum rapidly. One must run fast 
to keep up -with it and not slip off. Run high in the air, keeping the feet 
up and away from the log as much as possible. Stay on the front or Up¬ 
coming side of the log—to attempt to ride it on the back or down-going 
side means a certain upset. 

To slow up the log or stop it, one of two methods may be used: (t) 
jump with both feet on the up-coming side, driving the calks into the 
log; repeat a time or two until the log is stopped or moving with Ac 
desired speed; (2) when facing in one direction and rolling the log, jump 
in the air, turn around, and start running in the opposite direction; this 
stqps the log and reverses the roll. 
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Log-Rolling Contest 

Summer Camp, Swimming Beach Junior High School to Adults 

Two contestants toss for the ends of the log. They mount the log, 
one on each end, each holding a balancing pole. On the signal they begin 
to roll the log and continue until one goes off. The following are fouls 
and lose the match for the offender: (1) crossing the center mark on the 
log onto the opponent’s end of the log; (2) touching the opponent with 
body or pole. The contestant winning two out of three rolls wins the 
event. 

There are several maneuvers used to confuse one’s opponent. When 
the log is stationary, to start it rolling suddenly and rapidly often upsets 
him. When it is running rapidly, to stop it suddenly makes it difficult 
for the opponent to retain his balance. When the log is rolling in one 
direction, to turn suddenly and reverse the direction of the roll often brings 
victory. One must keep his eyes fixed on the feet of his opponent and 
be alert to anticipate his moves. 

# Log-Rolling for Distance 

Summer Camp, Swimming Beach Senior High School to Adults 

Place the log against the dock or other stationary object, or drive a pole 
in the bottom of the lake for a starting mark. The contestant mounts the 
log and rolls it as far as possible before falling off. The distance is 
measured and the other contestants compete in turn. The one rolling the 
greatest distance wins. 

Of course, this contest is not usable for expert log rollers because they 
could roll it for hours. For average contestants who roll the log occasion¬ 
ally for sport, however, the contest is very acceptable and challenging. 

Log-Riding Squat Contest 

Summer Camp, Swimming Beach Senior High School to Adults 

The contestant mounts the floating log, facing the long way, and drives 
in his calks firmly. He then drops to a full squat with his buttocks 
touching his heels, then rises to a standing position again. His arms may 
be in any position to assist in balancing except that they must not touch 
the log. He continues until he falls in or is forced to stop. 

The contestants compete in turns and the one wins who completes the 
greatest number of squats. 

Stump Riding 

Summer Camp v Swimming Beach Senior High School to Adults 

This k a difficult contest for expert log riders. From a soft-wood log 
twenty to twenty-four indies in diameter, saw off a section about thirty 
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inches long. It should be a few inches longer than it is wide. It is not 
spun sideways in the water as in log rolling, but rather, end over end. 
The rider stands on the side, facing the end of the stump. He tips the 
front end up, reaches over the end with one foot, pulls the end toward 
him, and as it turns steps to the other side. In this way it is kept going 
end over end. 

The contestants compete in turns and the one wins who succeeds in 
stepping over the end the greatest number of times without going in the 
water. 

Mount the Barrel.—In place of a stump of similar proportion, a barrel 
may be used in this event. The contestants take turns in attempting tc 
mount the barrel and stay on it in any position. The one staying on the 
longest wins. 

Log-Ball Riding 

Summer Camp, Swimming Beach Senior High School to Adults 

This is a difficult contest and is suitable only for experienced log rollers. 
From a log twenty-four to thirty inches in diameter, saw' off a section as 
long as the diameter of the log. With an axe, turn it into a round ball 
and smooth it up. Place the ball in the water. The rider mounts it by 
stepping off the dock onto it. It is rolled in the same way as a log is spun. 

The contestants compete in turns and the one wins who can roll it the 
greatest distance without falling off. The distance is measured from the 
dock at the point where the contestant mounted the ball. 

Log-Riding Rope Skipping 

Summer Camp, Swimming Beach Senior High School to Adults 

This is a contest for experienced log riders. One contestant mounts 
the log, holding a skipping rope. Facing the long way of the log, he 
attempts to skip the rope. He continues skipping until he falls off. To 
skip the rope successfully the log must be kept stationary and conse¬ 
quently the rider faces the long way of the log and not sideways. The 
other contestants compete in turn, and the one wins who skips the rope 
the greatest number of times. 

Log-Riding Hand-Spring 

Summer Camp, Swimming Beach Senior High School to Adults 

This is a contest for very expert log riders. One contestant mounts the 
log, places his hands on it, and turns a hand-spring, driving his calks in the 
log as his feet come down and regaining his balance. He continues hand- 
springing until he goes off the log. The other contestants compete in turn 
arid the one completing the most hand-springs wins. 
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Log-Riding Push-Up 

Summer Camp, Swimming Beach Senior High School to Adults 

The contestant mounts the floating log, faces the long way, and drives 
the calks at the tips of his toes firmly into the log. He then bends forward, 
places his hands on the log, and gradually works himself down to a prone 
position. He places his chin on the log and must not touch the latter with 
any other part of his body except his hands and feet. In this position he 
pushes up, straightening his arms, then goes down until his chin touches. 
The body must be kept rigid throughout. He continues to push up until 
he falls off the log or becomes tired. 

The contestants compete in turns and the one wins who completes the 
greatest number of push-ups. 

Sitting on the Log 

Swimming Beach, Summer Camp Junior and Senior High Schools 

One player sits on each end of the log by straddling it. At the signal 
each tries to put the Jther off by rolling the log. The one remaining on 
the longest wins. 
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WINTER .ACTIVITIES 

T HE winter activities, involving as they do games and contests with 
snow and ice, could well be scattered throughout the various chap¬ 
ters of this book, classified according to the nature of the event. With the 
needs in mind of the practical leader who may seek winter activities, how¬ 
ever, it was thought advisable to group these events in one chapter, dealing 
exclusively with winter activities. 

ICE-SKATING CONTESTS 

This section presents a number of novelty events on ice skates which 
may be conducted either on open ice or in ice-skating rinks. 

Straight Skating Races 

Open Ice, Seating Rin\ Late Elementary School to Adults 

Skating races are conducted in general according to the same regulations 
which govern foot racing. The customary distances for the various ages 
are as follows: 

n years and under. no to 220 yards 

12 and 13 years. no to 220 yards 

14 and 15 years. 220 to 440 yards 

16 and 17 years. 220 to 880 yards 

18 years and over. 220 yards to one mile 

Circular courses add interest in that they require skill in turning, but 
on outdoor skating areas they must be laid out anew each season, and 
consequendy accurate distances are difficult to achieve. Approximate dis¬ 
tances, however, are satisfactory for recreational events. Hie turns are 
marked by movable blocks of wood with flags inserted in them. 

Flag Skate-Race.—Much color may be added to skating races by 
having the skaters carry colored flags. 

Backward Seating Races.— Thecontestants line up with their backs 
m ihe starting line and skate backward to the finish line. For all except 
4usa»eea qf no to 440 yards are far oaotigbu 

-in - ■ .■ :V 
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Skateless Skating 

Open Ice, Seating Rink Elementary to Junior High School 

The course is from twenty-five to fifty yards over ice. The players line 
up at the starting line without skates. At the signal they “skate” with the 
soles of their shoes. The player finishing first wins. 


One-Skate Race 

Open Ice, Skating Rink Late Elementary to Senior High School 

This is a great fun-maker. The contestants wear one skate only. The 
distance is one-hundred yards. The racers proceed by skating with one 
foot, and running with the other, or any way they can get there. The 
one finishing first wins. 


Three-Legged Skate Race 

Open Ice, Skating Rink Junior and Senior High Schools 

The players arc m pairs with their inside legs tied together at the 
ankle and above the knee. 


push with the inside feet, 
pair finishing first wins. 


They wear skates on their outside feet, and 
The distance is one-hundred yards, and the 


Tandem Skating Race 

Open Ice, Skating Rink Elementary School to Adults 

The contestants race in pairs. The two skaters stand side by side, each 
taking the other’s right hand in his right hand, and the other’s left hand 
in his left hand. Thus joined they skate to the finish line 220 yards dis¬ 
tant. The pair finishing first wins. 

Variation. —The two players stand one behind the other. The back 
skater places his hands on the hips of the one in front. 

Candle Skate-Race 

Open Ice, Skating Rink Junior High School to Adults 

Each skater is given a candle and a box of matches. At the signal each 
lights hiscandle and skates to the finish line one-hundred yards distant. 
If the candle goes out, he must stop promptly and relight it. The one 
wins who finishes first with the candle lighted. 

: Tandem Candle Skate-Race. —Skating as in the Tandem Skating 

the girl carries the candle and the boy the 
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\ Skating Potato-Race 

Open Ice, Seating Rinl\ Junior High School to Adults 

Skating potato races are conducted according to the same rules as the 
potato races on land. See Potato Race (page n). 

Skate-Jump for Distance 

Open Ice, Seating Rin\ Junior High School to Adults 

A jumping line is established and the contestants in turn skate up to 
it and jump. Each is given three jumps and is credited with his best 
distance. The distance is measured to the nearest point where the jumper’s 
skates or any part of his body touches the ice. 

Obstacle Skating Race 

Open Ice, Seating Rin\ Junior and Senior High Schools 

The course is 125 yards and four obstacles are placed, one every 25 
yards. The following obstacles are recommended: 

1. A tennis net which the skaters must crawl under. 

2. A row of tables which must be climbed over. 

3. A hurdle not over six inches high which must be jumped. 

4. A row of barrels with tops and bottoms removed through which the skaters 
must dive. 

There will be many upsets, and more fun than competition, but that 
helps to make the event popular. 

Variation. —With expert skaters an obstacle race may be run by placing 
barrels sidewise along the course. The first obstacle is one barrel, the 
second, two barrels side by side, the third, three barrels, and the fourth, 
four barrels. The skaters must jump these barrels. This event should 
never be staged for young or inexperienced skaters. 

Ice-Hockey Contests 

Open Ice, Seating Rin\ Junior High School to College 

The contests built upon ice-hockey skills are the same as those used in 
connection with field-hockey skills, except of course that the contestants are 
on skates and use ice-hockey sticks and pucks. The following field-hockey 
events may be used in connection with Ice Hockef also : 

Hockey Drive for Accuracy Hockey-Dribbling Race 

Hockey Drive for Distance Obstacle Hockey-Dribbling 

\, t Hibmeuk Circle Hockey-Dribbling 
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Skate and Sled Races 

The following contests are described under Sled Contests later in this 
chapter: 

Skate-and-Sled Race. Skating Alaskan-Serum Race. 

Skate-and-Sled Centipede-Race; Broom-Sled Race. 

Skating Husky-Team Race. Chair-Sled Race. 

Other Skating Contests , 

The following contests already described as land events, may be used 
to excellent advantage on ice skates: 

File Race. Chariot Race. 

Quartet Race. Attention. 

Centipede Race. Touch. 

Rail-Riding Race. 

SLED CONTESTS 

This section presents the coasting events, and the events in which sleds 
are pulled on foot and on skates. 

Coast for Distance 

Winter Playground, Camp, Club Elementary and Junior High Schools 
Establish a starting line at the top of a hill. The contestants take a 
running start carrying the sled, land on their stomachs on the sled, and 
coast for distance. Each is credited with the distance at which the front of 
his sled rests when the sled stops moving. All sleds must strike the ground 
in back of the starting line. The player wins who coasts the farthest. 

Push and Coast 

Winter Playground, Camp, Club Elementary and Junior High Schools 
Establish a starting line at the top of a hill. One boy sits on the sled 
and his partner stands behind him; they may be as far behind the starting 
line as they choose. The standing boy pushes his partner to the starting 
line, and then steps on the sled behind him, holding on to his shoulders. 
If the standing boy falls off, the couple is eliminated. The sled wins that 
travels the farthest. The distance is marked at the front of the sled when 
it comes to rest. 

Sled Swimming Race 

Winter Playground, Camp, Club Elementary to Senior High School 
The contestants lie on their stomachs on the sleds at the starting line. 
The course is thirty yards over level ground or ice. At the signal they 
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propel* themselves by pushing with the hands and feet on the ground. 
The player finishing first wins. 

Sled-Pulling Race 

Winter Playground, Camp, Club Elementary and Junior High Schools 
One player lies on his stomach on the sled, and the other pulls. On 
reaching the turning line fifty yards distant, they exchange places, and 
the former rider pulls the other back to the starting line to finish. 

Skate-and-Sled Race 

Winter Playground, Camp, Club Elementary and Junior High Schools 
The players compete in pairs, both wearing skates. One sits on the 
sled and the other pulls. They race to the turning line 220 yards distant, 
where they change places and the rider becomes the skater as they race 
back to finish at the starting line. The pair finishing first wins. 

Variation. —There are two skaters pulling the sled and one rider. 
They race to the turning line, swing around, and race back to the starting 
line. 

Sled Centipede-Race 

Winter Camp, Playground, Club Late Elementary to Senior High School 
The teams consist of eight players—seven runners and one rider. A 
sled is needed for each team. The seven runners stand in file, each holding 
the belt of the man in front of him. The last man has the sled rope 
looped around his waist. The rider sits or lies on the sled. 

At the signal they race to the turning line one-hundred yards distant, 
swing around, and return to the starting line. The team finishing first 
with all players intact wins. 

Skate-and-Sled Centipede-Race. —The players arc on skates and 
the course is over ice. Otherwise the event is the same as the above. 


Husky-Team Race 


Winter Camp, Playground, Club Junior and Senior High Schools 

The teams consist of eight players, seven of whom are huskies and 
one the driver. A thirty-foot rope is attached td a sled and the huskies 
scatter along it The rider sits on the sled. 

At the signal the teams race over level ground to the finish line which 
1$ 220 yards distant if 


Variation.—Mark a turning line parallel to thestartiog line and one-. 
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around, and race back to the starting line. This adds interest because of 
the danger of upsets in turning. 

Knot-Tying Husky-Team Race. —This combines knot tying with 
the race described above. Each husky has a four-foot length of rope, and 
stands in line beside the sled. At the signal each ties the end of his rope 
to that of the husky to his right, and the rider ties the end of the long 
rope thus made to the sled. The rider then immediately mounts, the sled, 
and the race described above is on. 

Skating Husky-Team Race.— The event is run just like the above 
except that the huskies are on skates, and the course is over ice. 

Alaskan-Serum Race 

Winter Camp, Playground, Club Junior and Senior High Schools 

The serum must be rushed to the remote Alaskan village suffering 
from the disastrous epidemic. There are four intervening villages at 
which the huskies are to be changed. Teams consist of eight huskies and 
one rider. Two hushes are placed at the starting village, two at the second 
village, two at the third, and two at the fourth. The distance between 
the villages is 220 yards. 

The rider sits on the sled, and the two huskies pull. At the signal they 
race to the second village where the huskies are relieved by the two sta¬ 
tioned there. The huskies are thus replaced at each village. The team 
wins that first reaches the stricken village. 

This relay may be conducted in shuttle fashion if desired. 

Skating Alaskan-Serum Race.— The course is over ice and the 
huskies are on skates. Otherwise the event is the same as the above. 

Broom-Sled Race 

Winter Playground, Camp, Club Elementary to Senior High School 
A house broom is used for a sled. One player sits on it, and another 
holds the handle and pulls. The course is fifty yards over smooth snow. 
The pair finishing first wins. 

Variation.— Run the event on the ice with the contestants wearing 
skates. 

Chair-Sled Race 

Winter Playground, Camp, Club Late Elementary to Senior High School 
One player sits on an ordinary straight-back chair and his partner 
pushes by holding the back of the jhair. The standing player wears skates. 
Hie distance is fifty yards over ice. The pair finishing first wins. 

The ©vent aho works well with the standing player running instead of 

1 ', -’.I 1 *- . .. ! , ■ ' ■ % , ' . ■ ' 
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Dag-Derby Races 

Winter Playground Junior High School to Adults 

In the dog derby, dogs are attached to sleds and the runners race them. 
The course must be roped off to keep spectators back. Races may be 
held with one and two dogs pulling, but with inexperienced contestants, 
it is well to hold singles only. The event should be publicized for several 
weeks beforehand to allow time to train the dogs. 

The contestants are allowed sixty feet of running beside the sled at the 
start, but thereafter must be on the sled the entire distance. 

The entries should be classified according to age, such as those under 
twelve years, those under fifteen years, and those sixteen and over. 

The dogs also should be classified, such as (i) those under fifty pounds, 
(2) shepherds, (3) collies, (4) huskies, (5) free-for-all. 

SKI AND SNOWSHOE RACES 

The following events on skis and snowshoes are equally popular among 
both novices and experts. A high level of ability is not necessary to enjoy 
these contests. 

Ski-Running Race 

Winter PlaygroundCamp, Club Junior High School Jo Adults 

Lay out a fifty-yard straightaway on a level, smooth, snow surface. The 
players on skis line up at the starting line and the race is conducted as in 
a running race. Progress is made by walking or running. 

Ski-Running and Turning Race.— Establish a starting line, and 
fifty yards distant a turning line. The contestants run on skis across the 
turning line, turn, and race back to the starting line. The one finishing 
first wins. 

Uphill Ski Race 

Winter Playground, Camp, and Club Junior High School to Adults 

Lay out a course which is uphill all the way, preferably steeper in some 
places than in others. For those of average ability and for immature con¬ 
testants, the distance should not be over a quarter of a mile. Establish a 
starting line at the bottom of the hill and place the contestants on it, 
scattered so that each has ample room. At the signal they climb the hill 
using either the step climb or the herring-bone . If desired, one of these 
methods of climbing may be specified and required. 

Step climbing consists of standing with the skis at right angles to the 
dope and stepping up sideways; this method is slow. In the herringbone, 
the contestantfaces the slope and proceeds straight up with the skis turned 
out at an angle to prevent him from dipping back. The legs are spread 
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well apart, with the feet turned well out and the weight carried well for¬ 
ward. The weight is applied to the inside edge of the ski. 

Cross-Country Ski Race 

Winter Playground, Camp, Club Senior High School to Adults 

Lay out a course over rolling country, uphill and down. Distances of 
one-half mile to three miles may be used depending on the skill and ma¬ 
turity of the contestants. Mark the course as in the Cross-Country Race. 
The contestants make progress on the skis by any method that the lay of 
the land requires. The individual finishing first wins. If teams are com¬ 
peting, winners are selected as in the Cross-Country Race. 

Skijoming Race 

Winter Playground, Camp, and Club Junior High School to Adults 
In this event one contestant is mounted on skis and is drawn with a 
rope by two contestants on foot. Distances of 100 to 440 yards may be used. 

? Barrel-Stave Ski Races 

Winter Playground, Camp, and Club Elementary to Junior High School 
Recreational organizations frequently find that boys manifest much 
interest in barrel-stave ski racing. The boys make their own skis. A barrel 
stave is used with a toe strap of leather or tin. The events described for 
regular skis may be used. 


Snowshoe Dash 

Winter Playground, Camp, and Club Junior High School to Adults 
Dashes on snowshoes are conducted as in foot racing. Distances of 
50 and 100 yards are used. The surface should be as level as possible. 

Cross-Country Snowshoe Race 

Winter Playground, Camp, and Club Senior High School to Adults 
Lay out a course over rolling, uneven country. Distances of one-half mile 
to three miles may be used, depending on the skill and maturity of the 
players. The course is marked as in the Cross-Country Race. The indi¬ 
vidual finishing first wins. If teams are competing, the winners are selected 
as in the Cross-Country Race. 

CONTESTS WITH SNOW 

The following contests involve the use of snow* For the most part 
they arc of the type popular among children. 
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Snowball-Throw for Distance 

Winter Camp, Playground, Club Junior and Senior High Schools 

Each contestant is given three throws from behind the throwing line, 
and the one who throws a snowball the farthest wins. Each is credited 
with his longest throw. 

Team Variation. —Teams of four or eight players compete. The first 
member of a team throws one snowball from the throwing line; the second 
player throws one snowball from the spot where the first’s snowball hit 
the ground, and so on. The team throwing the greatest aggregate dis¬ 
tance wins. 

Snowball-Throw for Accuracy 

Winter Camp, Playground, Club Elementary to Senior High School 

Mark a three-foot target on the side of a building. Each contestant is 
given ten throws, one each turn, from a throwing line sixty feet distant. 
One point is scored each time the target is hit. 

This is a favorite of boys for informal play. When used in this way, 
a tree makes as good a target as any. 

Snow Tug-of-War 

Winter Playground Elementary to Senior High School 

Make a snow wall about four feet high and burrow a hole through it 
just large enough to run the tug-of-war rope through. The two teams 
take hold of the rope on opposite sides of the wall and pull, attempting to 
pull the other team through the wall or cause them to let go of the rope 
so that it can be pulled through. 

Snowball Tenpins 

Winter Playground, Yard Late Elementary to Junior High School 

Set up ten sticks of wood two feet long in the usual triangular arrange¬ 
ment of bowling pins. From a line thirty feet distant, the first player 
throws two snowballs at the pins and is credited with one point for each 
pin knocked over. The pins are then reset and the next player throws. 
Ten frames or turns constitute a game and the player with the highest 
score wins. 

Pelting the Pipe 

Winter Playground, Yard Elementary and Junior High Schools 

Make a large snow man and put a pipe in his^mouth. Make a pelting 
linp about twenty feet on each side bf the snow man and station one 
team_..Jbclttiad \^5ach. line. Allow a few minutes for die teams to make a 
smpwballs^ ■■ ;,/ 
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At the signal the players attempt to knock the pipe out of the snow¬ 
man’s mouth. The team that first knocks the pipe out wins. 


Snowball Twenty-one 

Winter Playground, Yard Elementary and Junior High Schools 

Make a large snow man with arms outstretched, holding a barrel hoop 
parallel to the ground. The players line up about twenty feet distant and 
attempt to toss snowballs through the hoop. Each goal scores one point 
and the player wins that scores twenty-one (or eleven) points first. 


Snowball-Rolling Contest 

Winter Camp, Playground, Club Elementary and Junior High Schools 
Each contestant prepares a snowball one foot in diameter before the 
contest starts. At the signal each rolls his ball for five minutes, when the 
stopping signal is jpven and all balls must remain at the spot until 
measured. The ball* are measured through the greatest diameter and the 
largest wins. 


Snow-Snakes 

Open Ice, Smooth Snow Late Elementary to Senior High School 

This is an American Indian contest played upon this continent long 
before the white man came. The snakes are smooth sticks of wood which 
are thrown over the ice or smooth snow for distance. As used by the 
Indians, the sticks varied from four to ten feet in length, but a length of 
four to six feet is all that amateur players can hope to handle. The Indians 
also used a bone slider in the same way they used the snow-snakes, these 
sliders being made of bone or horn and equipped with two feathers. 

To make a snow-snake, secure a straight two-inch stick of hard wood, 
preferably hickory or black ash, remove the bark, and whittle the entire 
shaft except one end down to less than an inch in diameter; the end is 
rounded into an egg-shaped ball. This ball must extend up, however, so 
that the bottom of the shaft is perfectly flat and smooth. As in all things 
handled by the Indians, the snakes were carved and highly decorated, the 
design being that of a snake, and the round ball carved to represent the 
snake’s head. 

Hold the small end of the snake in one hand with the forefinger *on the 
end, and the thumb and other fingers on either side of the shaft. Hurl 
over the ice or smooth mow. The snake going the farthest wins. 

When teams played, the individual throwing the farthest scored one 
point for his team and one additional point, was scored for each stick 
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thrown by the winning team that went farther than any of those thrown 
by th£ opponents. 1 

Variation.—Bancroft suggests the following method of playing the 
contest. 

Each player should have five sticks of heavy wood two feet long, and 
as smooth as possible. He cuts one notch on one snake, two notches on 
the second, and so on. Establish a throwing line on the ice. Each player 
selects one snake and all throw them over the ice. The stick going the 
farthest scores the number of notches on it. The sticks are recovered and 
placed in a separate pile. Each player then selects and throws one of the 
remaining snakes. The player wins who has the highest score when all 
five snakes have been thrown. 

Snow-Modeling Contest 

Playground, Yard Elementary School to Adults 

Winter brings a type of craftsmanship peculiarly its own—that of model¬ 
ing in snow. The crude snow man which brings joy in childhood years is 
in itself a type of snow modeling, but is only a feeble indication of the 
possibilities in the production of projects of fine artistic merit. 

Animals, varying in size from kittens to elephants, may be fashioned 
from snow, and will challenge the imaginations of children and call forth 
the best of their artistic ability. The cooperation of an artist tt> model a 
piece or two as a demonstration is all that is needed to awaken interest. 
Some cities conduct city-wide snow-modeling contests each year for juniors 
and seniors, professionals and amateurs. 

Assuming that we are to start with a small animal such as a dog or 
cat, build a foundation of snow about two feet square and soak it with 
water so that it will freeze. Insert four sticks for the legs into the founda¬ 
tion. Wet some snow to cover the legs, moulding roughly as you go. 
Having completed the legs, wind some stove wire around the top of all 
four legs and lay a few short sticks across the wire to support the snow 
for the body. 

Now fill a bucket or tub with snow and pour enough water in it to 
make it mushy. With this snow, build the body, adding to it gradually 
until the form takes on the right proportions. Then insert a short stick 
at an angle on which to build the head and another stick for the founda- 

1 See J. H. Bancroft, Games for the Playground, Home, School and Gym¬ 
nasium, p. 182. New York: The Macmillan Co., 1927. Also J. H. Salomon, The 
Booh of Indian Crafts and Indian Lore, p. 279 ff. -New York: Harper and 
Brothers, Inc., 1928. 

Per a discussion of the use of snow-snakes by various Indian tribes, see 
W. H. Holmes, Twenty-fourth Annual Report of the Bureau of Ethnology to the 
Setretnty of Me Smithsonian Institution, 1902-1903, p. 399 ff. Washington: 
Government printing Office, 1907. 
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tion for the tail. When the animal is thus roughly shaped, we are ready 
to begin the careful modeling with fingers, stick, and spoon. When all 
is complete, sprinkle water gently over it and let it freeze. 

To color the animal, dissolve in water some ordinary paint powder of 
the color desired, obtainable at paint stores, and paint the model with it. 

A committee of judges should be appointed to pick the winning models. 
The contestants should be classified according to age, such as juniors, 
intermediates, and seniors, and according to experience, such as professionals 
and amateurs. 


ICE GAMES 

There are certain games that are played only on ice skates. There are 
also many group games of the playground and gymnasium type that arc 
equally enjoyable on ice skates. The following games indicate the pos* 
sibilities in the use of ice-skating games. 

Ice Hockey 

See Ice Hockey itt Chapter XXIV, “Games of the Hockey Type.” 

Curling 

Ice Senior High School to Adults 

Curling is an ice sport closely resembling quoits in general plan. A 
section of ice forty-two yards long and ten yards wide should be cleared 
for the rink. Two holes, called tees, are cut in the ice, but not through 
it—these correspond to the stakes. They are thirty-eight yards apart. To 
aid in measuring, two circles are drawn around each tee, with radii of 
seven feet and four feet. A line is drawn across the middle of each tee, 
called the sweeping score, and another seven yards in front of each tee, 
called the hog score. A middle line is drawn midway between the tees. 
Four yards behind the middle of each tee an eighteen-inch line is marked, 
called the foot score. 

Each player needs two “stones” which are spherical balls of granite 
weighing thirty-three to forty or more pounds. They are finely polished 
on the under side and equipped with a handle on top. Each player also 
has a “besom” or broom with which to sweep the ice. 

Teams consist of four players headed by a captain called the “skip” 
who is in absolute charge of his team’s, play. 

Standing behind one tee, the first player slides his stone toward the 
other tee. The players of the two teams throw alternately until all eight 
have thrown their stones. 

At the conclusion of the round, the stones of one team that are found 
to be nearest to the tee score as shots. The game is twentyk>ne shots. 

A unique feature of Curling is found in the sweeping of the Ice to aid 
the running stones. Since one member of the team k the skip or captain 
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and' another is throwing, there are two players free to act as sweepers. 
When* the stone has passed the middle line, if the skip feels that it needs 
help to reach the tee, he gives the order to sweep and the two sweepers 
sweep the ice ahead of the stone to give it a clear passage. Good sweeping 
may cause a stone to turn into the tee when otherwise it might come to 
rest far behind it. Once the stone has passed the sweeping line, which is 
drawn through the tee, the other team may sweep the ice ahead of it. 
All sweeping is done under absolute orders from the skip. 

Ice ShufHeboard 

Open Ice, Seating Rin\ ‘ . Juniors to Adults 

Paint or scratch five concentric circles on the ice, the inner one with a 
six-inch radius, and each of the other circles six inches from the next 
smaller. Number the circles from the inside out, 5, 4, 3, 2, and 1. Mark 
a line twenty-five feet away. Use regular shuffleboard disks and cues (see 
ShufHeboard). 

Two teams of two players each play. Each team has six disks. The 
players shoot in rotation, attempting to slide the disks with the cues so 
that they will come to rest in the circles. When all the twelve disks have 
been shoved, each team’s points are added, the smaller subtracted from 
the larger, and the difference credited as the score to the team making the 
most points. Disks resting on the line score in the higher circlc. v 

Variation. —The circle which scores three points in the above game 
is marked as “5 off.” Disks resting in this circle cause five points to be 
subtracted from the score. 

Ice Shinney 

Open Ice, Seating Rin\ Late Elementary and Junior High Schools 
The old favorite, Shinney (page 469), is as popular on ice skates as on 
land. The description of the game has already been given in detail. 

Ice-Hockey Keep-Ball 

Open Ice, Seating Rin\ Junior and Senior High Schools 

Divide the players into two teams and mark each conspicuously. Each 
player has a hockey stick. The game is started by a bully between two 
players and thereafter each team tries to secure the puck and pass it to 
team mates, preventing the other team from getting it. 

Ice-Hockey Ten-Passes.—This is essentially jthe same as Ice-Hockey 
Keep-Ball, except that each team attempts to make ten consecutive passes 
before the other teste secures the puck. * When one player gets the puck he 
passes it to a team mate and the team mate calls “One.” He then passes 
to another who calls “Two,” and so on. The 
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secure the puck, and thus break up the run of ten. The team wins that 
first makes ten consecutive passes. 

Crack the Whip 

Open Ice Elementary to Senior High School 

The players on skates join hands forming a line. The player at the 
left end is the snapper, and the player at the right end the cracker 

The snapper skates forward with the other: following with joined 
hands. The line goes faster and faster, then suddenly the snapper cracks 
the whip by turning and skating back in the opposite direction with the 
rest of the line following. The object is to snap the cracker off the end 
of the whip. If the cracker parts hands with the line, he becomes the 
snapper, and the next to the last player becomes the cracker. If the 
cracker is not snapped off, he stays in that position until he is snapped off. 

Baseball on Skates 

Open lec Late Elementary to Senior High School 

Baseball on Skat(£ is played with a softball with all the rules of Play- 
groundball applying. Marks on the ice are used for bases. 

Ice Basketball 

Open Ice, Seating Rin\ Junior and Senior High Schools 

Lay out a basketball court on the ice and place an empty barrel at each 
end for the basket. The players are on skates. The play and scoring are 
as in Basketball. 

Other Ice Games 

The following games already described are particularly interesting when 
played on skates: 

Various Tag Games. Black-and-White. 

Pom-Pom-Pull-A way. Crows-and-Cranes. 

Stingo. Shinney Hockey. 


SNOW GAMES 

These are games played with snow which are perenially popular among 
children. 

Tilting on Skis 

Winter Playground, Camp, Club Junior and Senior High Schools 

Regular tilting poles as described under Tilting are used. The two con¬ 
testants stand on skis and tilt, following all die rules of tilting on tubs or 
stotds. When any pan of the tilter’s body touchesthe spow he is con* 
ndered down; otherwise winners are selected as in Tilting. 1 
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Fox and Geese 

•it 

Winter Playground, Camp, Yard Elementary and Junior High Schools 

For this old favorite of the winter days, tramp down in the snow 

the design shown in Figure 89. Select 
a fox and station him at the hub of the 
wheel. The geese scatter along the 
rivers (trodden paths of the wheel). 
The game is played as in ordinary tag 
except that the runners cannot leave the 
rivers. A goose who is tagged by the 
fox becomes the fox, and tagging back 
immediately is permitted. The intersec¬ 
tions of the spokes with the outer circle 
constitute safety zones—the geese can¬ 
not be tagged while standing on them. 

Variation. — The intersection of 
the cross lines is known as the goose 
shed. The outer circle is known as the goose ring, and the inner circle 
as the fox ring. The object of the geese is to reach the goose shed without 
being caught. The geese roam about the rivers at will and risk capture 
only on the cross lines between the fox ring and the goose shed. 

The more noise a goose makes in dashing for the goose shed the 
greater the honor of the achievement. 

Should the game continue too long without a goose being captured, the 
farmer (leader) begins to cluck, calling the geese to the goose shed imme¬ 
diately, for since it is now night the fox may roam at will around the rivers 
and capture a goose any place. 

A goose who is tagged immediately becomes the fox. 

Variation.—Tramp down a single circle as in 
Figure 90. The game is played as before except 
that there are no safety zones. 

Snow Dodgeball 

Playground, Camp , Club 

Late Elementary and Junior High Schools 

Snow Dodgeball differs from Dodgeball as 
played in the gymnasium in that the throwing is 
done by the team inside the circle rather than the Figure 90. 

circle team. 

Mark out a circle in the snow about thirty feet across, larger or smaller 
to meet the players' ability. Divide the players into two teams and have 
one team form a circle standing just inside the circle in die snow; the 
Other team scatters in the center of the cird* 



i 






Figure 89. 
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The center players throw snowballs at the circle players, and each player 
hit below the head joins the center team. The last player remaining in the 
circle wins, and the teams reverse positions for the next game. 

The circle players are not permitted to step back of the circle in the 
snow. Those who do, join the center team. 

Variation. —Arrange all the players except one in a circle as above. 
The odd player stands in the center and throws snowballs at the circle 
players. All who are hit join the odd player in throwing at the others. 

Variation. —See Three-Team Dodgeball. 

Snowball Duck-on-the-Rock 

Winter Playground\ Camp, Club Elementary and Junior High Schools 

Duck-on-the-Rock is never more enjoyable than when played with 
snowballs. It follows all the rules of Duck-on-the-Rock (page 254). Roll 
a large snowball for the center and “it” places his duck (an ordinary snow¬ 
ball) on it. Each player makes himself a solid snowball with which to 
knock off the duck. Z 

Arctic Flag-Fight 

Winter Playground, Camp Late Elementary to Senior High School 

Build two large mounds of snow about thirty yards apart and place a 
flag on the top of each. Divide the players into two teams and allow a 
oeriod for each to make a large supply of snowballs and pile them behind 
its mound. 

At the signal the players attempt to secure the other team’s flag and at 
the same time to defend their own. Some players go out in attack and 
others stay back for defense. The players use snowballs to fight their 
way to the flag and to fight off the attackers. The side wins that secures 
the other’s flag first. 

Snow-Fort Siege 

Winter Playground, Camp Late Elementary and Junior High Schools 

Make a snow fort sufficient in size to hold one-third of the players. 
It should be six feet high and have holes in the walls through which snow¬ 
balls may be thrown. The inside should contain steps in which the de¬ 
fenders may stand. The walls must be made thicker at the bottom than 
at the top, and the holes must be well enforced to prevent the attackers 
from breaking through. 

One-third of the players are in the fort as defenders and the remaining 
players are outside as attackers. Both sides should be well supplied with 
snowballs before the fight starts. Any player hit by a snowball is con¬ 
sidered dead and must withdraw. The attackers win if they sdcceed in 
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getting possession of the fort within fifteen minutes of fighting; otherwise 
the defenders win. 

Variation. —Eliminate the rule to the effect that a player hit by a snow¬ 
ball is killed. The attackers win if they enter the fort before an agreed 
upon number of snowballs is exhausted. 

Storming the Snow Wall 

Winter Playground', Camp Late Elementary and Junior High Schools 

Build a snow wall five feet high and ten to fifteen feet long, depending 
on the number of players. The wall should be wide and solid enough to 
allow players to crawl over it. Divide the group into attackers and de¬ 
fenders, with twice as many attackers as defenders. Each group makes 
an agreed upon number of snowballs before the fight starts, the attackers 
being entitled to twice as many as the defenders. The defenders take their 
position behind the wall, and the attackers some distance in front of it. 

The attackers try to drive the defenders from the wall. If they suc¬ 
ceed before the supply of snowballs is exhausted, they win; otherwise the 
defenders win. 

Snowball Pom-Pom-Pull-Away 

Winter Playground, Camp, Yard Late Elementary to Senior High School 
Establish two goals about sixty feet apart. Select a player'to serve as 
“it” and place him midway between the goals. The players line up behind 
one goal. “It” calls “Pom-pom-pull-away, come away or Ill fetch you 
away.” The players then run across to the other goal, and “it” tries to 
tag them by hitting them below the shoulders with snowballs. All who 
are hit join “it” in hitting the rest. 

Variations. —See the several variations listed under Pom-Pom-Pulh 
Away. 

Snowball Tag 

Winter Playground, Yard Late Elementary and Junior High Schools 

This is played as in ordinary tag except that “it” tags a player by 
hitting him with a snowball. Hits above the shoulders do not count. 

Variations.— The most of the tag games described in Chapter XVIII 
may be adapted to use in the snow with the tagging done by hitting with 
snowballs. 

Siberian Man-Hunt* # 

Winter Woods Late-Elementary and Junior High Schools 

This is an cver-popular game among boys in the winter when snow is 
abundant *■ - 



WINTER ^ACTIVITIES 


57i 

iiumitiiiiiHHiiitimiiiiiiivtiitiiiiiiitiitirtiitiiirifiiiiiiiittiiiittiiiiiitiiiiiitiiJiiitiHitiittitiiiiiiiiiiiiiitiiiiitiitiiiiiiifiiiiifiiiiiitiiiiitiiiiiiitiiiiiiiiiiitiiiiiiiiitiuiiHiiiiiiifiiiitiitiii 

Select one player to act as fugitive and send him out to find a hiding 
place and conceal himself. He, of course, leaves tracks in the snow, and 
consequently should be careful to circle, back track, and use all possible 
devices to throw his pursuers off the trail. After ten minutes the pursuers 
take up the hunt, following the tracks. When they discover the fugitive, 
a snowball battle follows and all who are hit must drop dead. The fugitive, 
however, must be hit three times to be considered killed. The fugitive 
must stay out one-half hour, and if he then returns to the starting point 
without being killed, he wins. 

Relievo in the Snow 

Winter Playground, Camp, Club Late Elementary to Senior High School 
The ever-popular game of Relievo is particularly interesting when played 
in the snow. The rules for the snow game are the same as those already 
given. 



CHAPTER XXVIII 


HORSEBACK-RIDING ^ACTIVITIES 

R IDING games and contests are essential to a successful riding program 
. in any summer camp or riding club. ‘ While riding in itself is a 
challenging and intriguing activity and does not need artificial stimula¬ 
tion, yet too much formal instruction and formal riding is as defeating 
there as in the program of any other sport or physical activity. 

Riding games develop good horsemanship and riding confidence. They 
present constandy changing situations to which the rider must adjust 
himself quickly. They stimulate practice and striving for perfection. But 
more important than any of these they bring joy and enhance the love of 
the sport itself. They should be part of the regular riding activities, once 
riders have passed beyond the elementary stage. 

HORSEBACK-RIDING CONTESTS 

Here are a number of simple contests on horseback which are suitable 
for summer camps and riding clubs. The horseback-riding games are 
treated later in the chapter. 

Mounted Potato-Race 

Summer Camp, Riding Club Junior High School to Adults 

Five or more potatoes are placed in each lane twenty yards apart, the 
first potato being twenty yards from the starting line. A corrugated box 
is placed in each lane at the starting line. Each rider holds a stick three- 
and-one-half feet long with a nail inserted in the end. 

At the signal each rider rides down his lane to the first potato, spears 
it without dismounting, returns, and puts it in the box without dismount¬ 
ing. He then returns and secures the second potato, and so on. The one 
wins who has all of his potatoes in the box first. 

Variation.—The arrangements are the same as in the above race except 
that the spears are not used. Each contestant rides to his first potato, 
dismounts and picks up the potato* mounts and rides back to the box and 
drops the potato in it. He then secures the^other potatoes in the same 
way. He does not dismount to put the potatoes in the box, unless of 
course his aim is bad and the potato does not go in the box, in which case 
he must put it in before securing the remaining potatoes. 
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Variation. —Instead of using potatoes, use blocks of wood six inches 
square and two inches thick, into which a broomstick three-and-one-half 
feet long has been inserted. A circle three feet in diameter is used at the 
starting line instead of the corrugated box. The blocks are placed in the 
same position as the potatoes with the handles extending up. The riders 
pick up the blocks by the handle without dismounting. 

Doughnut Spearing 

Summer Camp, Riding Club Junior High School to Adults 

While specially prepared doughnuts with a hole two-and-one-half inches 
in diameter may be used, it is better to use rope rings or small wooden 
embroidery hoops. Suspend from six to ten of these rings by string from 
crossbars nailed to poles placed twenty yards apart. The rings should 
hang seven or eight feet from the ground. 

The riders take turns in competing. The first contestant, holding a 
slender bamboo pole ten feet long, trots or canters past the rings and at¬ 
tempts to spear them with the pole. He is not permitted to hesitate at the 

rings nor to walk tfce horse. The one spearing the most rings wins. 

* 

Mounted Zigzag Race 

Summer Camp, Riding Club Junior High School to Adults 

The riders take turns, competing against time. Place five or more 
poles in the ground in a row, twenty yards apart, the first pole being 
twenty yards from the starting line. 

The rider zigzags between the poles, to the left of the first, to the right 
of the second, and so forth. On reaching the last pole he circles it and 
rides straight back to the starting line. The one making the best time wins. 

Mounted Obstacle-Race 

Summer Camp, Riding Club Junior High School to Adults 

Twenty yards from the starting line a pole is placed in the ground; 
twenty yards farther a second pole is placed, and twenty yards beyond this 
a jump one foot high is erected. 

The contestants take turns, competing against time. The rider rides 
to the left of the first pole, to the right of the second, rides to the jump 
and dismounts, leads the horse over it, mounts and rides back to the 
starting line. The one making the best time wins. 

Mounted Chair-Race 

Summer Camp, Riding Club Junior High School to Adults 

Mark out two lines on the ground one-hundred yards apart Line up 
the riders on one line. Place a folding chair on the line in front of each 
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rider. and another chair on the other line directly opposite each rider* 
Midway between the lines place three chairs. 

At the signal the riders ride to the opposite line, dismount and sit on 
the chair, mount and ride back to the starting line and dismount and sit on 
the chair, then ride to the center and dismount and sit on one of the 
chairs. Since there are only three chairs in the center, the three players 
securing them win first, second, and third places. 

One-Horse Relay 

Summer Camp, Riding Club Junior High School to Adults 

This is an ideal contest when horses are scarce and there are many 
contestants. Teams of from four to six riders are assigned to one horse. 
The teams are arranged as in the Shuttle Relay, the distance between the 
lines being two-hundred yards. Riders Number i, 3, and 5 arc behind 
one line and Number 2, 4, and 6 behind the other line. 

Rider Number 1 mounts the horse at the starting line and at the signal 
rides to Number 2. Number 1 dismounts and Number 2 mounts and rides 
to Number 3, and so on. The team finishing first wins. 

Mounted Shuttle Relay.—When there are enough horses for all, this 
race may be used instead of the above. Arrange the mounted riders as in 
the Shuttle Relay, the distance between the lines being two-hundred yards. 
Rider Number 1 rides to Number 2, who rides back to Number 3, and so 
forth. The team finishing first wins. 

Equipment-Removing Relay 

Summer Camp, Riding Club Junior High School to Adults 

This is another contest ideal for situations where the number of horses 
available are fewer than the riders. 

One horse is assigned to each team of four riders. The riders are sta¬ 
tioned as in the Shuttle Relay, Number 1 and 3 of each team behind one 
line, and Number 2 and 4 behind the opposite line. The distance between 
the lines is two-hundred yards. 

Rider Number 1 of each team mounts the fully equipped horse and at 
the signal rides to Number 2 and dismounts. Number 2 takes off one 
stirrup and rides back to Number 3 who removes the other stirrup and rides 
to Number 4. Number 4 removes the saddle and rides back to the starting 
line. The team finishing first wins. 

Saddling Race * 

Summer Camp, Riding Club 1 ® Junior High School to Adults 

Tie or picket the horses in a row and {dace the saddles and bridles 
h i row opposite the horses on a ^ 100 yards Each con- 
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tcstant is assigned a horse by number or name, and stands beside his 
saddle and bridle. 

At the signal each contestant picks up his saddle and bridle, runs to his 
horse, saddles and bridles him, mounts, and rides to the starting line. 
The one finishing first with equipment properly put on wins. 

If it meets the ability of the contestants better, the saddles and bridles 
may be placed beside the horses. The contestants line up at the starting line, 
run to the horses, and pick up the equipment. 

Pony-Express Race 

Summer Camp, Riding Club Junior High School to Adults 

The Pony Express is less practical than some of the other riding races 
in that it requires four horses for one rider. Unless mounts are plentiful 
and the entries few, about the only way it can be conducted is on the time 
basis or in heats. 

Arrange the four saddled horses in shuttle fashion, two behind one line 
and the other two behind the other line. The distance between the lines 
is two-hundred yarcS. At the signal the rider mounts horse Number i 
and rides to the opposite line, dismounts, and mounts Number 2. He 
then rides to the starting line and changes to Number 3, and so on. The 
player making the best time wins. 

Variation.—When older boys or men are competing the race may be 
conducted by having only horse Number 1 saddled and bridled. At each 
change the rider must change the saddle and bridle to the new mount. 

Mounted Old-Clothes Race 

Summer Camp, Riding Club Junior High School to Adults 

This is a colorful and humorous event. Conceal five or six boxes of 
old clothes at different points around the grounds—neckties in one, old hats 
in another, coats or shirts in a third, and so forth. 

Give the riders each an envelope with instructions as to the approxi¬ 
mate location of the first box. The riders ride to the box and put on one 
of the articles of clothing. They then hunt for the instruction sheet con¬ 
cealed nearby telling the location of the second station. They proceed to it 
and put on the clothing, and so on. Having put on the clothing at each 
station they ride to the starting point, and the one finishing first with all 
clothing on wins. 

Mounted Touch 

Summer Camp, Riding Club Junior High School to Adults 

IXride the ridcrs into two teams and line them up : facing each other 
, five yardsapart. Theleader calls some object to be touched and all 
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the ^riders ride and touch the object, then ride back into line. The team 
scores one point that first lines up in the original position. The team 
wins that scores ten points first. 

Such objects as the following may be named: tree, leaves, fence, rock, 
metal, water, wood, barn, rail, white-oak tree, sumac bush, and so forth. 
Nothing worn by a player nor any equipment on the mounts may be 
touched. That is, if metal is called, the riders could not score by touching 
a stirrup. 

The game is excellent training in drilling riders to bring their horses 
into a straight line. 

Mounted Attention 

Summer Camp, Riding Club Junior High School to Adults 

Divide the riders into two teams and line them facing each other about 
fifteen feet apart. Number the players on each team so that the two players 
holding the same number stand opposite each other. About twenty yards 
beyond each end of the teams, draw a line on the ground. 

The leader calls a number—“Three,” for example. The two Number 
3 ’s ride across one line, turn, and ride across the other line, then back into 
position. The rider returning first and bringing his horse into position 
scores one point. The team scoring ten points first wins. 

Mounted Little-Treasures 

Summer Camp, Riding Club Junior and Senior High Schools 

Hide ten slips of paper at different points around the grounds, care¬ 
fully concealed with but one corner showing. Assemble the mounted riders 
and announce that the first slip is hidden “within twenty feet of the water¬ 
ing trough.” All ride to the trough and hunt until the slip is located. 
Then announce the location of the second slip, and so on. 

When all slips are found the winners turn them in and collect their 
prizes. Each slip contains the name of a different make of candy bar or 
chewing gum. 

Mounted Treasure-Hunt 

Summer Camp, Riding Club Junior High School to Adults 

Riding treasure hunts are no different than the unmounted treasure 
hunts, except that the distances are longer and most of the instruction 
cards are tacked to trees so that they can be read without dismounting. 
Occasionally, however, the riders should be caused to dismount to read the 
directions. 

It is well to use many instruction sheets with short distances between 
them in order to prevent the contest from resulting in a striight-a way race. 
The radng angle can be easily eliminated by careful arrangement of the in* 
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structions. Rests arc easily secured by hiding some of the instruction 
sheets. The directions should be so worded as to require careful reading, 
and cause the rider who scans them too hastily to be thrown off the trail in 
false directions. 

Mounted Paper-Chase 

Summer Camp, Riding Club Junior High School to Adults 

A rider goes out through the woods and across country with a bag of 
chopped-up paper and leaves a trail of paper along the route. He makes 
many blind trails and leaves occasional skips in the trail, as illustrated in 
Figure 91. 

If the group is small all start at once, but if it is large, it is better to 



start them in groups of three or four at five-minute intervals and keep 
the time of the squads. The rider wins who first returns to the starting 
point, or who reaches it in the best time. 

Mounted Map-Race 

Summer Camp , Riding Club Senior High School to Adults 

This is a long cross-country riding contest which calls for good riding 
and careful organization. 

Each rider is given a map of the country marking the location of the 
first station. Fairs of riders start out at five-minute intervals, or longer if 
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thought advisable. They ride to the first station, check in to the official 
there, and get a map showing the location of the second station. The 
distance between the stations is one to two miles. From four to six stations 
may be used. The pair wins which completes the ride in the shortest time. 

An official must be located at each station, When a pair of riders check 
in at a station with horses in distress, the riders are penalized by being 
caused to remain two minutes. If horses are still unfit to continue, two 
minutes longer is required, and if unfit at the end of four minutes the pair 
is disqualified. 

Polo Drive for Distance 

Summer Camp, Riding Club Senior High School to Adults 

The contestants are mounted on horseback, each with a polo mallet. 
The ball is placed on the hitting line and each player in turn hits it either 
with a running or stationary start. Each is given five hits and the player 
hitting the greatest distance wins. The measuring is done as in the Baseball 
Throw for Distance. 


Polo Dribbling Race 

Summer Camp, Riding Club Senior High School to Adults 

Establish a starting line and a turning line one-hundred yards apart. 
The mounted riders line up on the starting line, each with a'polo mallet 
and ball. At the signal they ride to the turning line dribbling the ball 
along the ground as they go. Reaching the turning line, they turn and 
dribble back to the starting line. The rider finishing first wins. 

Polo Drive for Accuracy 

Polo Field Senior High School to Adults 

The mounted players take turns in driving a polo ball with a polo 
mallet through the polo goal from the sixty-yard line, or forty or twenty- 
yard line, depending on the skill of the players. Each is given five (or ten) 
attempts and scores one point for each successful drive. The one with the 
highest score wins. 


HORSEBACK-RIDING GAMES 

The foregoing section described the horseback-riding contests. In this 
section are the riding games. '** 

Pol° ' 

fee J%lp in Chapter XXIV, “Games of the HockeyType” 
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Broom Polo 

Summer Camp, Riding Club Senior High School to Adults 

The field is about ioo yards by 75 yards. The mounted players each 
hold an old house broom. A codeball, sport ball, or soccer ball is used. 
Four to six players may play on a team. 

The procedure is as in Polo and the rules of Polo should be read. 


Donkey Baseball 

See Donkey Baseball in Chapter XX, “Games of the Baseball Type.” 

Mounted Musical-Chairs 

Summer Camp, Riding Club Junior High School to Adults 

This is a popular event at riding clubs and camps, and is even used in 
the rodeos. Music of some sort is needed—harmonica, accordion, banjo, 
victrola, or any instrument that happens to be available. Arrange a circle 
of chairs, one less than the number of riders. The music is in the center 
of the circle. 

As the music plays the riders ride at trot around the circle, and when 
the music stops, all dismount, and holding the horse by the reins, attempt to 
find a seat. The one who fails is eliminated. One chair is removed and 
the game is repeated. The one wins who remains in when all others are 
eliminated. 

With a large group two chairs may be removed each time. 

Mounted Hat-Boxing 

Summer Camp, Riding Club Junior High School to Adults 

Two mounted riders compete at one time, each wearing a farmer’s straw 
hat. The hat must be put on lighdy and not jammed down over the ears. 
They ride around each other, darting in and out, in an effort to knock off 
the opponent’s hat with the hand. Players are not permitted to touch their 
own hats. 

Someone challenges the winner, and the event continues until a cham¬ 
pion is determined. 

Mounted Hare-and-Hounds 

Summer Camp, Riding Club Junior High School to Adults 

This event calls for more experienced riders than most of the games 
k thit and an area providing good going. Select one rider to act 

II the and attach a tail of some sort to him, extending out so that it 
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can t>e easily grasped. The remaining riders are the hounds. Limit the 
area tor the game. 

The hare starts out under cover, and when he breaks from the cover 
all give chase and attempt to secure the tail. The one getting it wins. 

Mounted Push-Ball 

Summer Camp, Riding Club Junior High School to Adults 

This event should be played in the riding paddock. The ideal ball is 
the big push ball, but since they are rare and expensive, the thirty-inch 
canvas cage ball may be used instead. The horses will shy away from the 
ball on the start, but a few days in contact with it will train them so that 
the game will become very successful. 

Place the ball in the middle of the paddock with one team at each end. 
At the signal the players ride toward the ball and attempt to force it to 
the opposing goal. The ball is pushed with the front feet of the horses. 
One point is scored by a team each time the ball crosses the opposing goal. 

Mounted Flag-Raid 

Summer Camp, Riding Club Junior and Senior High Schools 

This game is best played in an enclosure such as the riding paddock. 
Stick a pole with a flag in the ground at each end of the paddock, and 
place one team at each end. At the signal the players ride out with the 
object of securing the opponent’s flag and defending their own. Some 
players ride out in attack, and others stay back to form a defense. The 
team wins that first secures the enemies’ flag. 

Mounted Basketball * 

Summer Camp, Riding Club Junior and Senior High Schools 

Basketball on horseback is a very interesting game providing the horses 
are equipped with stock or western saddles—the game is not possible with 
saddles of other types. It is excellent as a means of developing confidence in 
the saddle. Girls arc particularly fond of it. 

Two standard basketball goals and backboards are erected ninety to one- 
hundred feet apart, and the side and end lines of the court are marked out. 
A basketball is used. Five players constitute a team. The referee is not 
mounted. 

The game is started with a toss-up between the two mounted centers, 
who stand their horses side by side so that their right sides are toward each 
other. The play follows the general plan of Basketball except, that the 
players may carry the ball at will. If the ball is dropped the referee secures 

^Contributed by Frank H. Cheley. 
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and gives it to the player who touched it last, or, if he cannot determine this, 
tosses it up between the two nearest opponents. Rough and dangerous rid¬ 
ing is a foul. The rules of Basketball apply whenever possible. 

Mounted Tag 

Summer Camp, Riding Club Junior and Senior High Schools 

This event is most successful in an enclosure such as the riding pad- 
dock. Select one player as “it” and the game proceeds as in ordinary tag. 
When “it” tags a player, that player becomes “it.” 

Mounted Wood-Tag.—A player is safe from being tagged when 
touching the wooden rail at the side of the paddock. 

Mounted Pom-Pom-Pull-Away 

Summer Camp, Riding Club Junior and Senior High Schools 

This game should be played in the riding paddock. The riders line 
up at one end, wiA “it” in the center. “It” calls, “Pom-pom-pull-away, 
come away or I’ll fetch you away,” and the riders ride to the other end of 
the paddock. As they do so “it” attempts to tag them, and all who are 
tagged become “it” and assist “it” in tagging the rest. The last player 
to be tagged wins. 

Mounted Hide-and-Seek 

Summer Camp> Riding Club Junior and Senior High Schools 

This game calls for woods and brush which provide hiding places. 
Establish a base about twenty feet square around which the riders gather. 
Select one to serve as “it” and send him out to hide. After about three 
minutes the rest yell “Coming” and ride out in search. When a rider 
sees “it” he calls “Rider” and all dash back to the base, including “it.” 
The last one back is “it” for the next game. 

GYMKHANA EVENTS 

An occasional' gymkhana or riding meet does much to liven up the 
riding program of a summer camp or club. Such meets serve to stimu¬ 
late good riding and practice for perfection, as well a$ being much enjoyed 
by riders and spectators. 

These little meets are not to be confused with horse shows, where 
riders display their form in riding and jumping and demonstrate the quali¬ 
ties of their mounts. There is a distinct place for the latter type of event, 
particularly near the end of the camp or club season, but the little meets 
under discussion feature novel games and contests and are participated in 
just for the joy of the game. 
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Gymkhana Program 

Selections may be made from the following events for the gymkhana 
program: 


Mounted Potato-Race. 
Doughnut Spearing. 
Mounted Zigzag Race. 
Mounted Obstacle-Race. 
Mounted Chair-Race. 
Mounted Shuttle Relay. 
One-Horse Relay. 
Equipment-Removing Relay. 
Saddling Race. 


Pony-Express Race. 
Mounted Old-Clothes Race. 
Polo Drive for Distance. 
Polo Dribbling Race. 

Broom Polo. 

Mounted Musical-Chairs. 
Mounted Hat-Boxing. 
Mounted Push-Ball. 
Mounted Flag-Raid. 
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Accuracy Bait-Casting Contest, 86 
Accuracy Fly-Casting Contest, 87 
Across-the-Lake Kite Flying, 91 
Advancing Statues, 250 
Advantage Wrestling, 299 
Aerial Darts, 366 
Affinities Race, 159 
Airplane Flying, Model, 95 
Alaskan-Scrum Race, 559 
All-Fours Race, 7 
All-Fours Relay, 168 
All-Ovcrboard Race, 545 
All-Up Indian-Club Race, 13 
All-Up Relay, 173 
All-Up-and-All-Down Relay, 174 
Altitude-Flying Contest, 89 
American Rugby, 433 
Animal Blindman’s Buff, 252 
Animal Cage, 243 
Animal Chase (Animal Tag), 237 
Animal Hunt, 228 
Animal-Imitation Relays, 168 
Animal Tag, 237 
Ankle Tag, 248 
Ante Over, 272 

Arch Ball (Circle Stride Ball), 494 
Arch Bowls, 112 
Arch Goal-Ball, 157 
Archery, 69 

Archery and Riflery Team Competition, 158 

Archery Balloon Shooting, 76 

Archery Clout Shooting, 75 

Archery Golf, 73 

Archery, Indoor, 73 

Archery Tournaments, 69 

Archery Wand Shooting, 76 

Arctic Flag-Fight, 569 

Are You There, Mike?, 308 

Arithmetic Attention, 159 

Arm-Carry Race, 8 

Arm-Carry Relay, 189 

Arm-Lock Wrestle, 305 

Artistic Kite Contest, 91 

Attention, 152 

Auditory Scouting for Words, 159 
Austin-Boston, 265 
Automobile Relay, 180 
Axe Throwing, 59 

Axe-Throwing Contest for Most Hits, 60 
Axe-Throwing Events, Other, 60 
Axe Throwing for Consistency, 60 
Axe Throwing for Distance, 60 

Back-Somersault Dive, 5 26 
Back Stroke, The, 516 
Back-to-Back, 225 


Back-to-Back Race, 8 
Back-to-Back Relay, 186 
Backward All-Fours Race, 7 
Backward All-Fours Relay, 168 
Backward Line-Race, 147 
Backward Pogo-Stick Race, 25 
Backward Roller-Skating Race, 16 
Backward Scooter Race, 23 
Backward Skating Races, 554 
Backward Skipmobile-Race, 24 
Backward Stilt Race, 13 
Badger Pull, 100 
Badminton, 362 
Bag Throwing, 61 
Bait-Casting for Distance, 86 
Ball-and-Bottlc Relay, 174 
Ball-Between-Knecs Race, 518 
Ball Bowling, in 
Ball Fight, 302 
Ball in Cap, 257 
Ball Puss-in-the-Corner, 222 
Ball Roll for Accuracy, 43 
Ball Stand (Spud), 255 
Balloon Battle-Royal, 306 
Balloon Blowing Race, 15 
Balloon Boxing, 306 
Balloon Busting, 306 
Balloon Crab Ball, 450 
Balloon Jumping Contest, 15 
Balloon Push Bali, 431 
Balloon Rifle-Shooting Contest, 81 
Balloon-Sailing Race, 97 
Balloon Sweeping Race, 15 
Balloon Volleyball, 370 
Banana-Eating Race, 519 
Barley Break, 253 

Barnyard Golf (Horseshoe Pitching), 132 

Barrel Boxing, 309 

Barrel-Obstacle Race, 7 

Barrel-Obstacle Relay, 173 

Barrel Rolling, zz 

Barrel-Rolling Race, 7 

Barrel-Rolling Relay, 176 

Barrel-Stave Ski Race, 8 

Barrel-Stave Ski Races, 56Z 

Barrel-Stave Ski Relay on Land, 184 

Base Running, u 

Baseball, 318 

Baseball Meet, £05 

Baseball on Skates, 567 

Baseball Overtake Contest, 156 

Baseball Pitch for Accuracy, 42 

Baseball Throw and Catch, 43 

Baseball Throw for Accuracy, 41 

Baseball Throw for Distance, 41 

Baseball Twenty-one, 329 
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Basket Endball, 508 

Basket Speedball, 421 

Basket Three-Deep (Animal Cage), 243 

Basketball Accuracy Pass, 46 

Basketball Dribble Relay, 213 

Basketball for Men, 482 

Basketball for Women, 485 

Basketball Foul Shoot, 47 

Basketball Goal Shooting, 47 

Basketball Golf, 49 

Basketball Meet, 105 

Basketball Pass-and-Shoot Relay, 213 

Basketball Passing, 488 

Basketball Run-and-Shoot Relay, 214 

Basketball Throw and Catch, 46 

Basketball Throw for Distance, 45 

Basketball Toss-Up, 157 

Basketball Twenty-one, 48 

Basketball Twenty-one—Team Form, 157 

Bat and Run (Run to First Base), 11 

Bat Vaiflt for Distance, 31 

Batball, 338 

Battle-Board Tennis, 388 
Battle-Royal on Raft, 536 
Beanbag Backward-Passing Relay, 202 
Beanbag Board Toss, 37 
Beanbag Run-and-Throw JRelay, 210 
Beanbag Sidewisc-PassingfRclay, 200 
Beanbag Six Circles, 38 * 

Beanbag Target Relay, 210 
Beanbag Target Toss, 38 
Beanbag Tire Toss, 38 
Beanbag Waste-Basket Pitch, 61 
Bear Hunt, 229 
Bear-in-the-Pit, 239 
Bear-Walk Race, 7 
Bear-Walk Relay, 169 
Bears and Catde, 270 
Beatball, 329 

Beater Goes Round, The, 219 
Beeball, 446 

Behind-the-Back Passing Relay, 198 

Bench Push-Off, 304 

Between-the-Legs Passing Relay, 199 

Between-the-Lcgs Relay, 531 

Bicycle Candle Race, 21 

Bicycle Carnival, 22 

Bicycle Events, 19 

Bicycle Obstacle Race, 22 

Bicycle Pedaling, 517 

Bicycle Plank Ride, 20 

Bicycle Potato-Race, 21 

Bicycle Slow Race, 19 

Bicycle-Tire Race, 8 

Bicycle-Tire Relay, 186 

Big-Game Hunt, 8x 

Big-Hoop Relay, 178 

Bingo Golf, 12$ 

Bird Shooting, 83 
Black-and-Blue, 267 
Black-and-White, 2 66 
Black Man, 270 
Black Tom, 289 

Blackboard target Throw* 39 , 

Blind Hop-Tag, a$t 


Blind Horse and Jockey Race, 15 
Blindman’s Buff, 251 
Blindman’s Numbers Change, 253 
Blindman’s Race, 150 
Blindman’s Swat Tag, 251 
Blindman’s Ten-Steps, 252 
Block-House Dodgeball, 281 
Block-Wheel Wagon Races, 24 
Blocking Wall Spud, 256 
Blow-Gun Contest for Accuracy, 85 
Blow Gun Contests, 84 
Blow-Gun Shooting for Distance, 85 
Blow-Out, 231 
Boat Events, Model, 97 
Bobbing, 547 

Boiler Burst, The—Goal Form, 224 
Bolo Ball, 429 
Bombing the Enemy, 264 
Boomabirds, 57 

Boomerang Accuracy Contest, 58 

Boomerang Endurance Contest, 59 

Boomerang of Most Unique Type, 59 

Boomerang Throwing, 54 

Boomerang with Most Unique Action, 59 

Bottle Ball, 491 

Botde Quoits, Si, 136 

Bottle Top Toss, 61 

Bottle-Change Snatch-Ball, 274 

Bounce Dodgeball, 341 

Bounce Netball, 372 

Bounce Volleyball, 372 

Bounceball, 375 

Bouncing the Board, 527 

Boundary-Ball, 489 

Bowl Beatball, 329 

Bowl Spot-Bail, 113 

Bowling, 109 

Bowling on the Green, 113 

Bowling Relay, 212 

Box and Swat, 308 

Box Hockey, 481 

Box Lacrosse, 466 

Boxing, 291 

Boxing Knights, 310 

Boxing Rules, 293 

Breast Stroke, The, 516 

Brick-Walking Race, 7 

Brick-Walking Relay, i8x 

Bridgcboard, 142 

Broncho Busting, 310 

Broncho Tag, 233 

Broom Hockey, 473 

Broom Polo, 579 

Broom-Riding Race, 8 

Broom-Riding Relay, 186 

Broom-Sled Race, 559 

Broomstick Throw for Distance, 51 

Brownies and Fairies, 262 

Bucket Cricket, 349 

Bucketball, 487 

Buckingham-Palaee Fountain, 326 
Buddy Spud, 256 
Bull-and-His-Keeper, 239 
Bull Board, $x 
BuU-ia-the-Rmg, 238 
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Bulldog and Master, 219 
Bull’s-Eye Baseball, 345 
Butting Contests, 102 

Cabinet-Ball, 494 
Cage Basketball, 511 
Calendar Toss, 61 
Call Ball (Spud), 255 
Can Cricket, 350 
Candle Shooting Contest, 80 
Candle Skate-Race, 555 
Cane Fight, 301 

Cane-Fight for Handkerchief, 305 

Cane Push or Pull, 302 

Canoe Contests, 544 

Canoe Filling, 548 

Canoe Tilting, 534 

Canoe Tug-of-War, 548 

Cap Rush, 227 

Cap Tag, 240 

Captain Basketball, 504 

Captainball, Number 1, 499 

Captainball, Number 2, 502 

Card Compass Race, 159 

Cards in the Hat, 61 

Carrying the Injured Relays, 189 

Cart-Wheel Dive, 525 

Casting Contests, 85 

Cat and Rat, 233 

Catch-and-Pull Tug-of-War, 304 

Catch and Throw, 208 

Catch Ball, 156 

Catch of Fish, 272 

Catch-the-Balloon, 221 

Catch-the-Cane, 220 

Catch, Throw, and Sit, 208 

Catch, Throw, and Squat, 209 

Catcher’s Throw to Second Base, 42 

Catching Contests, 36 

Caterpillar Race, 148 

Caterpillar Relay, 188 

Cats-on-the-Fence, 307 

Cats-on-thc-Tow-Line, 548 

Center Base, 238 

Center Catch (Circle-Ball), 243 

Center Miss Ball, 489 

Center-Pass Shuttle Relay, 208 

Center Run, 213 

Centerball (Captainball, Number 1), 499 

Centipede Overtake Race, 148 

Centipede Race, 147 

Centipede Relay, 188 

Chain Crab-Race, 149 

Chain-Crab Relay, 189 

Chain Dodgebali, 265 

Chain Tag, 271 

Chair-Arch Relay, 171 

Chair-Carry Race, 8 

Chair-Carry Relay, 190 

Chair-Passing Relay, 204 

Chair Quoits, 61, 136 

Chair-Sled Race, 559 

Chair-Stubbing Relay, 282 

Chair ’Fag, 240 

Chak-Wa&ung Relay, i8» 


Champion High Diver, 526 

Champion Hockey Snatch-Ball, 469 

Champion Snatch-Ball, 274 

Champion Snatch the Handkerchief, 284 

Champion Soccer Snatch, 409 

Champ-Nit Circle Race, 10 

Change All, 223 

Change the Club, 154 

Channel-Ball, 244 

Chariot-Wagon Race, 24 

Charley-Horse Polo, 470 

Charley Over the Water, 247 

Chef’s Hat-Boxing, 306 

Chef’s Hat-Swatting, 306 

Chickidy Hand, 272 

Chinaman’s Race, 147 

Chinese Pull-Up, 100 

Chinese Tug, 304 

Chinese Wall, 269 

Chinning, 99 

Cigar Race, 15 

Circle Attention, 153 

Circle-Ball, 243 

Circle Blind man’s Swat-Tag, 253 

Circle Blindman’s Tag, 252 

Circle Bounce-Pass Relay, 201 

Circle Broncho-Tag, 243 

Circle Chase Tag, 235 

Circle Hockey-Dribbling Race, 65 

Circle Hockey-Dribbling Relay, 196 

Circle Hockey-Driving Relay, 194 

Circle Kccp-It-Up, 150 

Circle Overhead-Pass Relay, 201 

Circle Overtake Relay, 201 

Circle-Passing Relay, 200 

Circle Pole Ball, 491 

Circle Race, 1 o 

Circle-Relay Method, 165 

Circle Soccer, 407 

Circle Spin-Around Relay, 200 

Circle Spot Tag, 251 

Circle Squat-Tag, 263 

Circle Stride-Bait, 494 

Circle-the-Post Relay, 170 

Circle Tug-of-War, 146 

Circle Weave-Tag, 237 

Circle Weaving Race (Circle-Zigzag), 218 

Circle-Zigzag, 218 

Circular Tug-of-War (Four-Way Tug), io\ 

Circus-Sandal Race, 8 

Circus-Sandal Relay, 184 

Climbing Contests, 34 

Clock Golf, 127 

Clothespin Race, 15 

Clothespin Ring Toss, 61, 136 

Clout Shooting, 75 

Clowning, 527 

Club Rush, 227 

Club Snatch (Snatch-Ball), 273 
Clubroom Vdleybali, 370 
Coast for Distance# 557 
k Coaster-Wagon Contests, 23 
Coaster-Wagon Obstacle Race, 24 
Coaster-Wagon Pushing Race# 24 
Coaster-Wagon Races# 24 



INDEX 589 


Coaster-Wagon Slow Race, 24 
Coat-and-Hat Relay, 176 
Cock Fight, 301 
Cock Fight on Stilts, 301 
Codeball in the Court, 384 
Codcball Kick for Distance, 67 
Codcball on the Green, 131 
Collar-and-Elbow Wrestling, 300 
Collar Pull, 100 
Combination Passing Relay, 198 
Combined Chain Crab-Race, 149 
Come Along (Come With Me), 223 
Come Blackey, 269 
Come With Me, 223 
Comedy Dives, 526 
Compass Point Change, 231 
Contests Based on Handling Mechanical 
Objects, 69 

Contests Between Groups, 143 
Contests in Which the Game Element is 
Minor, 108 

Contests in Which the Game Element is 
Prominent, 124 

Contests of the Running Type, 3 
Contests Resembling Games, 108 
Contests with Snow, 561 
Cork Retrieve, 521 ^ 

Corner Kick-Ball, 405 * 

Corner Spry, 211 p 

Corncrball, 497 

Couple Change-Tag, 250 

Couple Tag, 250 

Court Tennis, 352 

Crab Ball, 450 

Crab Fight, 304 

Crab Race, 7 

Crab Relay, 168 

Crab Volleyball, 394 

Crabbing, 517 

Crack the Whip, 567 

Crawl, The—Free Style, 516 

Crawl-Under Relay Number 1, 172 

Crawl-Under Relay Number 2, 172 

Crawling Race, 7 

Crawling Relay, 167 

Crayon Rifle Contest, 80 

Crew Race, 148 

Cricket, 346 

Cricket Baseball, 349 

Crisscross Hoop-Running Relay, 184 

Crisscross Toe-Hold Race, 7 

Crisscross Toe-Hold Relay, 168 

Crocodile Swimming Race, 529 

Croquet, 139 

Croquet Golf, 129 

Croquet-Mallet Relay, 195 

Cross-Country Race, 6 

Cross-Country Ski Race, $61 

Cross-Country Snowshoe Race, 561 

Cross-out Baseball, 328 

Cross-Stick Boomerang, 54 

Cross Tag, 240 

Cross the Pool, 537 

Crossing the Brook, 8 

Crow* * snd-Crancs, 267 


Crows and Cranes, Tale of the, 268 
Crows, Cranes, and Crabs, 268 
Cumberland Wrestling, 300 
Curling, 565 
Curtain Ball, 493 

Dare Base, 260 

Dart Baseball, 52 

Dart Throwing, 51 

Days of the Week, 256 

Dead-Man’s Carry Race, 8 

Dead-Man’s Carry Relay, 189 

Deck Tennis, 376 

Discus Throw, 36 

Dishpan Relay, 182 

Disk Croquet, 140 

Disk Quoits, 61, 136 

Disk Roll, 61 

Disrobing Race, 520 

Disrobing Relay, 531 

Distance Runs, The, 6 

Ditch-Diggers Relay, 187 

Dive for Accuracy, 524 

Dive for Distance, 525 

Dive for Height, 524 

Dizzy-Izzy Race, 7 

Dizzy-Izzy Relay, 170 

Dodgeball, 264 

Dodgcball—Team Form, 280 

Dog-Derby Races, 560 

Dog Race, 518 

Donkey-and-Rider Race, o 

Donkey Baseball, 328 

Do or Die, 311 

Double-line Keep-It-Up, 150 

Double-Peg Fight, 302 

Double Standing Broad Hop, 29 

Double Standing Board Jump, 29 

Double Standing Board Step, 30 

Doubles Volleyball, 370 

Doughnut Spearing, 573 

Dragon’s Mouth, 304 

Dramatized First Aid Baseball, 350 

Dressing Race, 10 

Drive (Punt Back), 440 

Drive-Ball, 505 

Driving the Pig to Market, 195 
Drop-Kick Drive, 441 
Drop-Kick for Distance, 66 
Drop the Handkerchief, 235 
Dual Basketball, 511 
Duck Fight, 307 
Duck in the Pool, 537 
Duck-on-the-Rock, 254 
Duck Pins, no 
Dumb-bell Pushing Relay, 195 
Dying Duck, 526 

Easter Egg Contest, 15 
Egg Throwing Contest, 61 
Eggshell Race, 520 
Elephant Race, 7 
Elephant Relay, 169 
Endball, 495 
Endurance Spin, 87 
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Epee* The, 295 

Equipment Race (Dressing Race), 10 

Equipment-Removing Relay, 574 

Escaped Convict, 231 

Eskimo Race, 7 

Eskimo Relay, 167 

Every Man in his Own Den, 277 

Exchange Tag, 236 

Exo, 61 

Faba Gaba, 156 

Face Slapping, 307 

False Alarm, 61 

Fan Race, 518 

Fan-Walking Race, 7 

Fan-Walking Relay, 181 

Feather Ball, 366 

Feather Blowing Race, 15 

Feeding the Elephant, 61 

Feeling Blindman’s Buff, 252 

Feet and Club Relay, 174 

Fence-Ball, 493 

Fence Tag, 249 

Fencing, 294 

Fencing Events, 294 

Field Dodgeball, 283 

Field-Handball, 422 

Field Hockey, 452 

Field-Hockey Meet, 107 

Field-Meet Throwing Events, 36 

Fieldball, 423 

Fielder’s Throw to Home Base, 43 
Fifty-Foot Top Dash, 88 
Figure-of-Eight Paddle, 544 
File Race, 146 

Filling the Gap (Skip Away), 217 
Finning, 517 
Fireman VUft Race, 8 
FiremanVLift Relay, 189 
First Aid Baseball, 350 
First of May, The, 222 
Fish Net (Catch of Fish), 272 
Fisherman (Water Fish-Net), 537 
Fisherman's Accuracy Bait-Casting Contest, 
86 

Fist Ball, 372 

Five Steps (Punt Back), 440 

Five, Three, and One, 49 

Fives, 390 

Flag Raid, 279 

Flag Skate-Race, 554 

Flash Ball, 341 

Flat Sinn, Tnc, 92 

Flight Shooting, 75 

Floor Hockey, 471 

Floor Tag, 248 

Flower Garden, 231 

Flowers and the Wind, The, 262 

Fluffy Race, 15 

Flutter Finning, 5x7 

Flying Dutchman (Partner Skip Away), 
ax8 

Foil, The, 294 

FoBow Up Shooting, Number 1, 47 
Follow Shooting, Number 2, 48 


Follow Up Shooting, Number 3, 48 
Foot-Dribble Relay, 197 
Foot-Spinning Contest, 88 
Foot-to-Foot Race, 7 
Foot-to-Foot Relay, 167 
Foot Volleyball, 449 
Football Center-Pass for Accuracy, 44 
Football Meet, 106 
Football Snatch-Ball, 158 
Football Target Punt, 158 
Forest Lookout, 224 
Form A, 151 

Forward Pass for Accuracy, 44 

Forward Pass for Distance, 44 

Forward-Pass Drive, 441 

Forward-Pass Newcomb, 493 

Four Around, 218 

Four-Goal Basketball, 511 

Four-Man Circle Chase, 234 

Four-Man Standing Canoe Race, 547 

Four-Mat Tug-of-War, 312 

Four-way Tug (Circular Tug-of-War), 101 

Fox and Farmer, 233 

Fox and Gardener (Garden Scamp), 237 

Fox and Geese, 568 

Fox and Squirrel, 242 

Fox in the Morning, 263 

Fox’s Tail, 233 

Free-for-all Chefs Hat-Boxing, 306 

Free-for-all Cock Fight, 301 

Frog Dive, 526 

Frog in the Sea, 245 

Frog-Jumping Race, 7 

Frog-Jumping Relay, 169 

Frog Race, 518 

Fruit Basket, 231 

Fruit Jar Ring Quoits, 136 

Fruit Jar Ring Toss, 61 

Fumble, 231 

Fungo Hit for Accuracy, 62 
Funnel Ball, 61 

Gallop Race, 7 

Gallop Relay, x68 

Game Hunting, 78 

Games of the Baseball Type, 317 

Games of the Basketball Type, 483 

Games of the Hockey Type, 452 

Games of Personal Combat, 285 

Games of the Rugby Football Type, 433 

Games of the Soccer Football Type, 397 

Games of the Tennis Type, 352 

Garden Scamp, 237 

German Batball, 338 

German Kickball (Kick Dodgeball), 342 

Giant Crab Ball, 450 

Giant Volleyball, 369 

Giant's Cave, 260 

Glider Contest, 96 

Go-Stop, 228 u 

Goal Circle-Ball, 227 

Goal Duck-on-the-Rock, 225 

Goal Games, 227 

Goal Tig, 251 

Goal Throw* 47 ‘; . ■ 
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Goat-Butting Race, 102 
Goat-Butting Relay, 197 
Going to Jerusalem, 231 
Golf, 125 

Golf Approach for Accuracy, 64 
Golf Drive for Distance, 64 
Golf Meet, 106 

Golf-Putting and Driving Events, 64 

Golf-Putting Contest, 64 

Gondolier Race, 549 

Good Morning, 217 

Goofy Golf, 128 

Grab a Partner, 224 

Grab Ball, 154 

Grandpa, 528 

Grass Tag, 249 

Greased-Pole Climb, 35 

Greased-Pole Crawl, 524 

Green Wolf, 229 

Ground-Ball, 493 

Guard-Ball, 489 

Gymkhana Events, 581 

Gymkhana Program, 582 

Gymnasium Soccer, 414 

Gypsy, 227 


Ham, Chicken, Bacon, 268 
Hammer Throw, 37 * 

Hand Badminton (Feathel Ball), 366 

Hand Baseball, 331 

Hand Batball, 395 

Hand Bcatball, 329 

Hand Hockey, 476 

Hand Paddling, 546 

Hand-Slapping Tag, 247 

Hand Soccer, 428 

Hand-Stand Dive, 525 

Hand Tennis, 361 

Hand Wrestle, 302 

Handball—Four-Wall Game, 379 

Handball—One-Wall Game, 382 

Handicap-Position Races, 517 

Handicap Shooting, 83 

Handicap Tag Games, 536 

Hang Tag, 248 

Hanker Fight, 303 

Hanker Throw, 61 

Hare and Hound Race, 231 

Hat-Boxing, 305 

Have You Seen My Sheep?, 236 
Head-Balancing Race, 7 
Head-Balancing Relay, 174 
Head-Carry Race, 521 
Head-Stand Dive, 525 
Head-Stands, 549 
Hcads-and-Tails, 267 
Heave Ahoy Boxing, 308 
Heel-Hold Race, 7 


Heel-Hold Relay, 168 
Heel Race, 7 
Hed Relay, 167 
Help Tag, 254 
High-Low Ball, 444 
High Windows, 235 
HiU-aimhiog Contest, 40 


Hill Dill, 268 

Hindoo Tag, 248 

Hiram and Mirandy, 528 

His Royal Highness, 246 

Hit-Pin Baseball, 342 

Hit the Can, 65 

Hitball, 331 

Hobble Bucketball, 487 

Hockey-Dribbling Race, 65 

Hockey-Dribbling Relays, 195 

Hockey-Dribbling Shutde Relay, 196 

Hockey Drive for Accuracy, 65 

Hockey Drive for Distance, 65 

Hockey-Driving Shuttle Relay, 194 

Hockey-Goal Golf, 64 

Hockey Golf, 130 

Hockey Keep-Ball, 468 

Hockey Snatch-Ball, 469 

Hockey Striking Events, 64 

Hockey Ten-Passes, 468 

Hog Tying, 303 

Holding the Line, 280 

Hook-on Tag (Broncho Tag), 233 

Hoop-and-Stick Race, 7 

Hoop-and-Stick Relay, 177 

Hoop Dive, 524 

Hoop-Diving Relay, 178 

Hoop-Hobble Race, 8 

Hoop-Hobble Relay, 184 

Hoop-Rolling Race, 7 

Hoop-Rolling Relay, 177 

Hoop-Running Race, 8 

Hoop-Running Relay, 184 

Hoop Target, 61 

Hoop Tug, 305 

Hop Away, 217 

Hop Fight, 301 

Hop Scotch, 119 

Hop-Scotch Golf, 123 

Hopping Broad Hop, 30 

Hopping Numbers-Change, 220 

Hopping Race, 7 

Hopping Relay, 167 

Hopping Tug, 102 

Horse and Rider (Knights), 309 

Horse-and-Rider Relay, 189 

Horseback-Riding Activities, 572 

Horseback-Riding Contests, 572 

Horseback-Riding Games, 578 

Horseback-Riding Relays, 191 

Horseshoe Pitching, 132 

Hot Butter and Blue Beans, 231 

Hot Potato, 284 

Hot Rice, 328 

How Do you Like Your Neighbors?, 23s 
Human-Croquet Relay, 192 
Human-Hurdle Race, 8 
Human-Hurdle Relay, 193 
Human-Obstacle Relay* 173 
Human-Top Race* 11 * : 

Human-Wheel barrow feace, 8 
Human-Wheelbarrow Relay, 187 
Hunter, 221 

Hunting the Foxes, 232 
Hurdle Races, Tbt* 5 ' * . 
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Huriey-Burley Beanbag Relay, 202 
Husband and Wife Race, 15 
Husky-Team Race, 558 

I Have It, 232 

I Spy, 228 

Ice Basketball, 567 

Ice Games, 565 

Ice Games, Other, 567 

Ice Hockey, 457 

Ice-Hockey Contests, 556 

Ice-Hockey Keep-Ball, 5 66 

Ice-Hockey Ten-Passes, 566 

Ice Shinney, 566 

Ice Shuffleboard, 566 

Ice-Skating Contests, 554 

Impeded-Progress Relays, 181 

In-and-Out Relay, 172 

Indian-Club Guard (Pin Guard), 490 

Indian-Club Race, 12 

Indian Wrestle, 303 

Indiana Slip, 527 

Individual Competition with Points Scored 
for Team, 152 
Indoor Archery, 73 
Indoor Baseball, 326 
Indoor Speedball, 420 
Infield Throwing Relay, 208 
Injun Tom, 263 
Inner-Tube Race, 522 
Interscholastic Team Rifle Contest, 79 
Iron Tag, 249 

Jackstones, 117 
Jai-alai, 391 

Japanese-Lantern Race, 519 
Japanese Tag (Sore-Spot Tag), 250 
Javelin Throw, 36 
Jump-Ditch Race, 7 
Jump-Ditch Relay, 171 
Jump the Shot, 259 
Jump the Stick, 260 
Jump-the-Stick Relay, 174 
Jumping and Vaulting Contests, 27 
Jumping Contests, 27 

Jumping, Vaulting, and Climbing Contests, 27 
Junior Gallery Rifle Contest, 79 

Kangaroo Fight, 303 
Kangaroo-Jumping Race, 7 
Kangaroo-Jumping Relay, 168 
Keep-Away (Keep-Ball), 487 
Keep-Ball, 487 
Keep-It-Up, 150 

Kettle Drive (Pig ih the Hole), 225 

Kick and Catch, 67 

Kick-and-Pass Drive, 441 

Kick Baseball, 332 

Kick, Bounce, and Catch, 68 

Kick Dodgeball, 342 

Kick Fighting, ‘523 

Kick, Hide, 2nd Seek, 229 

Kick Shuffle, 138 

Kick-the-Bar Baseball, 335 

Kick the Can, 230 


Kicking Contests, 66 
Kicking Field Goals, 442 
Kicking Home Runs, 335 
Kiddy-Kar Polo, 471 
King-Ball, 490 
King of the Mountain, 312 
King’s Bodyguard, 246 
King’s Land, 246 
Kite-Flying Events, 89 
Kite-Looping Contest, 90 
Kite Meet, 92 
Kite-Messenger Contest, 90 
Kneeling Scooter-Race, 23 
Knights, 309 

Knot-Tying Husky-Team Race, 559 
Konano, 479 

Lacrosse for Boys, 461 
Lacrosse for Girls, 465 
Lame-Dog Race, 7 
Lame-Dog Relay, 169 
Lane Cornerbaii, 499 
Lariat-Throwing Contests, 53 
Last Couple Out, 239 
Last Man Across, 230 
Last Man “It,” 243 

Lawn Bowls (Bowling on the Green), 113 
Lawn Tennis, 352 
Leaf Tag, 249 

Leapfrog Relay, Number 1, 179 

Leapfrog Relay, Number 2, 179 

Leapfrog Relay, Number 3, 179 

Leapfrog Relay, Number 4, 179 

Leapfrog Spoke Relay, 180 

Learning to Dive, 527 

Leeball, 374 

Leg Tug-of-War, 101 

Leg Wrestle (Indian Wrestle), 303 

Like Numbers Touch, 153 

Line Keep-It-Up, 150 

Line Soccer, 403 

Line Tag, 236 

Line Wrestling, 311 

Linebali, 330 

Lip Card Contest, 15 

Live-Duck Scramble, 544 

Locomotive Dodgeball, 265 

Log, 538 

Log-Ball Riding, 552 
Log-Obstacle Race, 520 
Log-Riding Hand Spring, 552 
Log-Riding Push-Up, 553 
Log-Riding Rope Skipping, 552 
Log-Riding Squat Contest, 551 
Log Roll, 517 
Log Rolling-Contest, 551 
Log Rolling-Contents, 550 
Log-Rolling for Distance, 550 
London, 61 
' London Loo, ^72 
Long Ball, 336 
^Long Base (Long Ball), 336 
Long Shots, 47 : ? 

Loop-the-Loop Relay, 17b / 

Lost Penny, 530 «.. . . v ^ , --’v,;- 
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Mailman, 220 

Marathon, 6 

Marble Golf, 130 

Marbles, 140 

Mass Contests, 145 

Mass Field Hockey, 481 

Mass Soccer, 427 

Master-of-the-Ring, 300 

Mat Tug-of-War, 312 

Match-Box Race, 7 

Match-Box Relay, 171 

Match-Lighting Contest, 81 

Mathematical Baseball, 350 

Mathematical Catch-the-Cane, 221 

Maze Tag, 234 

Medicine-Ball Throw for Distance, 50 
Medley Canoe-Race, 545 
Medley Relay, 181 
Meet at the Switch, 8 
Merry-Go-Round, 224 
Message Relay, 175 
Methods of Conducting Relays, 160 
Military Dive, 525 
Military Relay, 200 
Milling the Man, 310 
Minor Combats, 295 
Minor Contests of the Rujwiing Type, 7 
Minor Games of the Base^ll Type, 326 
Minor Games of the Basketball Type, 487 
Minor Games of the Hockey Type, 468 
Minor Games of the Rugby Type, 440 
Minor Games of the Soccer Type, 403 
Minor Swimming and Diving Contests 
Between Groups, 529 

Minor Swimming and Diving Contests Be¬ 
tween Individuals, 517 
Minor Throwing Events, 37 
Miscellaneous Games of the Tennis Type, 392 
Miscellaneous Relays, 191 
Model Airplane and Balloon-Flying Events, 
95 

Model Airplane Construction Contest, 96 

Model Airplane Endurance-Flight Contest, 95 

Model-Boat Events, 97 

Model-Motorboat Contest, 98 

Model-Sailboat Race, 97 

Modern Croquet, 140 

Modified Soccer, 413 

Mohammedan Tag (Hindoo Tag), 248 

Mount the Barrel, 552 

Mounted Attention, 576 

Mounted Basketball, 580 

Mounted Chair-Race, 573 

Mounted Flag-Raid, 580 

Mounted Hare-and-Hounds, 579 

Mounted Hat-Boxing, 579 

Mounted Hide-and-Scek, 581 

Mounted Little-Treasures, 576 

Mounted Map Race, 577 

Mounted Musical-Chairs, 579 

Mounted Obstacle-Race, 573 

Mounted Old-Clothes Race, 575 

Mounted Paper-Chase, 577 

Mounted Pom-Pom-Pull-A way, 581 

Mounted Potato-Race, 572 


Mounted Push-Ball, 580 

Mounted Shuttle Relay, 574 

Mounted Spud,^256 

Mounted Tag, 581 

Mounted Touch, 575 

Mounted Treasure-Hunt, 576 

Mounted Tug-of-War, 146 

Mounted Wood-Tag, 581 

Mounted Zigzag Race, 573 

Moving Day (The First of May), 222 

Muffin Pan Penny Toss, 61 

Mumblety-Peg, 114 

Mumblety-Pcg Baseball, 116 

Music Rush, 222 

Musical Chairs, 231 

Nature Baseball, 350 

Nature Old Sayings Race, 159 

Nature Symbolism Race, 159 

Neck Pull, 305 

Net Games, The, 352 

Net Hand Ball, 362 

New Orleans, 265^ 

Newcomb, 492 

Newcomb Over the Goal Posts, 493 
Newcomb-Over the-Tent, 494 
Newspaper Race, 518 
Nigger Baby (Roly Poly), 257 
Nigger Tom (Injun Tom), 263 
Night Before Christmas, The, 236 
Nine-Court Basketball, 506 
Nine-Court Keep-Ball, 488 
Nine-Court Ten-Catches, 489 
Novel Kite Contest, 90 
Novel Swimming-Stroke Races, 517 
Novelty Dives, 525 
Novelty Races, 7 
Novelty Riflery Meet, 82 
Novelty Running Relays, 166 
Novelty Tandem Relays, 185 
Novelty Track and Field Meet, 107 
Numbers Change, 231 

Object-Passing Relays, 198 

Obstacle Hockey-Dribbling Race, 65 

Obstacle Hockey Shutde Relay, 196 

Obstacle Race, 7 

Obstacle Relay, 173 

Obstacle Scooter-Race, 23 

Obstacle Skating Race, 556 

Obstacle Skipmobile-Race, 24 

Obstacle Stilt Race, 13 

Ocean is Stormy, The, 223 

O’Grady in the Water, 523 

O’Leary, 123 

Old Mother Witch, 245 

Old Sayings Race, 159 

On the Spot (Circle Spot Tag), 2 $t 

One-Goal Basketball, 510 

One-Horse Relay, 574 

One-Legged Hand Wrestle, 303 

One Leg Race, 7 

One Leg Relay, i6y 

One O’Gong, 5x2 

One Old Cat, 326 * 



594 


INDEX 


One Out, io 
One-Slate Race, 555 

One Step Off and All the Way Across, 268 

Other Axe-Throwing Events, 60 

Other Novelty Relays, 532 

Other Skating Contests, 557 

Our House is Falling Down, 284 

Over-and-Under Passing Relay, 199 

Over-and-Under Relay Number 1, 203 

Over-and-Under Relay Number 2, 203 

Over-the-Border Relay, 187 

Over-the-Top Relay, 212 

Overhead-Passing Relay, 199 

Overhead Dribble for Distance, 45 

Overhead Relay, 202 

Overhead Sculling, 517 

Overtake Relay, 209 

Oyster Shell, 267 

Oyster Supper, 262 

Paddle and Portage, 545 
Paddle and Tow, 545 
Paddle Badminton, 365 
Paddle Ball, 388 
Paddle Tennis, 358 
Pail-Running Race, 7 
Pail-Running Relay, 182 
Paint Tag, 249 
Pallone, 391 
Paper Plate Toss, 61 
Paper-Throwing Contest on Bicycles, 20 
Paper-Throwing Contest on Roller Skates, 17 
Paper-Walking Race, 7 
Paper-Walking Relay, 181 
Parlor Polo, 481 
Parlor Shuffleboard, 139 
Parlor Tilting, 313 
Partner Circle Stride-Ball, 495 
Partner Skip Away (Flying Dutchman), 
218 

Partner Squat-Tug, 102 
Partner Tag, 242 
Partner Twenty-One, 49 
Party Golf, 132 
Pass and Change, 238 
Pass-and-Run Relay, 204 
Pass-and-Toss Relay, 2x1 
Pass-and-Turn Relay, 199 
Pass-the-Buck Relay, 169 
Passing Relay, 198 
Peanut Race, 15 
Peanut Target Throw, 61 
Pebble Golf, 132 
Peg Pick-Up, 101 
Pegging First, 329 
Pelota (Jai-alai), 391 
Pelting the Pipe, 562 
Pendulum Shooting, 81 
Penknife Rules (ling Game), 1x4 
Penknife Rifles (Short Game), 115 
Pepper-Batting Relay, 196 
Pick-up Kickball, 342 
Pie-Pan Paddling, 546 

S r in the Hole, 225 
tow Fighting, 298 


Pillow' War, 313 
Pin Basketball, 506 
Pin-Guard, 490 
Pin Soccer, 410 
Pincho, 247 

Ping-Pong (Table Tennis), 355 ✓ 

Ping-Pong Ball Race, 520 
Ping-Pong Ball Roll, 61 
Ping-Pong Bounceball, 61 
Ping-Pong Spotball, 394 
Pipe Lighting Race, 15 
Plank Paddling Race, 547 
Plank Race, 7 
Plank Relay, 183 
Plank-Sled Race, 8 
Plank-Sled Relay, 187 
Plaster Tag, 249 
Playgroundball, 323 
Plug the Hole (Circle Stride-Ball), 494 
Plus-and-Minus Attention, 153 
Plus-and-Minus Snatch-Ball, 274 
Plus-and-Minus Snatch the Handkerchief, 284 
Pogo-Stick Broad Jump, 25 
Pogo-Stick Contests, 25 
Pogo-Stick Events in the Rectangular Court, 

25 

Pogo-Stick Lane-Race, 25 
Pogo-Stick Race, 25 
Pogo-Stick Relay, 185 
Poindess Dart Throw, 61 
Poison Circle, 258 
Poison Scat, 222 
Poison Snake, 259 
Poison Spot, 258 
Pole Boxing, 298 
Pole Vault, 28 
Pole Vault for Distance, 31 
Polo, 467 

Polo Dribbling Race, 578 
Polo Drive for Accuracy, 578 
Polo Drive for Distance, 578 
Pom-Pom-Pull-Away, 268 
Pony-Express Race, 575 
Pony-Express Relay, 189 
Post Ball, 506 
Posture Tag, 240 
Potato-and-Spoon Relay, 175 
Potato-Carrier’s Relay, 176 
Potato Fight, 3r3 
Potato Jab, 61 
Potato Race Number i, ix 
Potato Race Number 2, 12 
Potato Relay, 276 
Potato Tossing, 6x 

President LaDuke of the University of 
Paris, 527 

Prisoner’s Base, 375 
Prisoner’s Race, 13 
Professor Dooty, 528 
Progressive Bodgcbali, 283 
Progressive Throw and Catch, 40 
d PucWo Water-Maiden Contest, 15 

Put! Away (Pom-Pom-Pull*Away), 288 
■, Pull Over*., *03/ ’ •* 

Pull-Up (Chinning), $9 ; 
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Pumping (Bobbing), 547 

Punch Ball, 426 

Punch Ball Baseball Type, 332 

Punch Bowl, 543 

Punch Soccer, 427 

Punt Back, 440 

Push and Coast, 557 

Push Ball, 431 

Push Up, 99 

Pushing and Pulling Contests, 99 
Pushing, Pulling, and Butting Contests, 
99 

Pushing Scooter-Race, 23 

Puss-in-the-Corner, 222 

Putting the Pupil in the Bull’s-Eye, 82 

Quadruple Somersault, 527 
Quartet Race, 147 
Question Blindman’s Buff, 252 
Quoits, 134 
Quoitennis, 378 

Rabbit Hunting, 76 
Racquets, 385 
Rail-Riding Race, 148 
Rattlesnake, 313 

Recreation Bail (Playgroundball), 323 
Red Lion, 270 # 

Red Rover, 269 ^ 

Reeling-In Contest, 90 

Relays Based Primarily on Locomotion, 
166 

Relays Combining Locomotion with Striking, 
Kicking, or Butting, 195 
Relays Combining Passing Objects and 
Locomotion, 201 

Relays Combining Throwing and Locomo¬ 
tion, 210 

Relays Involving Passing Only, 198 
Relays Involving Striking Only, 194 
Relays Involving Throwing Only, 206 
Relievo, 279 

Relievo in the Snow, 571 
Reverse Chain Crab-Race, 149 
Reverse Chain-Crab Relay, 189 
Reverse-Crab Race, 7 
Reverse-Crab Relay, 168 
Reversing Race, 545 
Riding Contests, 16 
Riding Relays, 190 
Riding the Broncho, 3x0 
Riflery, 78 

Ring Ball (Circle-Ball), 243 
Ring-a-Lsevo (Relievo), 279 
Ring Volleyball, 378 
Ring Wrestle, 300 
Ringer (Marbles), 140 
Robbers and Soldiers, 279 
Rodeo Race, 147 
Roller Shinney, 470 
Rollerskate Coast for Distance, 16 
Holler-Skate Hockey, 475 
Roller-Skate Potato Race, s 8 
Roller-Skate Tug-of-War, 18 
Roller - Skating , t* 


Roller-Skating Carnival, x8 

Roller-Skating Lap Race, 18 

Roller-Skating Obstacle Race, 17 

Roller-Skating Relays, 190 

Roller-Skating Straight-Away Race, 16 

Rolling Pin Throwing, 61 

Rolling Race, 7 

Rolling Relay, 168 

Rolling-Tire Target Throw, 38 

Roly Poly, 257 

Roman Chariot-Race, 149 

Rope Climb, 34 

Rope Climb—Arms Only, 35 

Rope Jumping and Skipping Methods, 3X 

Rope Jumping with Long Rope, 32 

Rope Quoits, 61, 136 

Rope Skipping—Fifty Skips, 32 

Rope Skipping Race, 7 

Rope Skipping Relays, Number 1, 178 

Rope Skipping Relays, Number 2, 179 

Rope Skipping—Thirty Seconds, 32 

Rope Skipping with Long Rope, 34 

Rope Spinning, 92 

Rope-Spinning Contest, 94 

Roping Running Targets, 53 

Roping Stationary Targets, 53 

Roque, 140 

Rotation, 327 

Rotation Soccer, 411 

Round-the-Clock Golf (Clock Golf), 127 
Rounders (Rotation), 327 
Roving, 75 

Rubber Band Contest, 15 

Rubber Heel Toss, 61 

Rugby—American, 433 

Rugby Drop-Kick for Accuracy, 66 

Rugby Football Kicking Events, 66 

Rugby Lead-Up Contests, 450 

Rugby Place-Kick for Accuracy, 66 

Rugby Place-Kick for Distance, 66 

Rugby Punt for Distance, 66 

Run-and-Sit Relay, 169 

Run-and-Throw Relay, 210 

Run for Your Supper, 217 

Run, Rabbit, Run, 261 

Run, Sheep, Run, 228 

Run to First Base, 11 

Running and Catching, 46 

Running Back Kick-Offs, 442 

Running Broad Hop, 30 

Running Broad Jump, 28 

Running Broad Jump on Stilts, 31 

Running Double Broad Jump, 28 

Running High Jump, 27 

Running Hop, Skip, and Jump, 30 

Running Hop, Step, and Jump, 30 

Rush Ball, 442 

Rush the Stick, 3x3 

Rush Tug-of-War, 145 

Rushing Basis (Pom-Pom-Pull -Away), 268 

Sabre, The, 295 
Sack Boxing, 309 
Sack Race, 9 

Saddling Race, 574 V 
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Sailboat Construction Contest, 98 
Sally pvcr the Water (Charley Over the 
Water), 247 
Scat, 244 
Schlagball, 342 

Scholastic or Junior Rifle Contest, 79 

Schoolroom Overhead Relay, 201 

Scoot, 231 

Scooter Contests, 23 

Scooter Races, 23 

Scooter Relays, 190 

Score-Ball, 488 

Scrimmage Ball, 431 

Scrub (Rotation), 327 

Sculling, 517 

Seal Dive, 525 

Seal Race, 7 

Seal Relay, 169 

Senior Gallery Rifle Contest, 79 
Serve and Sit, 156 

Set ’em Up Relay (All-Up Relay), 173 

Settlers and Indians, 313 

Seven Standing Broad Hop, 29 

Seven Standing Broad Jump, 29 

Seven Steps, 31 

Shadow Tag, 250 

Shanty Shuffleboard, 139 

Sheep, Sheep, Come Home, 261 

Shepherd and> the Wolf, The, 245 

Shinney, 469 

Shinney Golf, 65 

Shinney Hockey, 470 

Shoe Relay, 183 

Shoe Scramble, 9 

Shoot the Bird, 82 

Shooting Against Time, 48 

Shooting the Bottles, 61 

Shot Put, 36 

Shoulder Shove, 300 

Shuffleboard, 137 

Shuttle-Relay Method, 164 

Shuttlecock Hoop Toss, 61 

Shutdecock Target Toss, 61 

Siamese-Twins Race, 8 

Siamese-Twins Relay, 186 

Siberian Man-Hunt, 570 

Side Hold, 300 

Sidewalk Golf, 129 

Sidewalk Tennis, 360 

Signal Chase, 268 

Signalling Attention, 159 

Signalling Baseball, 350 

Signalling Execute, 151 

Signalling Touch, 151 

Silent Trap Shooting, 83 

Simball, 421 

Simple File—Relay Method, 163 

Simple Tag, 232 

Simple Water-Tag, 536 

Simple Water-Tag Games, 536 

Singing Blindman’s Buff, 252 

Single-Circle Passing Relay, 201 &j 

Single-Peg Fight, 302 

Single-Roller Skate Race, 16 

Single-Skate Coast for Distance, 16 


Singles Volleyball, 371 
Sit-in-Hoop Race, 8 
Sit-in-Hoop Relay, 185 
Sit-Up, 99 

Sitting on the Log, 553 
Sitting Scooter-Race, 23 
Six-Hole Basketball, 49 
Skate-and-Sled Centipede Race, 558 
Skate-and-Sled Race, 558 
Skate and Sled Races, 557 
Skate-Jump for Distance, 556 
Skatelcss Skating, 555 
Skaung Alaskan-Serum Race, 559 
Skating Contests, Other, 557 
Skating Husky-Team Race, 559 
Skating Potato-Race, 556 
Skeet, 84 

Ski and Snowshoe Races, 560 

Ski-Running Race, 560 

Ski-Running and Turning Race, 560 

Skiddles, hi 

Skijorning Race, 561 

Skin the Snake, 151 

Skip Away, 217 

Skip Tag, 235 

Skipmobile Races, 24 

Skipmobile Relay, 191 

Skipping Race, 7 

Skipping Relay, 167 

Skittles, in 

Skunk Tag, 248 

Slab Tennis, 360 

Slap Hand, 307 

Slap Jack (Circle Chase Tag),'235 
Sled Centipede Race, 558 
Sled Contests, 557 
Sled-Pulling Race, 558 
Sled Swimming Race, 557 
Slipper Relay, 182 
Smudge Boxing, 309 
Snake-Walk Race, 7 
Snake-Walk Relay, 169 
Snatch a Club, 223 
Snatch-Ball, 273 
Snatch the Bone, 274 
Snatch the Handkerchief, 284 
Snatch the Hat (Snatch-Ball), 273 
Snatching the Hat, 313 
Sniping, 84 
Snow Dodgr.ball, 568 
Snow-Fort Siege, 569 
Snow Games, 567 
Snow-Modeling Contest, 564 
Snow-Snakes, 563 
Snow Tug-of-War, 562 
Snowball Duck-on-the-Rock, 569 
Snowball Pom-Pom-Pull-Away, 570 
Snowball-Rolling Contest, 563 
Snowball Tag, 570 
Snowball Tenpins, 562 
Snowball-Throw for Accuracy, 562 
Snowball-Throw for Distance, 562 
Snowball Twenty-one, 563 
Snowshoe Dash, 561 
Soccer Baseball, Humber 1, 333 
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Soccer Baseball, Number a, 334 

Soccer Batball, 432 

Soccer Bowling, m 

Soccer Center-Ball, 244 

Soccer Circle Stride-Ball, 409 

Soccer Dodgeball, 264 

Soccer Football, 398 

Soccer Football Kicking Events, 67 

Soccer for Women, 403 

Soccer Goal-Ball, 408 

Soccer Head-Butt for Distance, 102 

Soccer Keep-Ball, 406 

Soccer Meet, 106 

Soccer Place-Kick for Accuracy, 67 
Soccer Place-Kick for Distance, 67 
Soccer Punt for Distance, 67 
Soccer Snatch-Ball, 408 
Soccer Tag, 259 
Soccer Ten-Kicks, 406 
Soccer Throw for Distance, 45 
Softball (Playgroundball), 323 
Softball Pitch for Accuracy, 42 
Softball Throw and Catch, 43 
Softball Throw for Distance, 41 
Sole-Mate Tag, 248 
Somersault Race, 7 
Somersault Relay, 180 
Sore-Spot Tag, 250 £ 

Sore-Toe Race, 7 * 

Sore-Toe Relay, 167 

Sparrow Fight, 307 

Spearing the Ring, 21 

Specified Medicine-Ball Throws, 50 

Speed Races, 19 

Specdball, 415 

Speedball (Baseball Type), 331 

Speedball Accuracy Pass, 45 

Specdball Drop-Kick for Accuracy, 67 

Speedball Drop-Kick for Distance, 67 

Speedball for Women, 419 

Specdball Head Butt for Distance, 102 

Speedball Kicking Events, 67 

Specdball Meet, 106 

Speedball Place Kick for Accuracy, 67 

Speedball Place Kick for Distance, 67 

Speedball Punt for Distance, 67 

Speedball Throw for Distance, 45 

Spider and Fly, 262 

Spin-Around Relay, 199 

Spin-the-Platter, 221 

Spinning Swim, 517 

Spoke Race, 154 

Spoke-Relay Method, 165 

Spoke Tag, 219 

Sponge Badminton, 365 

Spongeball, 373 

Spoon-and-Egg Race, 519 

Spot Bounce and Catch, 40 

Spotball, 394 

Sprintball, 337 

Sprints, The, 4 

Spud, 255 

Square. Dodgeball, 281 
Square Hold, 300 
Square Soccer, 406 


Squash Handball, 388 
Squash Racquets, 385 
Squash Tennis, 388 
Squat Tag, 247 
Squat Tug, 101 
Squirrels in Trees, 221 
Stab-the-Spud Relay, 175 
Stage Coach, 231 

Stand Wall Ball (Wall Spud), 256 
Standard Canoe Races, 544 
Standard Relays, 166 
Standard Riflcry Contests, 79 
Standard Swimming Contests, 515 
Standing Backward Broad Jump, 29 
Standing Broad Hop, 29 
Standing Broad Jump, 29 
Standing Broad-Jump Relay, 191 
Standing Broad Step, 30 
Standing Canoe Race, 546 
Standing Double High Jump, 27 
Standing High Jump, 27 

Standing Hop, Skip, and Jump, 30 

Standing Hop, Step, and Jump, 30 

Standing Leap and Jump, 30 

Standing Scooter-Race, 23 
Standing Skipmobile-Racc, 24 
Standing Whole Hammon, 31 
Statue Tag, 248 
Statues, 249 

Steal the Bacon (Snatch-Ball), 273 

Stealing Sticks, 278 

Steamboat Race, 518 

Step by Step, 40 

Stepping on Toes, 307 

Steps, 249 

Stick-and-Ball Relay, 195 
Stick Polo, 472 
Stiff-Knee Race, 7 
Stiff-Knee Relay, 168 
Still-Hunting the Buck, 77 
Still Water, Stop, 252 
Stilt Contests, 13 

Stilt Events in the Circular Court, 14 

Stilt Events in the Rectangular Court, 14 

Stilt Hop, Step, and Jump, 31 

Stilt Races, 13 

Stilt Relay, 185 

Stingo, 270 

Stone Ball (Spud), 255 

Stone Tag, 249 

Stool Cane-Fight, 304 

Stoop Target, 39 

Storming the Fort, 313 

Storming the Snow Wall, 570 

Straddle the Pole, 249 

Straight Coaster-Wagon Race, 24 

Straight Skating Races, 554 

Straight Stilt Race, 13 

Straight Water Relay, 530 

Straw-Hat Race, 519 

Stride Ball-Passing Relay, 203 

Stride Ball-Rolling Relay, 203 

Stride-Ball Tag, 240 

Striking, Kicking, and Butting Relays, 194 
Striking and Swinging Contest?, 62 . 
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Striking, Swinging, and Kicking Contests, 

<b 

String-Shooting Contest, 80 
Stump Riding, 551 
Stunt Relays, 180 
Stunt Top Spinning, 89 
Sugar Papa, 528 

Suggestions on Conducting Minor Relays, 160 

Summer-Snowshoe Race, 8 

Summer-Snowshoe Relay, 183 

Sunken Treasure, 522 

Surf-Board Relay, 531 

Swatter Boxing, 308 

Swatter Pin-Guard, 230 

Swimming Attention, 522 

Swimming Candle Race, 519 

Swimming Meets, 515 

Swimming Races, 516 

Swimming Tunnel Relay, 530 

Swing Around, 2x7 

Swing-Around Relay, 186 

Swing Ball, 299 

Swinging Contests, 62 

Sword Tennis, 379 

TaUe Golf, 132 
Table Tennis, 355 
Table Tennis Doubles, 357 
Table-Waiter Race, 519 
Tack-Driving Contest, 81 
Tackling Pom-Pom-Pull-Away, 269 
Tadpole, 204 
Tag Games, 232 

Tag Games using Safety Objects, 536 
Tag Games using Safety Positions, 536 
Tag Games which Limit Tagging to Certain 
Parts of the Body, 536 
Tag Speedball, 421 
Tagging Champion, 254 
Tail-End Race, 546 
Tail Fight, 280 
Tail Snatching, 280 
Talc of the Crows and Cranes, 268 
Tandem and File Swimming Events, 529 
Tandem Back Crawl, 529 
Tandem Back Stroke, 529 
Tandem Back-to-Back Dive, 526 
Tandem Bobbing, 548 
•Tandem Breast Stroke, 529 
Tandem Candle Skate-Race, 555 
Tandem Crawl, 529 
Tandem Face-to-Face Dive, 526 
Tandem Hopping Races, 8 
Tandem Hopping Relay, Number 1, x$8 
Tandem Hopping Relay, Number 2, 188 
Tandem Hopping Relay, Number 3, 188 
Tandem Roller-Skating Race, x8 
Tandem Side-Dive, 5 26 
Tandem Skating Race, 55$ 

Tandem Standing Canoe Race, 547 
Target Shuffleboard, 139 
Team 156 ft,** 

Team Catch-the-Cane, 135 
Team Ctrck Stride-Ball, 495 
T2x8 ■■ 


Team Competition in Fencing, 295 
Team Dodgeball, 265 
Team Pin Guard, 490 
Team Spin the Platter, 156 
Team Weight-Retrieve, 522 
Ten-Catches, 488 
Ten Trips, 209 
Ten Volleys, 396 
Tenikoit (Quoitennis), 378 
Tennis Serve for Accuracy, 62 
Tennis Stroke for Accuracy, 63 
Tennis-Type Events for Meets, 107 
Tennis Volleyball, 374 
Tenpins, no 
Tethcrball, 392 

Third Man (Animal Cage), 243 

Threading the Needle Under Water, 52. 

Three Around, 218 

Three Court Keep Ball, 488 

Three-Deep, 241 

Three Grounders or a Fly, 327 

Three-Legged Race, 8 

Three-Legged Roller-Skate Race, 17 

Three-Legged Skate Race, 555 

Three-Legged Swimming Race* 529 

Three Old Cat, 327 

Inree-Team Dodgeball, 282 

Three-Way Tug, 101 

Three-Wide, 241 

Through-the-Hoop Relay, 178 

Through-the-Hoop Relay—Feet First, lyl 

Through-the-Tire Relay, 177 

Throw, Bounce, and Catch, 40 

Throw the Stick (Green Wolf), 229 

Throwing and Catching Contests, 36 

Throwing Relays, 206 

Throwing Shuttle Relay, 206 

Throwing the Life Buoy, 524 

Tiddle-de-Winks, 271 

Tilting, 295 

Tilting on Skis, 567 

Tin-Can Bowling, 112 

Tin-Can Pebble Toss, 61 

Tin-Can Stilt Race, 7 

Tin-Can Stilt Relay, 183 

Tip Cat, 346 

Tire Bowling, 112 

Tire Change, 231 

Tire Golf, 132 

Tire-Jumping Relay, 177 

Tire Quoits, 136 

Tire-Rolling Race, 7 

Tire-Rolling Relay, 177 

Tire Tag, 249 

Tire Wrestling, 300 

Toe-Hold Race, 7 

Toe-Hold Relay, x68 

Tomball, 330 

Tommy Tiddler's Ground, 246 
Top Spimior Distance, 88 
Top-Spinning Accuracy Throw, 88 
Tap-Qpumtog 87 

Top-Spinning Meet, 89' ‘ *' " 

tdipedo^Race, 549 
Toes Bali, 370 
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Touch, 146 

Touch Ball (Circle-Ball), 243 
Touch Football, 443 
Touch Iron (Touch), 146 
Touchdown Pass Ball, 504 
Townball, 330 
Toy Shop, 231 
Track and Field Meets, 104 
Track Events, 4 

Track Meets and Sport Meets, 103 

Track Relays, 160 

Tracking the Deer, 231 

Tractor Pull, 100 

Trap Shooting, 82 

Trap-Shooting Contest, 83 

Travelers’ Race, 17 

Tree Tag, 249 

Triangle Ball, 334 

Triangle Soccer, 405 

Trick Riding, 22 

Trick Stilting, 15 

Triple Standing Broad Hop, 29 

Triple Standing Broad Jump, 29 

Triple Standing Broad Step, 31 

Trundle-Wheel Race, 7 

Trundle-Wheel Relay, 176 

Tub Race, 523 a 

Tug-of-War, 145 * 

Tug-of-War—Distance Method, 145 

Tug-of-War—Time-Method, 145 

Tumblesticks, 58 

Tunnel Goat-Butting Relay, 197 

Tunnel Relay, 171 

Tunnel-Rolling Relay, 212 

Turtle Tag. 248 

Twelve o’clock at Night, 261 

Twin Swimming Race, 529 

Two-ball Soccer, 428 

Two-Deep 241 

Two-Deep Leap Frog, 242 

Two-Object Overhead-Passing Relay, 199 

Two-Object Passing Relay, 198 

Two-Object Spin-Around Relay, 199 

Two Old Cat, 327 

Umbrella Race, 518 
Umbrella Toss, 61 
Under the Arch, 149 
Underneath Two-Deep, 242 
Underneath Three-Deep, 242 
Uphill Ski Race, 560 

Vaulting Contests, 27 
Vis-a-Vis, 225 
Visiting Canoe, The, 528 
Volley-Bounceball, 371 
Volley Newcomb, 493 
Volley-Tennis (Bounccball), 375 
Volleyball, 366 

Volleyball Serve for Accuracy, 63 

Waist-Carry Race, S 
Wa»t«Carry Relay, 190 
Walking Gunwales, 549 


Walking on Bottom, 523 
Walking Race, 6 
Wall Games, The, 379 
Wall Spud, 256 
Wall Tennis, 388 
Wand Race, 9 

Wand Shooting with Rifle, 80 

Wand Wrestling, 302 

Washburn Ball, 334 

Washer Baseball, 61 

Washer Pitching, 61, 136 

Waste-basket Bounce Throw, 61 

Waste-basket Throw, 61 

Water Activities, 515 

Water Balloon-Pushing Race, 520 

Water Baseball, 540 

Water Baseball in Pools, 540 

Water Basketball, 543 

Water Batball, 541 

Water Black-and-White, 538 

Water Circle-Ball, 540 

Water Circle-Passing Relay, 531 

Water Crows-and-Cranes, 538 

Water Dodgeball, 538 

Water Endbali, 540 

Water Fish-Net, 537 

Water Flag-Race, 518 

Water Follow-the-Lcader, 523 

Water Games, 532 

Water Horse-and-Rider Race, 523 

Water Keep-Ball, 539 

Water Knights, 539 

Water Leap-Frog Relay, 531 

Water Numbers-Change, 539 

Water Pillow Fighting, 534 

Water Poison, 537 

Water Polo, 532 

Water Pom-Pom-Pull-Away (Cross the Pool) 
537 

Water Push-Ball, 534 

Water Push-Balloon, 534 

Water Skim Ball, 542 

Water Spearing-the-Ring, 520 

Water Spud, 539 

Water Ten-Catches, 539 

Water Touch, 529 

Water Tug-of-War, 529 

Water Volleyball, 542 

Waterball, 533 

Watermelon Scramble, 543 

Weaving Crawl-Under Relay, 172 

Wedding Ring, The, 94 

Weight Retrieve, 521 

Wheel Away, 270 

Wheel Boomerangs, 56 

Wheelbarrow Polo, 471 

Wheelbarrow Race, 8 

Wheelbarrow Relay, 187 

Where Are You, Mike?, 313 *■ 

Whitteonis, 362 

William-Tell Archery Contest, 76 
William-TeH Race, 7 
William-Tdl Relay, 175 . 

Winter Activities, 554 
Wolf, 229 
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- Wolf, Wolf, and Sheep (The Shepherd and 
I the Wolf), 245 
Wood Tag, 248 
Work Up (Rotation), 327 
Wrestling, 285 
Wrestling Holds, 286 
Wrestling Hold Combats, 299 
Wrestling Rules, 288 
Wrist Balloon Busting, 306 

Yards Off (Green Wolf), 229 


Zel-Ball, 393 

Zigzag Ball-Passing Relay, 206 
Zigzag Hockey-Dribbling Relay, 196 
Zigzag Hockey-Driving Relay, 194 
Zigzag Relay, 170 
Zigzag Roller-Skating Race, 17 
Zigzag Scooter-Race, 23 
Zigzag Skipmobile-Race, 24 
Zigzag Stilt Race, 14 
Zoo (Animal Tag), 237 






